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PRELUDE
IDIDNRIGHT
VIGIL

s it not passing brave to be 3 km&

And ride in triumph thrc'mtﬁh [-}{:raﬁpuiis?

— (fhristupher Marlowe, Tamburlaine the Great

From the windows of the church, stained glass saints and angels looked down
on the world of men. Were they watching? If they watched, then they did not see,
the poet thought. Otherwise would they allow the late-night world he had
discovered of late! Or perhaps they did see, and prepared a special place in Hell
for those who transgressed God's law. It was certainly not the first time that
thought had crossed his mind.

“They are beautiful, are they not?”

The young man started at the sound of the voice so close behind him, but
regained his composure quickly before turning to face its source.

“Indeed they are,” he replied. As are you, he added silently. The vision
standing before him was perhaps the most beautiful man he had ever seen.
Not merely handsome, but beautiful in the way the poets of the ancient world
spoke of masculine beauty. His hair was like spun gold, gleaming darkly in the
light of the presence lamp, one errant curl across his forehead. His eyes were
pools of the deepest blue, like the darkening sky. His features were fairand
noble, his skin as smooth, pale, and flawless as fine marble. The simple white
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robe he wore emphasized his pallor, making him
look like an angel descended from one of the win-
dows above, although nothing could have been
further from the truth.

“We find solace in things of beauty,” the stranger
said, his eyes going to the great rose window behind
the nave, its colors like darkling jewels in the lamplight.
Then his dark eyes turned away from it. “I am Henri.
You are the artist my liege spoke of?”

“Daniel,” he said with a bow. “A humble poet
and playwright.”

A ghost of a smile played about Henri’s grim
mouth. “Daniel, who walked into the lion’s den.
How fitting. The son of the Baron of Winchester, are
you not!”

Daniel wasn’t overly surprised Henri should know
his parentage. It was hardly a secret, after all. “The

third son, yes. I have two brothers and so no hopes of

inheriting my father’s estate, thank God.”

“Why so!” Henriasked. “A great barony, nodoubt
wedded to a nobleman's daughter, with fine sons and
daughtﬂ'fﬁ L'.l'f- Your OwIl. TI‘]ETE‘ dI'C INAIy NCh ‘l.’r'}'.l.ll'.l
dream of such things, and many second and third sons
made bitter by their loss.”

“Not I,” the playwright replied. “My only dreams
are to pursue my art, not to become muddled in the
mire of politics, sir.”

“You need not call me ‘sit’, Daniel, for | am not a
knight yet. That is for tomorrow night. Tonight is for
me to prepare myself for my duties, and keep vigil here.
But first one more question for you; is it true that my
lord has commissioned you to write poems and plays
based on the tales you gather!”

Daniel inclined his head. “That is so. His lordship
is a most generous and gracious patron.”

“Indeed he is. I trust that he has also made clear
to you the rewards he offers for true and loyal service,
as well as the punishments for failure.” The threat
hung in the still and cold air for a long moment, but
Daniel chose to ignore it.

“I shall not disturb your meditations in any way,”

he told Henri.
“l thank you,” Henri said. “I must begin.” He
stepped past Daniel and moved up to the altar rail,
where a knightly raiment of mail was laid out,
topped with a fine sword in a leather sheath, its hilt
rich with jewels and chased with gold. Henri sank
to his knees, hands clasped at his breast and head
bowed, muttering words in Latin under his breath
Daniel kept a respectful distance and watched,
silently taking in the image of the squire kneeling in
prayer and meditation throughout the night, until
the coming of the dawn.

The following night, it was time for the cer-
emony, and Daniel was permitted to watch as Henri
was awarded his knighthood. Lord Rouald presided
over the rite, assisted by a priest dressed in somber
black, wearing a pure white stole. Henri came forth
to have the white belt fastened around his waist and
the gold-chased spurs placed onto his boots. Then he
knelt before Lord Rouald, head bare and bowed. The
lord drew his sword from its scabbard, the sound of
metal on metal loud in the silent chapel. He raised it
before him, blade held high, and addressed the man
kneeling before him.

“Henri, why do you come before us today!”

“To enter into your service, my lord,” Henri
replied in a firm voice. “l wish to become your liege-
man of life and limb and of earthly worship. Faith
and truth I will bear unto you to the death... and
beyond, in the name of the Dark Father and by my
blood, I swear it!”

The sword fell to touch Henri's left shoulder, then
hisright, then came torest upon the crown of his head.

“Then | take you as my liege-man, Henri, and
invest you asmy kmghL, Faith and honor I shall render
unto you so long as youare in my service.” He sheathed
the sword as Henri kept his head bowed.

“Rise, Sir Henri.” Lord Rouald bade, and his new
liege-man did as he was asked. Then the lord took a
step down to where Henri stood, the two men stand-
ing face to face. Rouald spoke softly, but in the silence
of the church, Daniel was able to hear the words.

“You have served me well, Henri, so now | offer
this gift to you.” He spread his arms and embraced
the new knight like a son. Then, with the swiftness
of a striking snake, Rouald sank his fangs deep into
Henri’s throat.

Daniel gasped. Henri emitted only a soft whim-
per, like a sigh of pleasure. His knees buckled but
Rouald held him up, his lips clinging to Henri's neck,
his arms tight around the young knight's body. For
what seemed like an eternity he held him in that dread
embrace, until Henri gave another choked sigh and
Rouald lowered him to the cold stone floor.

Daniel was paralyzed, watching events unfold
with horrified fascination as Rouald drew the dagger
at his belt and knelt beside the supine knight. The lord
drew the blade across his wrist and allowed the first
drops of blood, dark and glimmering in the candle-
light, to fall onto Henri's lips as the priest took up an
unfamiliar chant in Latin. Moments after the first
drops fell, Henri convulsed, his body stretched like a
man on the rack, and he cried out. Daniel would never
forget the sound of that forlorn cry, like a child ripped
from the arms of its mother. Then the young knight



shivered and shook for what seemed like a very long
time as Rouald crouched over him, watching silently,
as impassive as stone.

Finally, Henri rose and seized upon Lord Rouald's
wrist like a suckling babe, drinking deep of the blood
that flowed from it, swallowing in great gulps. After a
few such, Rouald gently but firmly pulled his arm away
and pressed his own hand over the wound. There was
a moment of hesitation and doubt in the knight's
posture, then Rouald lifted his hand to him. Daniel
noticed that the wound was gone without a trace.

“Rise... my childe,” he said. The voice of the priest
rose in a hymn of some sort that Daniel had never
heard before. Although a bit unsteady on his feet,
Henri turned and walked slowly from the church.
When his eyes fell upon Daniel, the poet could not
help but shrink back from the hunger that he saw
reflected there,

Henri looked away and strode toward the doors.
Lord Rouald followed behind and paused for a mo-
ment near Daniel.

‘] look forward to reading your rendering of
tonight's events,” he said lightly, as it they were
discussing a fine party.

“Thank... thank you, my lord,
fumbling for the words.

1y

Daniel replied,

“These things must be remembered,” Rouald said
to no one in particular. “Our glory must be recorded
and known.” Then he, too, walked toward the doors
of the church.

Daniel remained and pondered the annals no
living person could read, the stories and poems no
living voice would speak and no living ear would hear.
“Our glory must be known,” Lord Rouald had said, but
known by whom? Who would know the deeds of these
lords of the night?

T T T

The lord raised a glass, followed by the members
of his court.

“A toast,” he said, “to the artistry of our own
Daniel Winchester, for a tale brilliantly written and
performed!” Cries of affirmation followed along with
the clinking of glasses before the guests sipped of the
blood, still warm and potent. For his part, Daniel
bowed and accepted the accolades of the court. He
was pleased with how the performance had gone,
although he was already filled with ideas for his next
work, and would have preferred to be at his writing
desk. Still, the praises of his lord and the court were
pleasant, and no less his due.

“A fine play, Daniel,” said a voice at his side, and
the playwright rose respectfully.
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“Thank you, my lord.”
The dark-clad man who had spoken waved Daniel
to be seated again, then took the seat next to him, and
set his goblet on the table.

“Please, my friend, it is Henri, as | hope it will
always be. We have known each other too long to
stand on such formalities. How long has it been, now!”

“T'wenty years, my...

“Twenty years... it hardly seems so.”

Indeed not, Daniel thought, to you. Lord Henri
Dulaire looked the same as he had the night when
he and Daniel had first met, all those years ago. He
wore finer raiment befitting his station, but the
colden hair, the pale, flawless skin, were all exactly
the same, as untouched by time as the statues that
stood in the chamber, silently watching over the
festivities.

It had been only a year since Henri had been
named lord of the domain following the unfortunate
demise of Lord Rouald. One of the first things he had
done was make sure Daniel knew that his work as the
poet of the court would continue, and that he would
enjoy Henri's patronage for as long as he ruled, which
promised to be a long time indeed. Daniel knew
enough of the affairs of the Cainite courts of France to
know that Henri was something of a rising star, a
raluable patron to have.

Henri.”

“How fares your family?” Henri asked. He never
saw them. Daniel preferred to keep that part of his life
separate from his nocturnal activities at court. His
family knew only that Daniel Winchester was a re-
spected poet who lived on the gENeErous endowments
of his patrons and a small family inheritance. Lord
Dulaire never asked to see them at court, and Daniel
never offered to bring them, but His Lordship still
asked about them.

“They are well,” Daniel replied, biting back another
“my lord.” “My son is betrothed to be wed in the spring.”

“Truly?” Henri said. “That is fine news! You must
permit me to give you a small gift for the happy couple.”

“That is most generous...”

“Nonsense. It is nothing compared to the gifts you
have given me over the years. Have [ told you that
your works have been most inspiring to me, Daniel?”

“Have they!”

“Can you have any doubt! You have recorded my
career since the time of my Embrace, and reading your

Daniel began.

works, seeing them performed, gives me a sense of

pride but also a measure of humility, to know where |
have come from. Your insights into the ways of kings
and men are no small things, my friend.”

“Thank you,” Daniel replied. “That means a great
deal to me, Henri.”

—.|l‘".r

“Another toast then, to your fine work and to
your son’s marriage. May they both continue to
be fruitful.”

The two goblets, one filled with wine and the
other with blood, clinked lightly and the two men
drank. For a moment, it was as if they were not liege
and vassal, but true comrades, and Daniel put aside
thoughts of his next work and threw himself into
enjoying the celebration.

T T f

“Grandfather!”

Daniel knew that sharp tone of Elaine's all too
well, but he pretended not to hear her. He dipped his
quill in the inkwell again, writing in a hand that was

a little less steady ly than it once was, but still practiced
and sure. A number of filled pages sat neatly stacked
on the corner of the desk.

“Grandfather,” Elaine said :1}'_{;1'111, bustling into
the room. “You should be resting.”

“Bah,” Daniel said with a dismissive wave of his
hand. “I'll have time enough to rest soon.” He started
to turn back to his writing but then a fit of coughing
seized his frail frame and he dropped the quill, staining
the blank portion of the page with spots of ink. His
eranddaughter supported him and kept him from
falling off the stool.

“Come, back to bed with you,” she said and there
was no arguing with her. When the coughing fit had
passed, Daniel allowed her to lead him back to bed and
pull the bedclothes up over him. Then she set about
stoking up the brazier in the room to fight oft the
winter cold.

“I'm not an invalid, you know,” Daniel snapped.
He could feel a bit more warmth in the room, but it
never seemed enough to chase the chill from his
bones these days. “You don't have to take care of me
every moment,”

“I don’t mind,” Elaine said blithely, drawing the
curtains to help shut out the cold wind blowing outside.

“Well, youwon't have to be doing it much longer,”
he muttered.

“Grandfather! Don’t say such things!” Elaine said.

“It’s true,” he insisted. “I've lived a good four-
score years, seen my children grown, even held my
great-grandchild in my arms. A man can hardly ask for
more than that.”

Elaine smiled sadly and brushed a hand across his
cheek. “And you may live a good time longer yet,” she
said. “So let’s have no more of this. It’s late, you should
be sleeping.” She bent down to kiss him on the
forehead, like a mother would kiss her child good
night. “Sleep well,” she said, then she blew out the
candles and closed the door on her way out, leaving
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the room lit only by the dull glow of the brazier and the
faint shafts of moonlight that slipped through the gap
in the curtains.

Daniel lay there for a time, thinking about getting
up and getting back to his writing, but Elaine was
right, It was late and he was so tired, so very tired...

Suddenly, Daniel was aware of a presence in the
room with h1m. He was not startled, for the presence
was a familiar one and he’d long since become used to
its late-night comings and goings. The shadow of a
man stood beside his bed, framed in the faint moon-
light, looking down at him.

“Hello, old friend.”

“Henri,” Daniel replied. “I

,l

'm glad you've come.”

‘] wanted to see how you were doing.” Henri
walked around the bed and stopped by the desk,
picking up a sheet of parchment, his eyes flicking
down the page.

“Still writing, I see,” he said with a wry tone. “l
should have known that nothing would keep you from
your work.”

“[ fear that this work will not be finished,” Daniel
replied with a sigh.

“Must it be so?” Henri said. “There is still time...."
He didn’t complete the suggestion. It had been an old
discussion between them.

“No, no,” the old poet said, shaking his head
slowly. “I have all the immortality that [ want. ltis too
late for me. I've had a good life.”

‘I know,” Henri said, sinking to sit on the edge of
the bed. “Of all your work, I think what I enjoy most
ishow you write about your life, my friend. Reading it,
seeing it performed, | can almost know what it is like,
almost remember being alive. I can understand why
you are reluctant to leave it behind.”

“Ah, my young prince,” Daniel said. One gnarled
hand lifted from the bedclothes to tentatively touch
Henri's face. It was as smooth and cool as marble.
“You are still as beautiful as that first night that I
saw you. You are so like my work, a moment cap-
tured forever in time.”
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A single, crimson tear rolled down that pale and
refined face.

“No, do not grieve for me, my lord,” Daniel said.
“It is my time and [ am ready. | have long since made
peace with the past and with God.”

“I grieve not just for you, my friend,” Henri said.
“Nor even for myself. | fear that | have done a terrible
wrong in keeping your work to myself. How many
artists like you have we deprived the world of by
bringing you into our nighttime world? What you
could have accomplished had you taken what Lord
Rouald gave you...”

“Regrets, Henri?” Daniel said with a wan smile.
“Regrets are for other men, not for lords and kings.
What is done is done, and perhaps the better for it. |
am satisfied with my work and, if I did not make the
choice to walk away from what I had roward the hope
of something different, then that is my failing, and not
yours.” He took a sharp intake of breath that led to
another fit of coughing, and Henri bent forward to
cradle the old man like a mother would her child.

“Might I ask a boon of you, my lord?” the poet
said weakly.

“Anything. Name it and it is yours.”

“Two things,” he replied softly. “I do not think
that [ will finish my translation of the letters of
Acindynus for you.”

“Do not worry about such things,
will see to it.”

“Good,” Daniel nodded. “There is...” he gave a
wheezingsigh. “There is much insight in them for you,
[ think.”

“And the other?!”

“Rule well, my lord, and remember me.” The
gnarled hand slipped from Henri’s shoulder and
dropped to the bed. Henri felt the tension drain out
of Daniel Winchester's body like a gentle sigh, the
gray head rolling back onto the pillow.

“I will, my friend, always.”

And he kept vigil there until the coming of
the dawn.

" Henri said. “I
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“Those of your blood who would rule the earth
Shall cower in the dust By ©ay, fearing the light.
Thus shall your kir‘:gdum be, your prideful empire,
Its throne made of fear, its crown cast in shadows.”

— Book Il of The Erciyes Fragments

The following comes from Letters to the Lords of the Night, by the
Cainite scholar Acindynus, with commentary by other noted Cainites.

On the Origin
of theAght of Rings

The Via Regalis, the Road of Kings, stretches back throughout
Cainite history to the earliest nights of our kind. It is the first and
noblest of the many roads walked by the children of Caine since the
time of the first Embrace, when Caine took up his destiny to rule over

the Sons of Seth as well as his own offspring. In The Temptations of

Caine, he says unto the angel of the Lord:
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“I will make my own fate in lands east of Nod And
establishmy kingdom in exile. I will set my children on golden
thrones. And we will yule over Seth’s brood together. For
surely it is better to rule in the darkness. Than to humble
myself falsely in the light.”

So it was that Caine first declared the right of he and
his childer to rule over the sons of Man in this world. So
it was that the right of kingship first came into the hands
of Caine the Dark Father and those who came after him,
through Caine’s act of willful defiance.

Did Caine defy the will of God in this? Indeed so, but
Caine, like all men, was given free will by God, to
exercise as he saw fit. So, too, were Adam and Eve, and
all their sons and daughters, given free will. Caine chose
the exercise of his will rather than unthinking obedi-
ence, achoice that has marked his children and the Road
of Kings from that time onward. For whatever claims —
by mortal or Cainite — to the divine right of kings,
kingship truly flows from the power of individual will and
the conviction to exercise that will in the face of all
obstacles. In truth, the divine right of kings is the
unshakable will to achieve power, no matter what may
stand in the way. This is even more true of our kind, since
no Cainite is king by birth (or Embrace ) without the will
to take power and hold it.

Thus the right of kings is a matter of individual
choice and will, the will to power. We shall consider
this further, but it can be seen clearly in the rise of the
children of Caine to power in the world throughout
our history.

From the commentaries of Fioré:

‘.thfmf’l;.f'm!ﬁ_ S ﬁfhﬂpﬁﬁﬁh!u.ﬂ in his J'FJJﬁ*r'r?rzL:.:‘ that
the will of God has nothing to do with the right of kings,
mortal or Cainite. In fact God’s will has everything to
do with our ri’ﬂ_ﬁr to rule over the mortal cattle, a m?ﬂu'
certain mortals to rule the .;1';:1'}; while we rule the r’r'f,:'] ht.

: ; : iy

In placing His mark upon Caine, God showed His
favor to the Dark Father by saying rﬁ.rr_:irn,rm_zc‘ wﬁq

‘dared to kill Caine would :;Hjﬂ‘r (f}rm[h;_ _']"Jhrme;_;»]h
Caine’s blood, the Lord gave us the power to rule, and
Hiﬂr{fﬁz?'e the ?'_{;;H t. To ;Hﬂqf.ﬁi‘ otherwise is to court a
terrible punishment.

Still, Acindynus’ point regarding the importance of
the will to power is valid. The Lord has ordained that the
children of Caine will hold the night and rule over the
children of Seth, but one must .ﬂh’ﬁﬂ have the will and the
cunning necessary to seize that divine tr*iﬂﬁr and wield it,
and to defend it Eiguimr One’s enemies.

The Fivst City

Caine took hold of his destiny and wandered the
land until he came upon Enosh, the favored first-born
son of his brother Seth, who went into the wilderness
seeking the voice of God. He found Caine instead and

Caine took Enosh for his own, calling him Enoch.
Together they returned to the lands of men, where
Enoch granted his sire the crown that had been offered
first to him, and Caine became king of the First Ciry.
Caine says:

“And because they bowed doun to me of their own free
will, The Lovd of Heaven did not intervene.”

Such is the power of free will and the first lesson on
the Road of Kings: that freedom cannot be taken, only
relinquished by those who have it. Caine, like every
king and prince who followed him, ruled at the suffer-
ance of his subjects. Had they risen up against him and
Enoch then and there, the First City would have been
no more, and the history of our kind would have been
quite different.

Even if Caine’s power had been enough to slay
his rebellious subjects to the last man, woman, and
child, their freedom would still be given to them in
Heaven, with Caine left alone once again on Earth,
for such was the curse of the Lord. Instead, the
people of the First City feared Caine's power, and the
mark of God upon his brow, so they did not choose
to defy him. It is from such fear and respect that the
power of kings flows.

Thus the right of kings is a matter of fear and
respect. A monarch who is feared and respected earns
the fealty of his subjects. A monarch who does not
maintain his vassals’ fear and respect soon loses their
fealty as well.

In his rule of the First City, Caine became Lawgiver,
proclaiming his commands to his childer. The ancient
code of the Canaille is the basis for all Cainite law and
the foundation upon which the Road of Kings is built.
Caine said:

We are given Dominion over the line of Seth, third son
of Adam, as he is our youngest Brother, we will watch over
his Children as if they were our own, we will show them the
right way and in return, they will serve us all of their days.

They will serve us while the Sun rides the sky,
and watch over our houses, with quenching water,
against Michael's fire.

They will feed us and provide us with clothes,
They will dance for us, and provide us with song,
They will lay with us, and provide us with comfort,
They will advise us, and we will listen to their advice,
They will worship us, and we must not allow their worship.

This last point is a vital one. Above all, Caine
admonished his childer not to accept the worship of the
Children of Seth. They were destined to be kings and
rulers, yes, but not gods. To challenge the place of God
was to court His anger, as Caine well knew, and the Lord
has commanded, “Thou shalt have no other gods before
Me.” So Caine wisely forbade his childer the worship of
their mortal subjects:




Thou shalt not become as a God to the Children of Seth,
for the One Above, growing jealous in the sky, will strike
doun the line of Caine forever. ..

Know thou that the Children of Seth will rise up
with weapons from the One Above, and congquer us, should
we be as Gods to them.

Caine understood the truth of kingship: That its
power flows from the individual will to engender fear
and respect among one's vassals. In this the divine
mandate of God is useful, because those who believe
that our power flows from the Almighty are less
likely to rise in arms against us. Challenging God's
place only gives subjects cause to rise against us, if T AL
they believe that they serve a power higher and
greater than that of their liege. Caine understood
this, and so counseled his children not to aspire to §
the place of God. -'

But the progeny of Caine did not heed his wisdom.
They became as gods to the people of the First City, and
so God sent the flood to drown the city and the whole of
the world, giving Cainites their first and harshest lesson
in the duties and responsibilities of kingship.

From the commentaries of Antasia:

How blithely Acindynus ignores another of Caine’s
mandates from the Canaille, where he declaves, “Chey will
advise us, and we will listen to their advice.” In this Caine
tells his childer of the value of mankind, not only as subjects,
but also as comrades, advisors, and allies in the truest sense
of the word. Caine and the Second Generation were wise 1o
seck not only the company, but also the wisdom and
advice of mortals, something that Scions in the modern
nights seem less prone to do, so certain are they of their
superiority to the mortal herd.

If a prince or lord wishes to rule wisely, he does not
ignore the value of the mortals in his domain. Co do s0
is to turn away from humanity, and such rulers will be
overthrown in time, To follow the wisdom of the
Canaille, then one must consider all of it, and not only
the words that support the rights of kings.

[C 2 . :

The Second City
Following the Great Flood, Caine left his childer

and resumed his wandering. So the Antediluvians

founded the Second City, following the example of their
sire and ruling over the world of men in the night.

Thirst for pOwWer as well as blood orew In the hearts
of the Antediluvians, and they made war upon one
another. They raised mighty armies and sent them to
meet their deaths on the field of battle. They worked
alliances and betrayals in the silence of the night. Their
mortal agents brought death and fire in the light of the
day. They set aside all responsibility, recalling Caine’s
words that granted them dominion, but forgetting their
sire’'s command to guide the Children of Seth “as a
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shepherd guides his flock.” Instead they were led like
lambs to the slaughter.

So when Caine returned to see the Second Gen-
eration decimated, his grandchilder warring amongst
themselves, his fury knew no bounds. gave you
dominion over mortal men and you have abused it!” he
cried. He cursed his surviving children and they would
carry his curse in their blood down through the g ;,f:‘n::‘mr
tions. The Second City was no more and both the

Children of Caine and the Children of Seth were
scattered ro the four winds.

Thuswe learn that the right of kings has correspond-
ing duties. Those who abuse the dominion granted them
by Caine face not only his wrath, but the wrath of their

vassals and subjects as well. The price of power is the duty
to use it well and wisely.

The glories of the Second City were lost, but not
forgotten. Veddartha, the founder of our noble clan,
offered words to his childer, recorded in the annals:

Be the law-giver, the tool-maker, Carry the sacred to the
people, Keep thf: covenant, Bind those that rebel, Glory in
those whf} fight and win, Keep strong swords about you
always, and sharp eyes at your back.

Cower not in fear of the Sun! Shrink not from Fire!
Though cursed we may be We are the Lords of the Earth, and
all things fall under our dominion.

Holding to their founder's words, the first Ventrue
set out to make them so. In Veddartha's teachings and
Caine's laws lay the seeds of the Road of Kings, waiting
only for fertile soil in which to take root and grow.

From the commentaries of Antasia:

While | am pleasantly surprised by Acindynus’ dismissal
of the notion of “the divine right of kings,” 1 am otherwise
disappointed by bis logic and interpretation of the words of
Caine, to say nothing ﬂf is clear bias in favor of his own clan
and their ways. These poor justifications for Cainite rule are
just that, and as thinly veiled as the “divine vight” that
Acindynus rejects.

Acindynus quotes Veddartha in support of his arqu-
ments. Is the right to rule granted by mere words? What of
Brujah's commandments to his childer? He said:

Chrow off the €lder’s shackles of the mind, veach into
thyself and see the truth vevealed. The Truth, as truth is seen,
will illuminate your soul and heal your wounds.

Know who you are, first, and be true to yourself.

Wise words indeed that so many of our kind choose to
ignore, Acindynus and the Datricians would have us believe
that looking within reveals only these truths: Sivst, that there
is no higher power than the free will given by God to all
thinking creatures, Second, that through fear and power one
can break the wills of others and force them into fealty and
servitude, Third, that such an arvangement is right and natural
because it is “freely” entered into.

— i"

. ,_"_l--‘ ___..F"— = e r T

T e — ""’{“’—-.—.—H—-—* o ---.... 1

e,
e T

i

Chis is nothing but clever semantics, Does the peasant
truly bave the freedom to choose to disobey his liege-lord?
Perbaps, if be values not his life and the lives of his family,
but what choice is that, truly? To pretend that the “right” of
kings is anything other than base coercion is foolish. Itis true
that all men have free will, including the freedom to rvebel
against a tyrant, but it is also true that not all men have the
courage to do so.

If kingship is a matter of exercising one’s will in coopera-
tion with others, why then should it not be more egalitarian
and to the benefit of all? Acindynus would have us believe that
kingship carries with it duties and vesponsibilities, and here |
agree, but ] say that those duties and responsibilities go far
beyond these acknowledged by him or by any other of his clan.
(Dany on the Road of Kings refuse to acknowledge these
areater responsibilities, which the 10eals of Brujah veveal to us,
because they limit the exercise of their “will” to power.

The Ancient World

The first true stirrings of what we know now as the
Road of Kings began in the ancient Roman Empire,
where Clan Ventrue put the commandments of their
elders to the test. The Ventrue were the most influential
Cainites in the Empire and embraced the patrician ideals
of the Romans (and encouraged them among morrals as
well). These ideas embodied the wisdom of Caine and
Veddartha, teaching responsibility for one’s domain and
subjects. Patrician teachings and the duties expected of
Cainite nobility strengthened the notion of duty and
power working hand in hand to help stave off the nightly
demands of the Beast.

Along with the rise of the Road of Kings came
other roads, particularly the Via Humanitas champi-
oned by the Brujah and other Cainires of Carthage,
following the teachings of their sire and the lt:drmng
of the Greeks. The Scions of Rome noted the growrh
of Carthage and recalled Veddartha’s commandment

» “bind those that rebel.” So they raised armies to
crush and conquer Carthage, scattering the ideal of
Humanitas and leaving the Brujah with a long-stand-
ing grudge against the Ventrue (and, among those
who remember, nearly as great a one toward the Via
Regalis that we champion).

Two other roads arose within the Empire, proving
more serious threats to the Scions and their rule. The
first was the Road of Heaven, gathering followers of the
Lord Jesus Christ and the salvation he offered. The
Scions were influential in first persecuting the believers
(both mortal and Cainite) and later co-opting the faith
toserve as the state religion of the Empire and strengthen
their failing power. But influence over the newly formed
church was always split between the Scions and the
followers of the Road of Heaven as more Cainites were
converted to the faith.
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Meanwhile, the followers of the Road of Sin exer-
cised their own subtle influence over the Empire,
exulting in orgies and excess, encouraging others to
throw off the “shackles” of their duties and responsibili-
ties to indulge their own desires, much like the Cainites
of Carthage before their fall. The influence of the
Sinners spread like fire through the ranks of the Torea-
dorand Malkavian clans, and then through the Ventrue
as well. Decadence rotred the Empire from within, as
struggles for power began to tear it asunder. In the end,
the followers of the Road of Kings could do nothing but
watch as all they had worked to build and maintain
crumbled and barbarians poured over the walls to sack
the glory that was Rome.

From the commentaries of Antasia:

fow typical of the Ventrue to paint the destruction of
Carthage in this way! How easily they justify the growth of the
Road of Kings through the destruction of our greatest achieve-
ments! Since they were triumphant in the matter of Carthage,
itmust be that their way is superior, when in fact Carthage and
what it represented was perhaps a fuller flowering of the Via
Regalis than any Cainite kingdom then or since.

Carthage was a true embodiment of Humanitas. Indeed,
it was unlike any other place since the Sivst City itself, wheve
the children of Caine and the childven of Seth could exist
together in peace and harmony. What could be more perfect
according to the ideals of the Road of Kings itself? Cainite
rule balanced with responsibility to the people and duty to
the state.

Therein lies a lesson about the Road of Kings that is
easily overlooked. So many followers of the Via Regalis say
itis better to be feared and respected than loved and admired.
| say just the opposite. It may be easier to be feared and
respected, but not better. A true leader is not measured solely
by the power he wields, but also by the love and admiration
of his subjects.

| shall also point out that it is curious how the fall of
Carthage is clearly a teiumph for the Road of Kings and its
ideals, showing how superior it is to other Via, how destined
for greatness. Vet the fall of Rome is a tragedy that does not
teflect badly on the Road or the Ventrue, Clearly it was nofault
of theirs, but the work of the devilish Sinners. | would say that
perhaps, even in their long dead hearts, the Patricians vealized
they had destroyed something of extraordinary value and their
authority and will to rule fled with it. Or perhaps the deeds of
one’s own clan are always righteous and glorious and its
failures always due to treachery and the weaknesses of others.
At least, so it seems with the Ventrue.

From the commentaries of Camilla:

The fall of Wome, proof that Sinners fay waste to
civifization whcrever thiey go. leaving thie poor Scions to fret
aver thie collapse and decay of all that they have built and fhielo

sotear. 3 ask you, if the Gcions of Rome feld their Empire 50
precious, why did they alfow corruption and decadence to
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“spread (ifie fire” through their ranks? Could it be that, when
offered thie opportunity to indufge in their true desires, the
Semands and dutics of thie road pafed in comparison?

Thie noble Acindbynus casts aspersions on us to distract
from thie trutfj of thie matter. The Road of Sin bid play a rofe
in the fall of Rome, as it fas in the fall of so many false and
ptLﬁLb up empires. Wut the onfy reason the Sinners succeeded
in spreading thie truth of inbulgence and pleasure was because
thic pious followers of the Road of Heaven and the arrogant
Scions of the Woad of Rings allowed it, or at feast did nothing
to stop it. What was it that Acindbynus said about the
importance of free willin the right of Rings? Perfjaps it should
Be considered important in thieir failings as well.

O the Browth of theovao

As tragic as the fall of Rome was for the Scions, it
proved an opportunity in many ways. Like the fall of
Fnoch and of the Second City before it, Rome's fall came
through a failure to honor and maintain the ways of the
road and the teachings of Caine and Veddartha. The
greatest and most influential Scions saw a need for order
and responsibility among the children of Caine, but they
did not entirely agree on how this order would manifest.
So the road split much as the Empire did, with Scions
scattered throughout the known world, pursuing their
goals of artaining power, first over themselves, then over
their domains.

This was a time of great conflict among the Scions,
and among Cainites in general. Some chose to cultivate
the barbarian tribes that sacked Rome and placed a series
of would-be rulers upon the throne. Some abandoned
Rome for Byzantium and Constantinople, where they
developed a true eye for navigating the dangerous waters
of politics and manipulating mortal ambitions to suit
their needs. The Inconnu held what little power re-
mained in Rome, working to preserve its traditions and
avenge its fall.

Those Scions who remained or cast their fates
with the German invaders were split into two camps.
The majority sought power and influence among the
chieftains and petty nobles of the barbarians, building
up domains and followings of their own, only to have
them fall into conflict with another tribe, often influ-
enced by another Scion. The cycles of warfare,
alliances, and betrayals continued on, and more than
a few Cainites met Final Death in the conflict. Along
the way, the Scions saw the loyalty of the tribal
warriors to their chiefs as a reflection of their own
path and embraced it.

Some Scions remained within the ranks of the
Church, still a growing influence in the world. They
sought places as priests, bishops, even cardinals, but
more often influenced mortals in those roles. Although
Ventrue power within the Church waned over time,
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giving way to the Lasombra, the Road of Kings remained
strong as ecclesiastical Cainites sought power and looked
after the needs of their flocks.

From the commentaries of Fiové:

Tcm many Scions cchn Acindynus i their dis-
missal of the power L}f the “lfmjghry and of Mother
Church. True, the Church is a route fo power for many
Cainites, a source ﬂf the divine truth revealed to us 51{
our Dark Father and Mother. Some, [ike the members
ﬂfmlf clan, take our duties and ﬂ:ﬁ]e:'ﬂmrflhr]t sas cle ray
ser mm'y and treat them with the reverence they are due,
but others see the Word ﬂr{?u! as another tool’ Hm; can
use to hnth.,r their own powet. These Scions are no
better than the priests *«:[fHU i'nduccjui.,u or J::.:EPHLH
mistresses, even worse, because the truth has been re-
vealed to them through the Embrace and the touch of
Caine’s blood. |

On Feudalism and theRoad

As time passed, more Scions came to embrace the
feudal system as the ideal means of ensuring order and
allowing them to pursue their goals. Mortal lords secured
the fealty of their knights and landholders, in turn

swearing fealty to their own lord, such as the monarch of

a nation. How like the ways of the Scions this was, and
how suited to the particulars of the road. Scions began to
organize their domains along feudal lines, giving them
strength of both numbers and arms that few other Cainite
elders could match. When they realized how useful they
could be, rival elders adopted the feudal ways of the
Scions as well.

Scions helped codify the Traditions of our kind,
with particular attention to the Tradition of Domain
and the rights it grants to princes and lords. Those
domains and courts without Scion rulers often have a
Scionadvisor, to assist the prince in matters of law. More
than one ambitious Scion has risen to power by replacing
an unfit ruler, so such advisors are carefully watched.

Along with feudal ways, the Road of Kings em-
braced the notion of chivalry, which has spread
rapidly, especially among younger Cainites. The
Toreador and Ventrue are particularly enamored of
chivalry, and sponsor orders of knighthood for both
Cainites and mortals (often ghouls). Some claim
that the traditions of chivalry fit seamlessly with the
ways of the Via Regalis, but that remains to be seen.
In truth, some conflict exists between the chivalrous
younger Scions and their elders, giving the elders
good reason to keep their young bravos occupied
with skirmishes and barttles.

From the commentaries of Antasia:

Che Toreador ave fascinated with the romance of knight-
hood and chivalry, while the Ventrue see the knightly orders
both as A means of grooming capable vassals and of keeping

................

their childer occupied and under control. Neither truly sees the
potential inherent in the code of chivalry, which is a true
appreciation for duty and the obligation of the strong to aid the
weak and helpless. The Cainite knights of these orders recog-
nize their duty to God and humanity, however. It will be
interesting indeed when the ranks of the orders swell with new
Cainite knights, who may not prove as biddable as their sives
and liege-lords may hope.

O the
Burdens of Kingship

A common misperception holds that the Road of
Kings is about seizing and holding temporal power. That
is a part of the road, but only a part. The Via Regalis is
also concerned with the duties and responsibilities of a
monarch and leader, and has been since the first nights
of Caine's rule. Ambitious Scions would do well to heed
the advice of their elders and teachers and learn respon-
sibility — and patience — if they would achieve success
in their endeavors.

E[)e 2atureof the World

The Road of Kings reveals to us the nature of the
world. Some rule and some are ruled, but the sovereign
only rules by the sufferance of the subjects. God granted
man free will to choose, and men can exercise their will
to rid themselves of an unwanted or unworthy sover-
eign. They will do so if pressed hard enough (or
encouraged from the right quarters), so it is important
to recognize that the mortal herd is not made up
entirely of helpless cattle.

Thus the simple truth: Those who do not choose to
rule have chosen to be ruled. Those who choose to rule
have chosen not to be ruled by others. Though most men
never rise above their station in life, they remain low not
because of the will of God, but a lack of will on their own
part, and a greater will keeping them in their place. The
same is true of many Cainites. The Scion who under-
stands this truth has no limits of achievement, regardless
of generation or sire,

It this is so, why then does everyone not exert his will
to achieve whatever it is he wants? Why do the Scions
not fall upon each other like a pack of hungry dogs,
rending each other apart in a frenzy of greed and power-
lust? I say because the truth of the nature of the world is
tempered by the ethics of the Via Regalis, which values
stability and order as well as freedom and opportunity.
This way of absolute freedom to work one's will is what
brought about the fall of Carthage at the hands of the
Roman Empire. True freedom must come from strength,
and from order, or it is meaningless.
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From the commentaries of Antasia:

Che nature of the world, indeed! The truth that the
Scions claim is one that conveniently supports their voad as
the most “natural,” in accordance with the “true” way of the
world. It is claims such as these that brought Carthage low,
but not because the brotherhood and peace there violated any
sort of “natural law!” The wisdom of Brujab and the ideals
of the Via Humanitas show us clearly that there are more
roles in this world than master and slave. The master is in
many ways just as enslaved as the serf or peasant, trapped
in chains of duty, tradition, and the need to maintain his
position against his rivals.

Acindynus’ claim that duty, honor, and loyalty keep the
Scions from each other’s throats is one many followers of his
woad would support, I'm suve, but it is a fiction at best.
Cradition and duty d¢ serve to rein in the ambitions of some
Scions, but they only define the rules of the game of achieving
and holding power. Therein is a fatal flaw of the road that no
Scion can openly acknowledge. The Via Regalis is based
around the acquisition and holding of power, except that
Cainites Do not pass on their power like mortal kKings. We ave
not subject to the ravages of time, so a Cainite lord may rule
long enough to see mortal kingdoms rise, fall, and turn to dust.
Soit is always a matter of time before the ambitious overcome
the vestraints of tradition to overthrow their liege and take the
throne. Rather than putting an end to conflict among our kind,
the Road of Kings quarantees that it will go on without end,
as the War of Princes shows.

From the commentaries of Camilla:

How Acindbynus contradicts fiimself in these passages!
Girst fie claims there is notfhing to restrain us but our ovon will
— sometfing whic we Sinners understand all’ too well.
Efjen, before the ink dries, e asserts that the Road of Kings
is not an anarchy of power-fungry Cainites struggling for
dominance, Because they fave traditions and rules that they
fonor. WhHat fypoerisy! But then one must expect a certain
amount of fjypoctisy from all Rings, mortal or Cainite.

TheAight toRule

So whence comes the Scion’s right to rule over his
subjects, or any sovereign's right to rule, for that matter?
Does it come from the divine right granted by God!
Many would say so, that God has ordained certain men
to rule over others. If so, then has not God ordained that
we should rule over mortals? I know many who would
dispute this, saying that God has damned us, showing we
are less than the Children of Seth. How can it be that we
are meant to rule over them!

To them, 1 answer: If we are Damned, and un-
touched by time, no longer mortal, then should we not
rule on Earth as Lucifer does in Hell? Consider Caine’s
words: “For surely it is better to rule in the darkness,
than to humble myself falsely in the light.” If you would
have an end ro your suffering and damnation, then go
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and face the sun and be done with it! If you mean to
survive in the world, you have only the choice of ruling
or being ruled. We cannot know the mind of God (for
all that some may claim to), so if your efforts are
successful, who is to say that God has not ordained
them so?! After all, He has given us the power to rule the
night. Should we not use it?

Others see Caine’s example as the reason why we
should rule, and why Caine granted his childer domin-
ion over mortals. When Enoch went into the wilderness
to see the Word of God, Caine went to him and claimed
Enoch, and his crown, for himself. Where was God when
(Caine drained the last of the blood from Enoch’s veins,
or when he held the sacrament of his own vitae to
Enoch’s lips? Why did God not prevent Caine from
claiming the First City as his own! It must be that the
Lord approved of Caine's actions, since He did not
prevent them.

From the commentaries of Fioré:

How easil y we ignore that Ifn _Em'.:i’d-mv nuf- the
First City and the whole world in the Flood ]L.:Jr the
Emmhmmj 4:11 Caine’s childer 1»_aFrnri they made them-
selves as .,Tﬂﬂ’h to the people o of the First City. W fen

nui'h.,tmrh,r provoked, the Lord does answer, and His

anger is a terrible thing to £ behold. Those princes and
[or ‘dsw ho ignore the advice of t the ashen l:'r[:. sts would do
well to remember this.

From the commentaries ﬂf Parsifal:

eindyuns has a dboubter’s approach to the divine right
Bod has granted us. It can be forgiven, T suppose, in
light o1 bis backgronud, Br shows logically that our right
tg rule is sccure whether grauted by the Lord or not. Bat
have ug doubt that the Lord Gur Eod, through His miark
upou Caine the Dark Father, has ordained that the childer
of Caine shall rule gver the Children of Seth i the wight
for all time nutil the final rechoning of the ages. Tt shall
be a noble rule, aud those whs do uot rule as God has
prdained will sufrer BHis wrath.

Wastery of the Beast

One thing stands in the way of any Cainite’s ability
to rule, and that is the influence of the Beast. Before a
Scion can be fit to rule over others he must first learn to
rule over the Beast, and it is the most difficult and

treacherous subject a ruler will ever have. The Road of

Kings teaches us of the need to control the Beast, or it
will tear down all that we have built to satisfy its
inhuman appetite for destruction.

Only the strongest wills can hold the Beast at bay,
so the Road of Kings encourages us to be willful, but
gives us tradition and duty to help guide us. The first
step on the Road of Kings begins with gaining mastery
over the Beast. There comes a time after each Em-
brace, often shortly after the transition into unlife is
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complete, when each Cainite feels the stirring of the
red rage, driven by hunger and instinct. Some grasp at
their faith in God or in their own failing humanity.
Others feel the frenzy rise, or look down to see their
first victim at their feet, and take destiny into their
own hands. They understand that only their will
stands between them and the Beast’sdominion. These
Cainites are suited for the Road of Kings, because they
no longer accept the role of slave. Those that can
master the Beast can master others.

Of course, those who cannot master the Beast can-
not progress far on the Road of Kings, so mastery of the
Beast, self-control, is the first lesson that any initiate of
the road must learn. The student’s will must be tempered
like a sword to withstand the heat of the Beast’s rage and
to cut through it like a razor. With confidence and will
as your shield and sword, you can hold the Beast at bay
throughout all the nights of your existence.

From the commentaries of Antasia:

Underestimate the cunning of the Beast at your own
peril, 1 say, with the Via Regalis as proof of its dangers. The
Beast is not merely some animal that can be whipped back to
its Oen by a forceful master. Jtis all that is dark and cunning
and wicked in our souls, the unending hunger that knows no
conscience. Itis at its most dangerous when it offers us what
we most desive, deep in our hearts, even if we do not
acknowledge it.

How easy it can be to indulge, believing that vou are
master of the Beast, and that your actions are a matter of your
own will, but are they? The Scions that justify inhumanity and
monstrosity in the name of their road serve the Beast just as
surely as the ravager running wild and feeding on passers-by,
perhaps even more so since their Actions are not unthinking
instinct but rational and deliberate. When you feel the voice
whispering in your heart and mind, saying, “Why not do this?
Is it not your God-given vight?” ask yourself, is this the voice
of veason, or the voice of the Beast?

On the Crercise of Potwer

The central gift and responsibility of the Road of
Kings is the wielding of power. Scions are made to
rule, and must use the power they are entrusted with
responsibly or else they prove themselves unfit to
wield it. Power and the will to power must be tem-
pered with restraint and duty to tradition and the
needs of one’s subjects, according to the ancient
precepts of Caine and the Traditions of our kind.
Although a prince or monarch commands great power,
ultimately he is also a servant of that power and of the
subjects that he rules.

Scions can use the power at their command for
many things: upholding tradition, enforcing the law,
seeing that justice is done, protecting their domains, and

guiding the mortal flock in ways that benefit the Chil-
dren of Caine. They can also abuse their power and
position, a grave offense against true kingship.

Upholding the O Ways

An important duty of the Scion is to uphold
Cainite law and tradition, the foundation of our
society and our survival. Without the guidance of law,
we fall victim to the conflicts that brought down the
Second City in fire and blood. Without law, we
become as crazed demons, under the rule of the Beast,
and fall upon each other like hungry wolves. Without
law, we become prey for the mortals that we once
hunted, and they come with fire and with sword to
destroy us. The preservation of our laws and traditions
is the preservation of the Cainite race.

The Road of Kings recognizes the wisdom of the
ancients and the laws set down from the time of the First
City by Caine and his childer. These traditions guide us
to act in ways that preserve our kind and help us to rule
rightly and wisely.

The Covenant of Caine

“Thy blood makes thee my brood, crafted in my
image. My curse thine, my salvation thine. I stand before
and above thee as god-regent. | am the way, my Tradi-
tions covenant. Renounce me and renounce all hope.”
Thus spoke Caine.

Caine’s covenant with his childer is at the heart
of our traditions. We are blood of his blood, bearing
his power, his curse, and through his way shall we
find salvation, through his way shall we find power
and rule over the night forever. Caine set down the
Traditions to help guide us along this path, and a true
Scion knows to honor and uphold them. Failing to
do so is the way to destruction or succumbing to the
rule of the Beast. “Renounce me and renounce all
hope,” says Caine. Renounce the Traditions, and
renounce all hope of power, glory, and even survival,
for you will be destroyed.

From the commentaries of Antasia:

Again we have the great contradiction of the Road of
Kings: Chere is no greater power than your own will, but bow
to these rules and Traditions, or you shall be destroyed. Be
ambitious, but not too ambitious. Be willful, but not too
willful. Little wonder that the Scions plot and scheme against
each other in the night, pulling strings like puppeteers and
using flowery speeches and clever turns of phrase to conceal
and justify their lust for power. The simple truth of the matter
is, those who hold the power also choose the rules that
everyone else must obey. Caine laid down his Traditions
because he held the greatest power, and his childer obeyed.
When they 0id not, they were punished. It is no different for
the princes of Curope. A powerful monarch can choose to




ignore some of the Traditions and get away with it, although
always at risk of rebellion.

TheARaht of Domain

“As I am master of Nod, thy domain is thy own
concern. Thou art its master, and all will respect this or
suffer thy wrath. All will present themselves when enter-
ing, am! thou shalt ;mm ct them in turn. By right thou are
allowed to hunt within the bounds of thy domain, its blood
thine own. Accept its responsibilities, minister thy do-
main, and pay others the same respect thou expect.” Thus
spoke Caine.

So does Caine set forth the central tenet and tradi-
tion of the Road of Kings, the right and duty of all Scions
to take and protect their domains and respect the do-
mains of others.

That each Cainite should hold a domain, large or
small, is both right and proper because it is our nature to
do s0. The Right of Domain ensures sustenance, just as
mortals hold to the right to work the land for the food
they require. As a mortal lord may hold serfs and tenants,
and take a tithe from their harvest as his right, so too may
aCainite lord take a tithe of blood from his vassals as part
of the right of domain. Those with no domains to call
their own are like beggars in the streets, or thieves in the
night, raking what does not rightly belong to them. It is
just for the lord of a domain to seek to punish them for
any crimes against him and his own.

From the t:ummeﬂmriew of Fioré:

1t is true that the mjm uj domain is one ‘-z;’[j{‘-'r th for
ul[hnmm but it is not solely the  province LTJ]'!'F]EJ Road
nr Kings, w hatever the Scions T’*IUHT have us believe, and
there uh some domains be yond the reach Lf prince or
monarch that should remain so. What of the right of
Lgrﬁummdmmad..:rﬂmmmzfmurhem rhnlumnihy

outsiders? So it has been with those mrfﬂm the Church,
who claim a prj}riculﬂr monastery or enclave as their
own,only to have a princeclaimr zqhh:ﬁuthgmw them
and “theirs, when no mortal prince can claim rule over
the lands and gooc ds of the Church. So it has been with
Ferals who claim domain over a anq furﬂ:r or isolated
mountain, t‘ﬂ!ru to have their claim challenged by the
prince L‘J|' a near hl.r town or city. Ht demands obedience
m'f rmlfq or else the woods will be Ll'mpmd “down, or
burned, and the Cainites there hunted. 'Thﬂl!éjh, respect-
fulof their own domains, Scions and worldl yﬁmrcis are
not L!Iwm;a S0 respe -.T]LHf -."]L the domains Jj others.

TheARght of Vrogeny
“Thou shalt only sire another with the permission, and
blessing, of thy elder. To create is the providence of those
closest to me, for they shall be accountable. Break this and
hoth thow and thy progeny shall be slain.” Thus spoke Caine.
It is the right of the prince of a domain to choose
who shall and who shall not have the right to sire

el

childer. This is a great responsibility, since the gift of
the Embrace is not one given lightly and new childer
must be chosen wisely. In this the prince should act as
guiding parent and wise counselor to his subjects,
ensuring that those put forth for the Embrace are
worthy and will strengthen the blood of Caine rather
than weakening or polluting it. A domain that sires
well can grow strong and prosperous, while a domain
that does not grows weak and fractious, and ultimately
falls into rebellion.

The Right of Progeny also helps ensure that the
lineage of any particular Cainite within the domain can
be assured. For it is the right of all Cainites to know from
whence they sprang, and to be able to recite their lineage
unto Caine and the Second Generation, so that they
may know their place among us. That any Caitiff should
arise among the ranks of a domain is a stain upon the
honor of the prince, and should be removed to assure the
purity of the bloodline, as should any who sire without
the rightful permission of their elder.

From the commentaries of Parsifal:

Tt 15 imdeed vital that the privee and mowareh hold the
right of the Beeoming, saying who shall and who shall uot
sire progeny within their dowmaius, beeansr neonates are wot
pften gifted with the wisdom o kupw who 1s right for the
Fwmbrare and who is net, aud are often driven by their passious
aud prejudices in their choices. It is the duty of the prince
to looh bepoud such things, with the good of the dowain and
the bloobline at heart, aud choose wisely.

TheARight of Accounting

“Those thou createst, are thy own blood until released
from thy charge. Until that moment, their sins, their blood
and their punishments are thine.” Thus spoke Caine.

Good reason for the Right of Progeny, the Right of

Accounting places responsibility and duty squarely upon
the shoulders of the fledgling’s sire, as it should be.
Scions take this right and duty most seriously, since it is
at the heart of our road. The sire is responsible for the
deeds of the childe until that childe is judged a fit
neonate and member of Cainite society. For us the duty
and responsibility does not end there, however. In truth,
the sire is always responsible for the childe to a degree,
even long after the Traditions say otherwise. The actions

of the childe reflect upon the teaching and upbringing of

the sire, so a wise sire keeps watch over his childer like a
dutiful father should.

In a likewise manner, a lord’s vassals should be as
childer to him, and he should be responsible for their
actions, guiding and overseeing them in a rightful way.
The responsibility of sire for childe, elder for younger,
lord for vassal, is at the heart of the Road of Kings. This
is why the Right of Progeny is rightly limited only to
those who rule, since they must have sound judgment
and take responsibility for all under their dominion. Ifa
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childe behaves poorly, then the sire’s overlord is nearly
as responsible as the sire, and must take steps to correct
any improper behavior.

From the commentaries of Camilla:

Of course, the ford is not fikely to be destroyed for the
infraction of a fledgling, while the sive may be. Lot fave 3 seen
afl Scions (and certainly not all princes) take Acindbynus’
advice to feart. Cainite lords treat their childer (as well as their
subjects) as (ittle more than chattels, tools to be used and then
oiscarded at their whim, and why should they not? After all]
few can dispute with them, and fewer still are able to stay their
flands. Ehe ideals of the Road of Kings are noble ones. The
reafity often falls quite sfort,

The Needfor Silence

“Never shalt thou reveal thy true nature to those not of
the blood. Doing so shall renounce thy claims to my Couv-
" Thus spoke Caine.

Once Caine and his childer ruled openly over the
Children of Seth in the First City, but God unleashed
the Flood upon them and the First City was swept away.
The Antediluvians ruled over the Second City and
waged war upon each other, until their number was
decimated and Caine pronounced his curse upon them.
He gave his commandment that forevermore we would
rule from the shadows, not openly as before, lest we
draw the suspicion and ire of the mortal herd, and they
come to destroy us.

enant.

Some Scions bridle at the restrictions of the Tradi-
tion of Silence, that requires them to conceal their deeds
and their achievements from the mortal world. Cer-
rainly there are those who would rule over the kine
openly, as in the ancientdays. To them I say: Look to the
lessons of Enoch and the Great Flood. Look to those
Cainite lords who became careless or underestimared
the mortals. They are dust, and less than dust, scattered
forever on the winds, brought low by those they thought
they had no reason to fear.

Though we may rule the night, it is while the
mortal world lies sleeping, unaware of the truth of what
happens in their halls and in their cities when the sun
sinks below the horizon. The wise Scion learns subtlery
and stealth, the better to hide his doings from the
mortal world. These lessons also serve well in court.
The Scion who understands ruling from the shadows
will be successful, just as the wise man knows when to
remain silent and to listen.

From the commentaries of Anatole:

§or awise man, then, Acindynus speaks a great deal. But
then, it's hardly the first time that he contradicts himself. Still,
there is a difference between obeying the Tradition of Silence
and hiding one’s light under a bushel, so to speak. (Most
Scions are able to appreciate the fivst, but not the second. They
have a need to hear of their deeds and their names throughout

-

the land, and seck the attention and approval of their elders
and betters. Scion knights go off a-questing for glovy and
nobles wage war upon each other, cither with armies in the
fields or with words and innuendo at court, Those whe teuly
understand the value of silence and subtlety on the Road of
Kings are few and far between in my experience, although |
agree with Acindynus that they will go far indeed in this world.
Chey will be avound long after the legends and names of those
who bluster and brag ave forgotten. They will be the worthies
to greet the Dark Sather upon his veturn, and they ave the ones
he will judge.

From the commentanries of Parsifal:

Here T thinh  that  Ycindynus gives too much
mportance to shulbhing in the shadows, Crue, we must
conceal gur true wature and beritage from those who bdo
not aud canupt nuderstand it, but that is ne reason for
us to bive lihe Lepers, afraid of our own reflections, to
rast our cyes vowi when they shonld bre ratsed beaveuward,
Should we not tahc pride in our achicocrments? Shounld we
not nudertae the gquests that others shy away from? 37
we are to be leaders for our people, thew we wmust lead
through cxample aud through action  uwot only through
words, but also throngh deeds!

Theaht of Destruction

“Forbidden art thow to spill the blood of another of thy
kind who is elder. This right belongs only to those closest to
me and none other. It is forbidden for those of weaker blood
to rise against their elders, in this my final covenant.” Thus
spoke Caine.

The final Commandment of Caine places the Right
of Destruction, of Final Death, in the hands of those
who rule, since they are given the power to mete out
high and low justice over their subjects. Although
Caine does not forbid spilling the blood of your juniors
or childer, Cainites should not fight among themselves
needlessly. Itis the duty of the Scions to maintain order
and to protect the existence of all Cainites, even when
it may call for the destruction of those who violate the
law or threaten the stability of our society. Administer-
ing this justice is the duty of the nobility, which we
shall consider further.

The Sixth Tradition also calls for respect for the
elders of our kind, those who are closest to Caine in
generation, and oldest in years. On the Road of
Kings, the Sixth Tradition includes respect and obe-
dience for one's betters in rank and position. A
younger Cainite should defer to an elder in all mat-
ters, just as a knight should defer to a baron and a
baron to a prince. Such respect is the thread that
binds the fabric of our society together, and all
childer must be taught the importance of respecting
their elders, lest they be judged unfit and destroyed,
and rightly so, to protect our ways.
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From the commentaries of Antasia:

Of all the Traditions, the one that is violated the most
often — by the Scions most of all — is the Right of Destruc-
tion. Acindynus would have us believe that the blood of elders
is not shed by followers of the Road of Kings when in truth
there is no other means for a Scion to achieve a bigher station
in unlife except by destroying a superior. In some vare cases
they are clever enough to arrange for their rival to be elimi-
nated in a way that does not bloody theiv own hands. Disgrace
anenemy before a monarch, ov expose him to a vengeful mob,
and opportunities may open. But many ambitious Scions have
Mtained their positions by the destruction of their elders, All
the sophistry and justification Acindynus offers us does not
change this simple fact.

Lertalionis
Justice High and Low

A code of law and justice is all that separates us
from the power of the Beast. It is the duty of all Scions
touphold the law, and of all the nobility of the night to
enforce it. Qur laws are simple ones, compared to the
vast collections of scrolls and tomes that describe the
laws of mortal kingdoms. Qur laws come from the
commandments of Caine and from the precept of
Lextalionis. The enforcement of the law is in the hands
of the nobility, and they have the right to punish
offenders as they see fit to ensure that justice is done
and order maintained.

Such justice must be swift and sure, a clean stroke to
cut out any lawlessness that festers within the domain
before it can poison other Cainites. In this, nobles often
empower their vassals and agents, particularly a sheriff,
with the authority to mete out justice and deal with most
of the small crimes that may occur within the boundaries
of the domain. Only matters of high justice need concern
the prince, although the prince can and should take an
interest in how justice is dealt out within the domain,
and ensure that it is fair.

From the commentaries ﬂf Fioré:

Other roads claim a role in ndﬂvmstmngjmnct to
their own, although not always enough to overcome the
rlql t of princes. Lextalionis is mﬁutbnr ustice JLL:rr
Ferals o ’irrlrruru but not :xhxm;a or }-ﬂmm:rirmw*rﬂn
Road JIL H unm Powerful ashen’ priests may be able to
claim benefit Jlf Efrq*l.; and the 1’EH ht to be tr anf before a

court of their peers. Influential teachers of the Road of

Hunumh},l Hiﬂj [aim the same, and wln,h requests are
Limrmﬂ almost solely on the basis of how much the
prince fears the retribution uf their followers and fellow
‘adherents. A rmth marmhn’ member f[ﬁfrhc:i ait ]Lufljv
q .!J:Lw; member of tf Humcmr!m wil ,f“lmﬂzrrt mercy
L"Tjﬂl eqarance w rHtuHm r?ﬂmrhif patron or dH unless

rh{, prince is a h: [lower | J‘ the same road.

Protection of the Domain

A prince has the right and the responsibility to
protect his domain from all that may threaten it, and the
prince’s vassals have the duty to aid in protecting the
domain, with their blood, if necessary, although the wise
prince knows not to waste the blood of his followers
needlessly. Many things may threaten the safety and
integrity of a domain, not the least of which are other,
less honorable, Cainites.

A threat may come from outside the domain, in the
form of an aggressive or upstart Cainite seeking to claim
territory for his own. Although once it was rare for
princes tofield armies of their own to battle fordominion
and territory, it has become more common in recent
years, with troops of mortal soldiers, ghouls, and even
Children of Caine fighting to conquer or protect a
prince’s domain.

Still, outside threats are often subtle, and make take
the form of spies or agents of an opposing prince acting
as bandits or brigands, causing trouble and weakening
the power of the prince if he does not act swiftly to deal
with them. The prince’s vassals and subjects may be
targeted, weakening his support and perhaps even turn-
ing them against him if he fails to protect them. Certainly
a prince unable to protect his subjects is not worthy of
their loyalty or support, particularly if he hides behind
them out of cowardice.

A threat to the domain may also come from
within, when the prince’s subjects break the Tradi-
tions, defying the law. This is particularly true of
upstarts who commit murder and diablerie against
their own kind or those who sire without permission,
perhaps seeking to create their own childer to raise a
force to overthrow their prince. In such matters jus-
tice must be swift and certain. The prince may rely
upon his sheriff, but should not overlook any possible
threat, or else his domain may be lost.

From the commentaries of Antasia:

Of course, most of the “less honorable” Cainites who
move against Scions in positions of power are in truth their
fellow Scions, seeking to usurp that power. Not all followers
of the Road of Kings are bound by codes of honor that forbid
them to move against aneighbor, particularly when things like
tervitory and valuable feeding grounds are at stake. Some
easily justify such conquests as part and parcel of their voad
and their greater destiny, and anyone who fails to recognize
this destiny pays the price.

Shepherding the Flock

The final, and perhaps most important, duty of the
prince and Scion is the quiet guidance of the mortal
flock. In the First City, Caine and his progeny ruled over
the Children of Seth, and the mortals served them, but




Caine also admonished his childer to care for and protect
the children of his brother. In the same way it is our duty
to oversee and protect the mortals dwelling in our own
domains, and for vassals to shepherd the flocks of their
liege-lords, for the good of all.

When the mortal herd is healthy, strong, and
content, a domain can rest easy in the knowledge
that vitae will never be in short supply and the
hunting will be plentiful. When the herd becomes
sickly, starving, or unruly, the hunting is poor for
all Cainites in the domain. This also raises the
possibility of rebellion and uprising among the
mortals, perhaps even war against a neighbor, which
can lead to the destruction of the domain if it is not
handled carefully.

Plague and disease are perhaps the greatest threats
to mortal welfare and the health of the herd. A plague
can sweep through a mortal village, town, or even a
city, and render it almost lifeless. The blood of the dead
and the dying cannot satisfy us, and those who remain
may be too sickly to offer much strong vitae. Steps must
be taken to keep the herd free of contagion and to root
out any signs of plague among their number. We must
admonish our vassals to feed not on the diseased and
plague-ridden, lest they spread the contagion further
among the herd. Instead, use the guise of fevers and
disease to conceal feeding on occasion, enough to keep
the mortals alert for danger, but not so much as to create
waves of panic about an epidemic.

Of the Sunlit Lorlo

Some Cainites would deny any association with
the sunlit world, content to lord over the night. Al-
though the night is ours, we must extend our reach into
the day if we are to be successful and to understand the
mortal realm that is also ours to command, by right of
blood and power.

Whirror Ringooms

Perhaps more than any other Via, the Road of Kings
interacts with the mortal world. While kings and mortal
lords rule the day, Cainite Scions and princes rule the
night, often from the same halls and throne-rooms as
those mortal monarchs. We are their dark reflections,
much as they are our mortal mirrors, although few
monarchs are truly aware of what goes on in their own
palaces in the dead of night.

From the very beginning Scions have attached
themselves to particular mortal realms, and to particular
mortals and their holdings. In the Roman Empire,
Cainites walked the darkened streets and alleys, the
silent halls of the Senate and the villas of the wealthy
and powerful patricians. We have held court in
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Byzantium, Alexandria, London, Paris, and every other
place from which mortals have ruled. Over time, we
became associated with these mortal dwelling places,
close to centers of power, close to those over whom we
rule in the night.

Itisnosimple matter for a Scion to create and rule
over a manor, much less a castle or great palace,
without drawing the suspicion (and eventually, the
wrath) of mortals. Only in the most isolated places
can a Cainite lord maintain a haven. The Tzimisce
rulers of their own small princedoms do so, with
generations of mortal subjects dimly aware of what
dwells in the craggy castle or villa set high above their
humble valleys. The greatest of Cainite elders also
keep their own havens, such as the Castle of Shadows
where Lasombra dwells on the isle of Sicily. Even
mortals know not to approach this dark place, for fear
of their lives and souls.

Isolation, however, does not suit most of the
children of Caine, particularly those on the Road of
Kings. We dwell close to the centers of mortal power
in the great cities of Europe. In these places, it is
possible to maintain a small house or manor without
raising too many questions, but mortals (nobles in
particular) are certain to notice the appearance of the
odd palace or castle where the owner remains un-
known. In fact, it would serve as an invitation for
mortal monarchs to claim such a place as their own.
So we permit them to do so and conceal the place’s
true nature.

Thus the great Cainite courts and palaces of Eu-
rope are often hidden within the great mortal courts
and palaces throughout Christendom, and beyond. By
day, the place’s mortal inhabitants go about their busi-
ness unaware of what sleeps hidden in catacombs,
tombs, and secret chambers all around them. They
remain ignorant of the ghouls and vassals moving
among them, looking after our affairs and carrying out
our orders until the sun sinks below the horizon and
night settles over the land. Then, as the mortal inhab-
itants sink down to slumber, coffins, tombs, and crypts
swing open and we emerge to greet another night. We
hold our courts, conduct our affairs, and rule over the
night. We also hunt, satisfying our endless hunger from
the morrtal cattle, either from our servants or those who
sleep believing strong walls and barred doors will pro-
tect them. Then we retire to our havens before the
coming dawn, when the mortal inhabitants of the p
rise and it begins all over again.

lace

So it is that most Cainite domains mirror the king-
doms and realms of the sunlit world and have done since
the fall of the Second City. Our fates are tied with those
of mortals, giving us good reason to shepherd and guide
them toward our own ends.
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On Watters of Faith

The Road of Kings is not without faith in God and
His power. After all, did not God make us what we are in
placing His curse upon Caine? And in so doing, the Lord
gave us the power to take and rule the n!ght 45 OUr Owrl.
| do not truck with the divine right of kings. God has
siven us the power, but it is for us to decide how we shall
use it. Not every Cainite, nor even every Scion, is
Embraced to become a monarch. Still, we recognize the
power of the Lord and honor the truth of His words and
wisdom through our Dark Father, Caine.

-,

Of course, some Scions are quite pious, while others
care little for talk of Heaven and its doings. What can we,
the Damned, know of Heaven! Instead it is our lot to rule
here in the world of the living and never see the gates of
Paradise. We must make our own Heaven on Earth,
the domains we create and rule, our own eternity, crafted
and maintained by our hands, to last out the ages until
the time of the Reckoning is come.

From the commentaries of Rodrigo:

Acindynus says licele of it. but some Scions do not

follow the Christian God. keeping their own faith
instead. The T zimisce may ,I‘:}{Em!.' the Eastern Church,
when J_'fn*ljr COMICEFH EJ-'nm‘ elves with {;1‘1;} at all. The
Cainites of “the

devout in their own f;;f[h. and 1 have encountered
Scions who hold true to the old ways of this land, from
the times before the Church. “No doubt there are other
faiths that followers of the ‘Road of “Kings honor or
]'-‘F'{’-}':r':‘:; to honor. Tt matters lictle, since it seems that

Muslin Lands and Tberia are quite

faith is only one more weapon in the arsenal the Scions
use to extend their power and influence,

Ashen Prriests

Some Scions are drawn to a different path to power,
a different way of achievement. They serve no earthly
liege, but choose instead to serve and to worship God as
His priests. In so doing, they also serve the Road of Kings,
guiding us by their example and their words, urging us on
to glory and excellence. They support the rightful lords
of the night and, when necessary, root out those unwor-
thy to walk our road, or to rule.

OnBecoming an Ashen Phriest

These ashen priests may have served God before
the Embrace, and continue to do so after taking the
blood of Caine, but many feel called to service after
they have risen to unlife, and have learned from their
sire all that they need to know to choose their own way.
Sometimes ashen priests of the road will choose par-
ticularly worthy novitiates or novices, taking them by
the hand and guiding them toward an understanding of
our ways so they can be worthy of the Embrace. But
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most of the priesthood is made up of Cainites who have
chosen it, hearing the call to service in the name of God
and the Via Regalis.

The teaching of an ashen priest is much like that of
the mortal clergy. They learn the scriptures, both from
the Bible and the Book of Nod, from the writings of
Cainite priests and scholars of years past. They learn the
sacraments, in particular the rites of the Road of Kings,
so they can minister to the faithful. It takes years to learn
all that is needed, but we have nothing save time, and the
time is sufficient to weed out those whose vocation is not
strong or who are better suited to other duties.

Finally the novice is ordained into the priesthood of
the road, to serve God and to minister to His faithful
servants in unlife, to teach and to preserve the ways and
traditions of our road, and to uphold the Traditions
passed down to us by Caine, our Dark Father.

Thedwleof the Justicar

While barons and princes can mete out justice to
their subjects, and lords and monarchs can do the same
with their subjects and vassals, it can be difficult for a
subject misused by a liege-lord (or one of the liege’s
agents) to seek redress. Likewise, whois to judge a prince,
if there is no overlord to whom the prince owes fealty! In
these matters, the Road of Kings looks to the Justicars to
ensure that the guilty do not go unpunished.

The Justicars answer to no one prince, but to the
hierarchy of ashen priests of the Via Regalis. Indeed, they
are much like the mortal Inquisition, charged with main-
taining the purity of the Road of Kings and upholding its
honor and integrity. The priesthood sees to it that every
domain of any great size has a Justicar assigned to admin-
ister to its needs, although more often Justicars oversee
many domains, traveling through them to hear matters
requiring their attention. Only the Justicars of great cities
and vast domains have enough to occupy them there.
Since the Justicar is in no way bound or beholden to the
prince, he is impartial and able to dispense justice fairly.

Justicars intervene in only two sorts of matters. The
first is when a Cainite brings complaint against one of
higher rank, often a liege-lord, and has evidence of viola-
tions of the Traditions or improper treatment. In this case,
the Justicar is empowered to investigate and bring the
matter before the accused Cainite’s overlord. The other is
when a high-ranking Cainite is accused of a crime and there
is no overlord to whom the matter can be brought. In this
case, a Justicar is empowered to act as judge, but must call
a conclave of the accused Cainite's peers to hear the case
and ensure that justice is done. Against the decisions of the
Justicars, there is no appeal.

The existence of the Justicars ensures that the laws
and traditions extend ro all, and affirms the rights and
responsibilities of the nobility.

4 'WH"“

e

e D
,,-l-i"'"-'-"'ﬁ-

'\x""‘\

"'ﬂ"\-' % k . T - -

T v R L V5 R Y ALY

; LHAPTF[{{}NF e g — W '

Iw.u—u.-...-n-r—-.-- —..—-—.-...-t "‘“—.ﬂ-" !




a\"ﬁfﬁ |
AT,
« Bl -
i "Z 5 From the commentaries of Antasia:
4 Che existence of the Justicars is merely another ex-
f Y \"1 ample of how the Road of Kings seeks to dominate everything
(B! within Cainite society. The Justicars ave little more than
A 5 : priest-inquisitors of the Via Regalis. They have no true
k 3 authority over Cainites of any other road, any more than
| the ashen priests of the Road of Heaven have over the
ﬁ‘\ Cainites of the Road of the Beast. But with so many Scions
% ,5 in positions of power throughout the land, the office of
\&i / Justicar carries a strange legitimacy. Che Tzimisce masters
, of the eastern lands do not recognize their authority, and
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the Lasombra of Iberia only barely do so. The Ventrue of

cngland grudgingly accept the value of the justicars,

'Z butitis clear that their power is limited there. Only in

7 Srance and the Holy Roman €mpire does the

order function as Acindynus describes it,

and then only under ideal circumstances.

Che Courts of Love recognize the Justicars’

authority, but individual Queens may in-

sist that a younger Cainite, or even an entire

oterie, accompany a justicar they consider

angerous or untrustworthy. Likewise, any

justicar who secks to gainsay the Black Cross

finds no quarter in the fiefs under Hardestadt,
jiirgen, or myself.

Che appointment of the Justicars is as driven

by politics as everything on the Road of Kings,

and their judgments are weighed against the

power and influence of the accused as much as

any evidence of quilt or innocence. Those

upstarts whe threaten the rule of the elders

may find themselves accused of wrongdoing

and dealt with by the Justicars. They serve as

another weapon that the Scions use to main-
tain their power.
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The Via Regalis and the
have alway
since rln_ Church’s founding during
& the Roman Empire and during the
\ spread of Christendom across the
civilized world. While the followers
of the Via Caeli see the Church as a
source of salvation, Scions understand
the Church as a source of power, and
always hav y, there is power
to be had in [}.l_n:' position of bishop or
even cardinal. Srtill, Scions withis
the Church are more likely to be
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except when they come forth from crypts
deep beneath the cathedrals and churches over which
they rule.

seen at all,

Ashen priests of the Road of Kings strongly influ-
ence the Church, offering many Scions another route to
fulfill their ambitions. Such Scions are often influential
in both the mortal Church and among adherents of our
ad for their faith and understanding of doctrine.

From the commentaries of Fioré:

Here becomes clear a central tenet ["JI" the 'Rma’mj
Kings that is never spoken, but which damns them all.
The Scions claim to hold h,ur 11in fquf but Thby choose
to Jtm; themselves any hope ﬂf salvation. To many of
them, L;ad has qmﬂ them the power ( frﬁu Hmﬂ of
Caine, then washed His | mrnh of the matter mufhﬁ
the Chm{mmj{ aine and the Children of Seth to their
own devices,

Yet it is so clear that the power a]( the Lord is with
s, even st HE- and that He watches over all his children
wuhuﬂrrq those am:fndccfh om the bf*mi ﬂiju‘, W ﬁat
:h;l{rlm with Caine has not yet e nded. The Lord is testing
us, testing our fmrh and our understa radutg ff His will

Only ﬁl; :{wnq His work can we under stand and prove
ourselves marfn In time, those Scions who reject the
uurﬁzu’r{md tocreate npme shadow *Jf Paradise on FEarth
mlfdwrm 2y rFteu have only created a Hrl'lr]Lﬂf’ their own
imprisonment. In time, the sinners and the Jﬁ:urhﬁu[u ill
hoth be Jludt]t:f

Of theSnquisition

The gravest threat to our influence in the mortal
world also comes from within the Church, from the Holy
Office of the Inquisition, charged with seeking out
heresy and protecting Christendom against it. Unfortu-
nately some of the priests and scholars of the Church are
aware of our existence and have not been brought into
thefold. They see us as Hell-spawned creatures, and hunt
us with fire and steel, believing that their faith will
protect them.

Caine warned against underestimating the mortal
herd and against usurping the place of God. Cainite
influence within the Church is more important now
than ever if we are to stem the tide of this new threat
before it becomes a true danger to us.

Commentaries
o theXad of Rings

The following commentaries (in addition to those
found elsewhere in this work) come from scholars of the
other, lesser roads. They are included here simply to
remind any wavering Scion what awaits him outside the
Via Regalis.

ﬂ“{HAmERONE

‘Heavenly Host, on down to mortal man. We, too, are

TheLvad of the Beast

by Rodrigo

The Road of ‘Kings has taken a simple idea and
Heeo f.'l*mwfl.r E:mf{.l'.ra* it in a web a:!f wWords. traditions.
:-':.;:rrfmf:-. and lies. It is in MLl W ::y_-r the same (dea
that we Ferals ;Ln-:‘r“c'rw’: Tn this world lI'Le"{".FL[;.fIIII-HE (s
either predator or prey. Deing one, though, does not
mean that one cannot become the other. Careless
‘,r:r'{*;‘;tt OFs mtdlf ﬁﬂ;} themselves hunted f:y skilled and
cunning prey. If they are not strong enough. then
they are better culled from the hunt to make way
for others.

The Scions are right that we Cainites are stiperior
to mortals, but not that we should rule over them.
Does the wolf ruleover-the sheep? Vaes the lion rule
over cattle? “No. we may direct the mortal herd where
and when necessaryf to suit our needs, but we cannot
rule them. The games of kingship and power that the
Scions play are a waste c.'-f time. a dilution of owr
essential nature. and a foolish attempt to demy the
power-of the Beast within us all

The Scions use the words of Caine tosupport their
ideas. “But consiver-the fate of Caine and the First
City. Tt was not until Caine claimed regeney of a city
of mortalsthat the Great FHood came Tt was/fighting
over the Second City that brought Caine's curse upon
his childer. “We are not meant to rule cities. They are
the home of our prey and we are the wolves that how!l
at the door. What meed do wehave s or hearths, when

our blood has made us strong {"Hﬂuqf'f to run ‘J‘:’TE in the
1 ;f?‘ Wit f: [fn* n‘fI.!! Lo olect 15 {:Ijr :n.r.::m Eﬁn' W ;rmf-:‘
worle before us at night?

T have borne witness to the struggles of those
who would be ﬁ:x’ﬁy.ﬂ and monarchs njﬁnur kind and the
mortal world as well. T have seen the carnage that
comies Il‘:f's.‘b:rr those _'FI.F'HEL.L{{(':F. Tt is not the qlf{'rﬁ Ane
clean kill that tfﬂ*y .ﬂﬁl’r. Tt is torture and mf:klﬂrwm.
Tt is servitude and slavery. Death and worse on a
mHOoied erﬁ‘* ;‘m a ﬂfﬂ?rﬂf:’ﬂﬁff:ﬁ catse. 1 sdlf that it
is foolishness. but it is no concern of mine. so long as
the Scions n"uaf::'hrt* their James o their own cities.
Those that would lay waste to the wilderness and
use our Lands as their fmiifrﬁ'rfﬁh. be warned — the
hunter can become the prey, and among us only the
[J"Hf!f STFOHy shall survive

Thewad of Heaven

by Fioré

1t is undeniable fact that there is an order to
Lrunmu, and that Lmé;a and pwnfn are a part ij
this divinely ordained structure, with the Lord at ifs
pinnacle, and below Him arrayed the ranks of the
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a part nr His divine ;LJ n. God pm ced His mark and
His ¢ urse upon Caine, and Caine sired us Hzrmh]h his
blood. "Lumu;mn daresto \Inii,{r_x*f that Cainéls JLh-
ance oftl ¢ L Cord and his rule 2 of the '}tr-runf place
us be l,und rh.; Lord’s concefn, but the Great Fiﬂmi
and i“he destruction rJr the First City-makes it clear
that the ‘Tﬂrhtr fias-not abandowed us: He watches
and knows afl.

So what then ﬂjf ther mhr ﬂfkmq"tfr 5 ﬁuh{ Lqﬂd
will that Lmqﬁ should ]'“uh, aver' men, “but with - the
I_Lrum arce m the 'Hcrnhar{:m . Somie Scio s heed and obe Y
this truth, rile in the namé.of the Lord and recognize
that their power and their burden comes solely 4.”!‘1_
Him. ']'h.,u are rtthmmm'r‘;i:. and.princes. and.should
have the support aj" their tmxjul JuI{rsfh T0 mh_{ such
a ruleris not only treason, n“bimpm mes againist the will
ur L?Ld and Final Death is the E‘Hh; pimuhmmr
suitable hﬂr such.a.crinte.

_HHI' Ihtﬂ some Sc u_"h_-u, I:H"‘ Ac iHLiHH'.II"- L'IIJ ot ﬂ““
their proper due to the L-."Hi Qur God. Even worse are
those who commit terrible !?!mphtmu in de .‘rn,'mq the
will and power ﬂjf theLord, L.L.urnmq that thn; are H’It
Hrrlnmn power. Be Jlmmq that tl‘uw are eternal, the Y
do not ft ar the Judgment o f Heaven, but rhu,r shauld,
for unh,« God is m;h.r eternal, and His ﬂui jmentissw H'T
andterrible, \as the ﬂundiﬂmf ians know all too well.
These Stions rule without the :jmdmsz L"'f L;mi or His

priests-and pr ‘:pmlm an! 50 forsake the ve # divine

right “IL ki ings that thiey umm is theirs, Tﬂ defy such a
ruler is not treason, but the Liun; Ufm! who }“ﬂll'u‘n the
Word 1f the J_uhi and would m‘i ‘to serve Him. The
rulers who JL "y Goa rnIlm-' in the i‘ﬂfrrrh_;n afﬂ' e Third
Generation, and the 2\ will bri ing a terrible wrath upon
them, as in the First City.

The blood 11f Caine is a test laid upon us, an 1!-1.-',:'6
Must not mfrﬂr or be Jumt.,i wanting in the evfes j the
iohi Those Scions w hL remain true to ‘His word and
Hiswill arew urrﬂwf'mm! shall lead us -"Lflur‘u Thosewho
set mti’ the will ar L*,-ui hﬂ their own aggr andiz zement
-Jm|'f follow the ;uﬂt hhl; have laid out into Hell, and

damnation eternal.

LT[Q*’ j*[" . '
heXwao of Hhumanity

by Julia Antasia

Meore than any other, the Road of Kings seeks to divide
us. €ven the Road of Heaven, with its many schisms and
sects, is united in its faith in God and His divine plan. But
the Via Regalis deliberately pits us against each other
because, in the end, its goals cannot be attained by all, but
only a select few. Sivst, the Scions ave set apart from all
others of our kind, cloaked in the same divine nobility that
mortal Kings and princes claim. They ave set above the
common folk and they choose to set the Children of Caine
above the Childrven of Seth. Then the adherents of the Road
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itself ave divided into their ranks: Squires and knights,
barons and princes, lords and great monarchs, each with a
title and a place in the grand order.

Am ] an enemy of order? Not so, 1 say. The order of the
Road of Kings has but one ¢nd, the opportunity for a select few
toseize power and hold it, climbing on the backs of both mortal
and Cainite vassals to achieve their goal. By itsvery nature, the
Road of Kings leads us to conflict, and the \War of Princes is
A clear result of its ways! After all, there are far more Scions
than crowns. Sooner ov later it must come to war.

Mugh is to be admired about the Road of Kings but for
this fatal flaw. The road — particularly the noble Path of
Chivaley — emphasizes obedience to the lam, responsibil-
ity, duty, and.the value of honot, all qualities we should
hold to inthe face of the Beast, Some Scions are truly noble
at heart, but are they a match for the schemers and tyrants
of their Road, mwho want nothing more than power and the
prestige thatcomes with it? J pray that they ave, because if
the tyrants seize power. throughout the civilized world, at
least one of Acindynus’-theories may be proven true,
(Monarchs rule at the sufferance of their subjects, and it is
within our power to-vise up-and-overthrow them, if they do
not rule well,

TheFoad of Sin

by Camilla

€he Road of Kings, noble and proud, fords of all that
they survey. Riflers and fypocrites all, I say. ‘Chey distract
themseloes with afl their talk of duty, service, kingship, and
rsponsibifity. They try to satisfy themseloes with the mere
quest for power whjen in the end the power that they seek will
never bc enough for them. Ehey deny their true natures and
beny themselves all that they could fhave in the hopes of
achieving something in time.

Of course, not all Seions are so dedicated to thie ideals
of service and duty. Some understand that the purpose of
power is to bring pleasure and satisfy otfjer, more primal,
needs and desires. d fave attended lavish fetes thrown by
those on the Road of Kings that showed a clear under-
standing of besire and its satisfaction. But even these
Scions shy away from thie truth, retreating behhind their
rituals and theirtitles. Che next night, they turn back to
thelr Suties or telr scfjoming for power, ‘Eliey ensfave their
desires tothe cause of Ringsfip, and pretend that there is
sometfjing more important in their existence than the satis-
faction they found in pleasure. €hey dance and flivt witf
desire, drawing it c(ose, then spinning if away. They do nat
embrace it as we fave. €hey fear'to [ose their vaunted self-
control, their dignity, ano their place in soctety, when in
truth we (aughand meck them.

They could be so muct more, if only they cast off their
quaint notions of duty and responsibifity. Our responsibil-
ity in this world is to ourselves and to our own satisfaction.
Chie Beast reminds us well enough that it is so and tells us
mfj:zn we are not satisfied. Fhy starve it and foree it into a
cage of duty when you can satiate it and ull it to sleep with
a hundred diffevent sensations and experiences?

€hat's really the greatest disappointment about the
Road of Rings. Sor all their high-minded ideals and their
{ofty goals, their vision is s0... imited. ‘€hey continue to
play out the same games for power and control that mortals
fave done throughout time, when there is an entire world
(aid out before them for the taking. Like the Cacli and the
Humanitas, they prefer to ape the ways of mortals and cling
to whjat they once were, instead of what they could be. The
fact that they are so close to the truth is what tempts so
many of us to try and show them the way, J think. Pore
often than not, it's wasted effort.




L T P o A e T T Y 2 et L L L =T = e
r, H 1 2 ! =0 oy =
= il "

L i e e PR

A T T,
: ot 1 o

o



b .-‘- . .I-‘i‘l.
' N T i, T——

r- ;M " i

bAPTER. CWO:
Ch& WAY3
OF KINGS

the kmg;.

— Peter 2:17

The followers of the Via Regalis are nothing if not believers in
tradition. Tradition is what holds the Road of Kings together and gives
the Scions their strength and authority, so there is a strong desire to
preserve and uphold the traditions of both the road and those handed
down by Caine to his childer.

This makes the Road of Kings perhaps the most structured of any of the
roads, because it is so bound up in Cainite traditions and concepts of nobility
and kingship. The adoption of feudal customs and chivalry add to the layers
of history already built up on the road. Becoming a Scion is nosimple matter,
and following the road can be difficult, but then the Scions would have itno
other way, since to them nothing worth having comes easily.

Choosing Aew Seions

“You have served me well, Hans,” Lord Vermott said, and the young
knight bowed his head in what he hoped was sufficient humility.

“Thank you, lord. It is my greatest wish to serve.”

Lord Vermott smiled a bit at that. “Oh, come now, Hans,” he said. '
know that you have greater ambitions than that.”

Hans' heart skipped a beat. It was as if Lord Vermott knew the contents of
his mind. Perhaps he did, for Hans knew that his lovd wielded sorcery beyond the
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understanding of mortal men. Did he know everything Hans
thought or dreamed about or hoped for?

"Donot be afraid,” Vermott said, as if he could read Hans'’
thoughts. “I understand and approve of your ambitions. I need
men with ambition, with fire, at a time like this. There is a place
for lesser men among the ranks on the battlefield, but I need better
men to lead them."”

A small hope blossomed in Hans' hmrt He dared to look up
at his lord and master. "My liege, 1..." he began, but the
remaining words died in his throat as "u"r&trmutr bared his fangs and
lunged at him. He fell backward and tried to scramble away, but
he was far too slow. He gave only a small whimper as Vermott's
fangs sank deep into his neck, which numed mto a sigh as the
ecstasy of the Kiss spread through his body like sweet poison. It
was slowly replaced by a growing cold that overtook his limbs,
then his heart. Hans sank back onto the floor, his sight growing
dim as Vermott reared up above him.

The vampire lovd leaned down to whisper in his vassal's ear
as the life ebbed from Hans' body.

“Should your ambitions ever make you consider betraying
me, my dear Hans, [ want you to recall this moment. If you serve
me well, you need never experience death again.”

Scions choose their vassals — both mortal and Cainite

carefully. Unlike the kings of the mortal world, Cainite
princes and lords do not fall victim to illness or age. Their
domains can only pass from them if they choose to step
down, or if they are careless and allow their ambitious
underlings to overthrow them. Therefore wise Scions choose
their vassals carefully and keep a close eye on them (while
unwise Scions are quickly culled from the ranks).

Princes and lords control the right to sire offspring
with good reason, since uncontrolled Embracing might
allow a rival within the prince’s own domain to gather a
large number of Cainite followers and challenge the
prince’s rule. Most Scions take the tradition of progeny
quite seriously, and violations are reason enough to have
the offender and the childe destroyed. A
dlC Hl"."r’H‘g.".‘"- T 1]"11.'.' "l-’l.-'ﬁlL']:'l [-UT Higﬂﬁ- {]1: LlT\IHW{"Ll] Eiﬂhrﬂ':-ing
within the domain, and act quickly to deal with it when
It Crops up.

ruler‘:-, "r'HHHH]H

Scions tend to be cautious and conservative about
whom they Embrace. After all, their blood is noble, of the
line of Caine. It is a gift that should be given only to those
who are worthy of it, not simply to any peasant or wastrel.
A childe reflects on the reputation of the sire, and a sire is
responsible for the childe’s actions, so siring is not some-
thing to be done lightly.

That is not to say that noble blood is a prerequisite for
the Embrace among Scions (although some truly arrogant
Cainites do consider it so). Scions keep their own counsel
about a potential vassal’s worthiness to serve, to be given
vitae and, finally, to be given the gift of the Embrace. Some
find diamonds in the rough among the most rude and
common of folk, needing a guiding hand ro shape them and
bring out their potential. Other Scions are beguiled by a
desire for companionship into giving the Embrace to the
wrong person, something that has led to the downfall of
more than one Cainite noble over the years.
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Although the choice of vassals is ultimately a personal
and subjective decision, a Scion tends to look for certain
things in a potential vassal, qualities that separate the
wheat from the chaff. These determine whether a vassal is
to remain a simple servant or may become something more
in the vampire's service.

The most important is the balance between obedi-
ence and personal initiative. It is important that the
vassal obeys the lord’s commands, but few Scions want
only mindless thralls and fawning sycophants in their
service. Their servants must be able to handle most
small matters without attention from their liege-
particularly while the vampire rests during the day.
Indeed, the ideal servant is dutiful and demands little of
the Scion's attention because most matters are dealt
with long before they require it.

n:rd.

The problem is that too much initiative may combine
with a dose of ambition and lead vassals to betray their
oaths of loyalty in order to secure power for themselves.
Any ruler who depends too much upon his advisors and
underlings to handle matters may soon find himself noth-
ing more than a figurehead, the real reins of power in other
hands. When that happens, the ruler is no longer necessary
and may be replaced. So a vassal’s usefulness and initiative
must be balanced against any ambitions and possible be-
trayal in the future.

Other qualities that Scions look for include physical
strength and a sharp mind. The former is more important
for soldiers and wassals expected to defend their lord's
holdings, while the latter is more important for advisors,
emissaries, and other servants of the Scion.

The remaining qualities after loyalty, drive, and com-
petence depend largely on the individual Scion and
influencessuch as clan. The Ventrue are more likely toseek
out those of noble blood, particularly when searching fora
potential protégé. The Toreador are drawn to the beautiful,
the talented, and the tragic, while the Brujah want free-
thinkers and philosophers, and may seek the company of
like-minded mortals.

Lraining

Once a Scion has chosen a potential new childe, there
may be a period of training before the sire decides that the
mortal is rLada to receive the Embrace and embark upon
the Road of Kings. The sort of training is up to the
individual Scion. Some receive little or no education
before they are brought into the nighttime world of the
Children of Caine. Others are carefully groomed and
taught by their vampiric mentors before they are consid-
ered ready.

On the one hand, some Cainites feel a sense of
urgency to Embrace a suitable candidate immediately to
ensure that they won't be taken from the world by
disease or injury, to capture their essence as they are, and
also to bind them to their sire. On the other, mortals
learn and change more easily than vampires do, so there
is something to be said for molding and reaching a
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WOMENONTHEROADOFKINGS
Qﬁ@ﬂmen in 1230 might be royalty, and even

eaders, but aren't likely to be warriors. In the
minds of most men, a leader who cannot carry his troops
into battle is no leader at all.

Cainites do not tend to hold onto this sort of

thinking for long.

Preconceived notions about gender roles die hard,
especially when such things are presumed to be divinely
ordained, but most vampires understand that undeath
levels the playing field quite a bit. A female Cainite is
capable of exactly the same things, from a supernatural
perspective, that a male one is. A female Scion has every
bit as much desire and drive to lead, fulfill her oaths, and
amass power as any man, and so male Scions underesti-
mate their “sisters” at their own peril.

When interacting with the mortal world, however, a
female Scion must be somewhat circumspect — a woman
demonstrating knowledge of war, tactics, or other “mascu-
line” pastimesis likely toattract the wrongsort of attention.
Some women circumvent this by hiding their sex (Badr,
the Sultan of Granada, has had great success at this,
although she is not a Scion) using either simple disguise or
Disciplines such as Obfuscate. Others compensate by
rulingall the more harshly, to prove that they can be as firm
a leader as any man. The more experienced Scions,
however, use the fact that mortalsunderestimate themand
move slowly and subtly. Especially among the knightly
orders, a bashful glance and a promised favor can do
wonders to motivate a strong young knight to undertake
quests in one's name — and leave the Scion completely
blameless for the results.

protégé for a time before the Embrace freezes body and
mind forever. Some Scions think that childer should be
taught so they can make an educated choice about
whether or not to take the Embrace, but others tell their
vassals nothing until the deed is done and there is no
going back.

The training of a potential Scion is much like that of
a knight or young noble. In fact, with the rise of the Path of
Chivalry, knightly training has become common for Sci-
ons, even those not on the path. They start out as squires,
either to their future sire or with a knightly order of Cainites
(or one with Cainites in its tanks). In some cases, a sire may
choose to make a potential childe a squire at court, or
arrange a position like clerk or scribe (common for the more
scholarly Scions of the Path of the Vizier).

Students are educated in the ways of the world, par-
ticularly in the etiquette and rules of Cainite society.
Loyalty, duty, and honor are bred into them, making them
worthy vassals of their master. Their mettle is often tested
with contests and duties assigned to them. Those who are

not up to the challenge may still remain useful and loyal

servants of their Cainite liege. Those who show particular
talent and dedication may advance through the ranks.




EARLYTRAINING
AND PRELUDES

’Zhe selection and early training of Scion
characters can become an essential part of
their preludes, if the Storyteller desires. Certainly, the
sire’s reasons for choosing the character, any pre-Em-
brace training or experience, and the circumstances of
the Embrace itself go a long way toward helping define
the character’s background and personality. Playingout
those scenes may help give players a berter understand-
ing of what it is to be a Scion, even before their
character steps onto the Road of Kings. A Scion's early
experiences may also serve as the foundation for later
moments of truth in the character’s career, as some-
thing from the Scion’s past becomes clear, opening up
a better understanding of the road and its tenets.
For more information, see Moments of Truth
later in this chapter and Preludes in Chapter Three.

Blood Gaths and Ghouls
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Kings. For others, the path to attaining the blood of Caine
is longer. The two additional steps potential Scions may
pass through on their way to their mortal dearhs are raking
a vampire’s vitae to become ghouls, and undergoing the
blood oath to bind them closely to their future sire and liege.

The blood ocath is common for most high-ranking
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tealty sworn to mortal rulers, but with the supernatural
power of the blood to enforce and bind it. It is always
'-_"-."I'J'.]l]':_'[ﬂl'.'] ".-"u'i.[]"'l a4 measure l'.}]- Ceremaony. T."!,'].':'i.':l-‘l].]."g.'l E]:-lr_'

vassal will kneel before the regnant and offer an oath of
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drinking some of the vampire’s blood, either from a goblet
or directly from the regnant’s open vein (although the
former is more coOmmon AmMong the hidebound Scions).

The blood may be mixed with wine, but Scions usually
do so openly, preferring oath takers to know exactly what it
is they are drinking. Most followers of the Road of Kings
consider covertly using vitae to create blood oaths dishon-
orable. The vassal’s loyalty must be offered freely (although
the use of Disciplines like Presence to convince them to
swear such oaths is con -'lJ €rc L{ .1'.::.1” I'

The regnant then swears to safeguard the vassal and
treat him honorably in exc h;-'l.]'l_{.g'u tor his loyalty and service.
More than most Cainites, Scions take their responsibilities
toward their thralls qulite :1{'].'l|.."-1_1.*'.i|.‘:.'. The ]"]IZ_'H:_'IL_i -:_':-e'll:h 15 a
mutual compact, binding to both parties in its way, al-
though the regnant certainly has the better part of
bargain. The ritual is repeated on the following two nighuts,
after which the blood oath is complete and the vassal is

bound in the vampire’s service.

For many vassals, the process ends here. Bound by their
oath, l.l"li_'*':,-' continue to serve their liege-lord 1'-:tiT}11'u”'g,'. This
is typically the case for mortal vassals judged unworthy of
the Embrace, or more suited to serving their regnant as they
are. Potential childer are sometimes Embraced at the third
ritual, making the blood that gives them eternal unlife the
final seal of the blood oath as well.

Sometimes the regnant may choose to give the thrall
ET1( :”".!'-:'.E" vitae to become a I:L_:h{-.“]_ This is r_':,-'r-]-;"-]ll‘,,' done with
the third and final amount of blood. The first two drinks are
small, just enough for the blood oath. The final draught s
larger, filling the vassal with the supernatural power of the
vitae and creating a new ghoul as well as completing the
blood oath.

-H'I"ltn[_‘ E‘:I;._-ll;ﬂ-l:"'- i._'i|]-|_"|i'L_r._"T cxlsience as a :‘_'II-II.'!"I'Il A |.|"‘r._"|'.|.'|
experience for a potential Scion. As ghouls, they leam
vampiric Disciplines, but lack the vulnerabilities of true
Cainites (and also the power to overwhelm their betters,
should they prove treacherous). The process also eliminates
some of the urgency with regard to the Embrace, keeping
the vassal from aging and allowing the regnant time to
complete any necessary training before bestowing the Em-
brace. Of course, some say it is dangerous to give a potential
childe such a raste for Cainite blood so early, thinking it can

lead to diablerie later on.

VASSALCHRONICLES
lt‘s possible to run a Dark Ages chronicle

where the characters are all mortal vassals
of the particular vampire liege-lord (or perhaps
multiple allied lords). The characters may be ordi-
nary mortals, possibly bound by the blood oath, or
they may be ghouls, giving them some access to
Disciplines and supernarural powers, but not limit-
ing their ability to move about during the day.
Their liege might be grooming one or more of the
characters for the Embrace at some point, with or
without the characters’ knowledge.

Their relative freedom of movement opens up
the possibility of the characters serving as emissar-
ies or agents of their liege for various and sundry
tasks. The prime limitation of ghoul characters is
their dependence on their regnant’s blood to sus-
tain them. They won't be able to travel far from
their liege before the hunger will evenrually force
them to return (or lead them to turn to another
Cainite for what they need, which can present an
interesting dilemma).

A vassal chronicle can go on for some time and
tell a compelling story by itself. It can also “graduate”
into a full-fledged Dark Ages: Vampire chronicle,
with the characters undergoing the Embrace and
becoming neonates (likely with considerably more
experience and understanding of the inner workings
of Cainite society than most starting characters have).

.ROAD OFKINGS -
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The Embrace

Regardless of the training, grooming, and preparation,
itisimpossible for any vassal to walk the Road of Kings until
the Embrace is given and the blood of Caine flows in his
veins. Also, despite the sire’s most careful efforts, there is
nothing that can prepare a mortal for the experience of
joining the ranks of the unliving.

Scions often treat the Embrace with considerable
ceremony, although there are certainly times when it
happens suddenly without preparation, or privately. If the
site has time to plan, the Embrace is often much like a
religious initiation, particularly among those Scions who
uphold (or at least observe) the traditions of the Church or
some other religion. It may accompany the recognition of
some achievement by the childe, such as attaining knightly
status or winning a contest (which may determine the
candidate’s worthiness).

Generally, a candidate who has come this far must
ask for the Embrace and truly want to become a vampire.
Scions consider this preferable to “random” or “forced”
Embraces, since it affirms the ideals of free will and the
personal quest for excellence that their road espouses. Of
course, a candidate quite often does not fully realize what
he is asking for or what he will experience once his
mortal life is over, but that simply serves to test and
strengthen his mettle even further. If the experience of
the Embrace destroys him, then he was not worthy of the
Road of Kings.

Stepping Onto theoao

Scions come to the Road of Kings in a variety of ways
and how they find the road often colors their understanding
and experience of ir.

Many Scions are groomed to follow the road by their
sires or mentors. The rest come to the road on their own,
and often prove to be some of the most ambitious and
capable Scions simply because they chose their own way in
unlife rather than having it chosen for them. While Cainites
are incapable of choosing their clan or sire, and many did
notchoose their unliving existence, they can choose which
ad they will follow. For Scions, the Road of Kings is the
ultimate expression of that free will and the determination
o follow it.

Apirants

Like the other roads, one needs a teacher or mentor
in order to walk the Road of Kings. While some isolated
Cainite despots or barbarian chieftains may stumble
upon the principles of the road on their own, coming to
a crude Lun]ur:\;!':mding of its ways, true knuw]uc]gu (and
therefore understanding) of the Via Regalis is best gained
from someone who is familiar with the territory. Sooner
or later, an aspirant to the Road of Kings must seek out
the aid of a teacher.

Cainites groomed for the Road of Kings from their
Embrace (or even before) usually look to their sires as
mentors and teachers in the ways of the road. Some sires
inform their childer of the existence of other roads, present-
ing them as clearly inferior to the Via Regalis as a serf is
inferior to a king. Others do not even bother to tell their
fledglings of other possibilities until they are “confirmed”
on the Road of Kings, so as not to confuse them with lesser
possibilities. Time enough, they say, for them to learn of the
other roads once they are firmly on their own path.

Fosterage

As the heavy lid of the coffin creaked, Jules fought down the
urge to bare his fangs and hiss at whomever had the temerity to
disturb his rest. It would not make a suitable first impression in
his new home. So he leashed the wrges of the Beast with the need
for proper decorum and waited until the ponderous lid swung
apen before opening his eyes

The woman he beheld upon opening them was a vision of
loveliness. Her skin was as pale as marble, smooth as silk. Her
lustrous chestnut hair was piled high on her head, falling in
artfully arranged ringlets to frame her heart-shaped face. Her
eyes were the same color as the amber necklace she wore, a rich
honey, and her lips were red as blood. They parted to reveal a
perfectly white smile as she extended her hand to him.

“T am Marianne,” she said as he took her hand. It was cool
and strong. “Welcome, Jules de Toulouse, welcome to the Court
of Love.”

Jules bent to kiss the back of her hand before rising from his
resting-place. “Thank you, milady,” he said. “Itis a pleasure to
be heve. The jowrney was a long one.”

“You are well vested, I hope?” Marianne asked, looking Jules
over and shyly meeting his gaze with a smile that showed her approval.

“Well enough,” he said.

“Good, then I will take you to meet your new liege and see
about getting you settled here. [ believe that I will be pleased to
consider you my brother, Jules, since we are to be fostered here
together. I look forward to getting to know you better.”

“And I you, my lady,” he replied. “Lead on, please.”

A relatively new practice among Scions is that of
fosterage. In ancient times, in accordance with the laws
handed down from Caine, sires were directly responsible for
their childer. This meant that a sire was not only expected
to teach childer proper behavior and all they needed to
know about their lineage and Cainite nature, but was also
directly responsible for the actions of his or her childe. A
crime committed by the childe could result in the destruc-
tion of both childe and sire, so sires were encouraged to
choose carefully before they gave the Embrace.

This tradition is still enforced in the 13th century,
but relations between Cainite sires have become more
complex since those ancient nights. Sires now often owe
fealty to particular overlords, and maintain alliances with
their peers. Vampire liege-lords may permit their vassals
to sire, requiring their vassals' childer to remain loyal to
both their sire and their sire’s overlord. Like their mortal
counterparts, Cainite nobles and princes look for means




to cement their relationships and alliances, to strengthen
their positions within the Courts of the Damned. Foster-
age is one means of doing so.

The concept is a simple one. Scion fledglings are
sent from their sire to dwell in the haven of another
Cainite of equal (or sometimes greater) rank. Often they
may be sent from one court to another. There they
become the foster childer of that Cainite, treated as true
childer with respect to the laws and customs of vampire
society. It is most common for Scions to exchange
childer in fosterage, although sometimes the arrange-

ments can become even more complex, with a circle of

vampire nobles passing their childer along to the next
Scion in a long chain or circle.

The purpose of fosterage is twofold. First, it allows
fledglings to leave the nest early and receive training and
education away from “home,” where they can begin to
spread their wings a bit under the watchful eye of their foster
sire. [t also allows young Scions the opportunity to see some
of the world and understand how affairs are conducted in
other courts in Europe. It is not uncommeon for a neonate to
be fostered to more than one court before returning to her
sire’s side. The experience and education she gains is
invaluable once she takes her place as the vassal of her true
liege-lord (who may or may not also be her sire).

Secondly, the practice of fosterage helps to
strengthen ties between the various courts of Europe.

The presence of a childe in an ally’s courrt is a sign of

respect and trust, while fostering a childe to a former
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enemy may help understanding and goodwill to grow (or
at least provide a hostage for each side to help limirt the
possibility of open hostilities). Although all Cainites
recognize the potential of using fostered fledglings as
spies, it isn't openly discussed. It is, however, expected to
some degree, and Scion hosts are always aware that their
foster childer may be reporting back to their true sire all
that they see and hear.

Fledglings are usually fostered with another Cainite

noble of v.:‘l_gl.l;-ll Or greater status than their sire. It's !’-::5.;1-
tively common for fledelings to foster with their sire's
liege-lord, perhaps even the prince of the domain in
which their sire dwells. Princes are well aware that this
allows them the opportunity to cultivate fealty among
neonates, assuring that they understand where their true
loyalties should lie. Scions seek to foster their childer in
this way because it shows the favor of the prince and
allows their childer to gain valuable contacts and experi-
ence in court. Having the opportunity to foster with a
higher-ranking Scion is considered an honor (and may be
an excuse for characters to acquire either the Mentor or
Status backgrounds).

[t's rare for fledglings to be fostered with lower-ranking
hosts. This typically only happens for two reasons. The
fledglings’ sire may wish to teach them some humility and
understanding of those of lower station, so they are fostered
with some low-ranking Scion in a small domain so they can
understand things from the ground up. Some Scions believe
that a tew years of difficult fosterage builds character,
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part icularly for neonates that had easy and privileged liv
before the J.uﬂﬁmu_.

A fledgling might also be fostered below his station if
hissire is particularly high ranking and there is no suitable
peer with whom to foster the childe. In some cases,
Cainite lords foster their childer to distant courts in other
parts of Europe, but many prefer to keep them closer at
hand, and foster them with one of their own vassals. This
sconsidered both a great honor and a grave responsibility
for the chosen vassal. It can either indicate a prince who
musts and favors that vassal, or a prince looking to set up
 vassal for failure, ['-L‘]']I:-I.I:-h even getl illgr rid of a trouble-
some childe in the bargain.

There is no set amount of time that a fosterage is
:'.\:pi:i'.tud to last, sli'."un:lf'l' a year is considered the absolute
minimum, and between five and ten years is common.
During this time, the ﬂu]h-lmcr is expected to learn how to
behave at court and about ( e history, customs, and
the other skills necessary to a Scion. Gaps in the fledgling’s
mortal education are also filled in, when necessary, since
not all Scions are of noble birth. There may be some
rivalry between fosterlings, and sires often encourage it in
arder to teach them to survive in the cutthroat world of
Cainite politics.

_..I.lIlI

THEFOSTERAGE CHRONICLE

1r’:: fairly easy to build a chronicle around the
practice of fosterage at the Cainite courts.
The characters may all be neonates fostered to the
same court, coming from diverse backgrounds across
Europe. Some of them may even follow roads other
than the Road of Kings, chosen for fosterage because
they belong to one of the High Clans or perhaps
because they are childer of a powerful prince or noble
who follows a different road.

Placed together as “siblings” in their foster sire’s
court, the characters can begin to learn about each
other and about vampire society and customs. This
provides an excellent opportunity to introduce new
players to the setting and history of Dark Ages:
Vampire, learning as their characrers learn about the
strange shadow-world they have stepped into. Foster-
lings may become pawns in the political games of
theirelders, and targets of jealousy on the part of their
foster sire’s true childer. Opportunities for court
intrigue abound.

Since fosterage can create bonds that last for
multiple mortal lifetimes, it can also be an effective
prelude to an ongoing chronicle. Perhaps the charac-
ters were fostered together for some time as fledglings,
helping each other survive and learning about their
nature and duries as Cainites before going their sepa-
rate ways. Now, years later, at the start of the chronicle,
some event serves to bring the characters back to-
sether. They have no doubt changed somewhat since
their time together as fosterlings, but those ties may
help to make the coterie more cohesive,

Snitiation

Philippe knelt on the cold stone before the dais, keeping his
head bowed respectfully as his mistress glided from the high
throne doumn the steps, the edges of her cloak whispering against
the marble. Philippe heard the steely slither of a blade being
draun, but kept his face and body impassive, bowed and waiting.

“Philippe of Agincourt,” she addressed him. “Why do you
come before us?”

He looked up into her dark eyes. The faintest trace of a
smile played r:{h-fj-m her crimson lips as her fingers toyed with the
point of the razor-sharp dirk she held unsheathed before her.

“I will walk upon the Via Regalis,” he said, -:iemrh and
forcefully. With the swiftness of a snake, her dagger was at his
throat. He felt the tiny pinprick of the point pressed there and the
Beast surged up inside him. He fought down the urge to hiss and
bat the blade away, as her eyes flashed, daring him to do so.
Instead, he kept his gaze locked on hers.

ol "1{- Road of Kings is not for any childe of Caine to walk,”
she said coolly. “It is a path for only a chosen few. Are you
worthy to walk where kings and princes have trod before you,
Philippe of Agincourt? For if you are not, better that you should
fall upon this blade and end your existence, rather than bring
dishonor to the road.”

“I am worthy,” he said.

“What do you bring to the road?” she asked.

“l bring my service,” he replied, as taught. “I bring my
skills. I bring my heart, and I bring my blood. All these I pledge
to the Road of Kings. All these are mine to offer freely.”

“What are your watchwords?"

“Honor. Duty. Loyalty. Fealty. Power.”
a familiar chant for him.

“Then rise, Philippe,” she said, lowering the blade from his
throat. “Rise, Scion of the Road, and be welcome among your peers.”

[nitiation into the Road of Kings is rarely a simple
matter, and the Scions wouldn't have it any other way.
While Cainites may choose to follow other roads simply by
declaring their intention to do so, a would-be Scion had
best have some proof of her worthiness to walk the Road of
Kings before pr.;'m;:lmmmg it her own, or else be read W L0 face
Erave 1.'_".5”.“5-1.".[11]!.’1“2(1‘51

The words were

Initiation onto the road is generally obtained through
the Scions of the domain in which the petitioner dwells,
although there have been cases of neonates traveling far
and wide seeking initiation when it has been refused to
them at home. Initiation into a foreign court may be even
more difficult, but it may also be the only means available
to a displaced Cainite.

The petitioner must have a sponsor in good standing
upon the road. Often this is the neonate’s sire, but not
always. The sponsor is responsible for seeing that the
aspirant is taught all the traditions of the road and the
necessary rituals for the initiation. Some sponsors handle
this themselves, while others have servants to instruct
their students for them (or sometimes a combination of
the two). Since the performance of a neonate reflects
upon the reputation of the sponsor, adherents and teach-
ers of the Road of Kings choose their protégés and
students carefully.
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Once the sponsor feels that the student is ready, a
petition is made to the highest-ranking Scion in the do-
main. This is often the prince or lord, but not always, since
some princes follow roads other than the Via Regalis. The
higher the Scion’s rank, the more prestigious the petition.
Being initiated by one of the great lords of Europe is a true
honor, and a sign of a favored neonate that bears watching.
Most Scions make do with the local prince or baron, or one
of their functionaries.

The exact initiation ritual varies from one domain to
another, and the Scion performing the rite can largely
arrange it as desired, although certain elements are nearly
always present. The petitioner is expected to present him-
self before the Scion, and often before the gathered court,
to formally request initiation into the Road of Kings.
Challenges may be leveled to test the petitioner’s worthi-
ness. These can range from simple ritualized questions and
actions, intended to show the initiate’s preparedness, or
they can be more difficult. Rather than outright denying a
petition for initiation, many Scions will instead pose ex-
tremely difficult tests. If the aspirant fails and is disgraced or
destroyed, then the petition is denied. If the initiate suc-
ceeds, then he is truly worthy of the road. These sorts of tests
ATe INore COIMIIToTy f{}r neonates {]f ]{'.IW btrt}h ‘ﬁu’if]-tl_:ll”
sponsors in the court’s good graces.

The initiate declares his intent to follow the Road of
Kings, and swears an oath to uphold its ideals. He is then
welcomed into the ranks, and may be assigned particular
duties by his liege-lord. The initiation ritual is often accom-
panied by the swearing of oaths of fealty between vassal and
liege. [t may include otherrituals such as knighting ceremo-
nies, or even the investing of titles and domain, although
such things usually happen well after a Cainite has taken
the Road of Kings as his own.

Self z3nitiation

[t is rare for a Cainite to begin walking the Road of
Kings alone, but it is known to happen. Generally this
occurs for one of two reasons. The neonate may be unaware
ot the existence and teachings of the Road of Kings, but
chooses a personal code similar to it (or one of its various
paths). Or, the Cainite has been refused initiation into the
road and chooses to follow it regardless, hoping to win the
approval of her peers (or at least to win over enough allies
that it won't matter).

In either case, the would-be Scion has much to prove
inorder to win the acceptance of her peers. Self-proclaimed
Scions may face disdain at court and, worse yet, can be
declared anathema for their presumption, separated from
the support of the road and even hunted by other Cainites.
They are far better advised to either avoid contact with
established courts or to move subtly without attracting too
much attention at first.

Once the initiate has won some renown or achieved a
measure of personal power, then acceptance within the
road becomes more likely. Foreign Scions, for example, are
likely to be treated as peers (or at least honorable guests) if
they have domain or influence at home, regardless of how
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(or even if) they were formally initiated. Likewise, success
covers many failings, and young upstarts can gain status as
Scions by winning victories while remaining true to the
road’s ideals, even if they are not formally initiated.

Initiates Trom OtherFoads

Scions tend to take a surprisingly tolerant view of
apostates from other roads seeking to become initiates of
the Road of Kings. Afterall, they know that their road is the
true path to greatness in the world, so it’s hardly a surprise
when a follower of another road finally realizes it and
decides to take up the true way. Of course, that doesn't
mean that the Scions have to make it easy for apostates to
follow their road.

An apostate who chooses the Road of Kings still has
to prove himself like any neonate seeking initiation. This
is particularly true for apostates of the Road of the Beast
and the Road of Sin, since Ferals and Sinners are notori-
ously untrustworthy, and may not be capable of the sort of
self-discipline required by the Via Regalis. Apostates are
typically tested by their sponsor and by the Scion who
initiates them to ensure that they are truly ready to take up
lht" ['HH-&J.

The prime reason Cainites choose to forsake another
road for the Road of Kings is the goal of all Scions: Power.
Scionsoften have advantages when it comes to the political
games of court and climbing the ladder of the Cainite
hierarchy. While it is certainly possible for followers of
other roads to become noblesand even princes, it is also true
that the Road of Kings counts the most vampiric rulers
among its number. So an ambitious Cainite seeking a title
or domain may choose to take the road most likely to lead
him there. This contributes to the view of the Scions as
power-hungry social climbers.

Woments of Truth

The true transition between sincere initiate and true
adherent of the Road of Kings comes with a moment of
truth, an experience that shows the initiate the importance
of the road and its tenets and helps to strengthen under-
standing and dedication. All the study in the world will not
make an initiate into a true Scion. Only hard experience
can show the way to deeper appreciation of the Via Regalis
and its principles.

Scions tend to experience moments of truth in two
ways, through victory and through failure. Of course, not
all victories or failures are moments of truth, only the
truly significant ones that highlight some facet of the
road for the Scion.

A hard-won or satisfying victory is an affirmation of all
that the Scions believe in and hold dear, so any achieve-
ment that advances the Scion's lot in the world, gained
through personal excellence and effort, may become a
detining moment of truth. One of the reasons that Scions

so often hold power in the Dark Medieval world is because

they are driven to do so by the tenets of their road. They
hold the Beast at bay and achieve understanding of their




Damned nature through their struggles to gain and hold
power, and from their contests against each other.

An achievement does not need to be one that draws
the attention of the whole of Cainite society in order to be
amoment of truth (although such achievements often are).
It is the victory's personal value to the Scion that matters
most. Sometimes the most important victories are the ones
no one else ever sees, or at least never appreciates. The
ability to resist frenzy under challenging circumstances or
finally achieving knighthood after years of training and
hard work may both be moments of truth. In fact, a Scion’s
iitiation onto the road often becomes a moment of truth
when it is hard-won, allowing the initiate to move imme-
iiﬂtcl‘; on to become a true adherent.

The bitter taste of failure can also prove to be a
moment of truth for a Scion, albeit a more difficult medi-

cine to .-'~1,=.-'alluw whe_'n L‘.mﬂ[‘nll'm;l o rhv sweet nectar ['1|_

victory. Scions believe in learning from their failures and
mistakes, so they too can be moments of truth.

A significant part of the reason why failures serve as
moments of truth for Scions is that the Road of Kings
demands risk if one is to achieve the excellence and power
that it promises. A Scion who does not take risks, who does
not strive to be more than what she already is, cannot make
the leaps of insight that allow her to progress along the road.
That is why some of the most successful Scions “break the
iles” of the Road of Kings from time to time. Such daring
opens them up to the possibility of a moment of truth. For
some, it is amatter of taking a step backward in order to take
one forward; committing a sin, degenerating, and then
using the insight it grants to improve again. For the lucky
ones, breaking a rule is the path to greater understanding
and the opportunity to increase their Road rating. Scions
D]'ﬂ‘_.' with fire when it comes to l[’l";}"!-fﬂ"-."ll"lgtl'lﬂil' understand-
ing of their road.

Rins on theLoad

The ultimate purpose of any road is to keep the Beast
at bay another night. The ideals of the roads give Cainites
a focus for their dedication and will, making them some-
thing more than just ravening beasts preying on the living.
Fach road offers Cainites a unique way to deny their true
nature as monsters by holding on to a different identity.
Shatter that mask, and the Beast shows through it. Violate
the ideals of the road, and the Beast can claim a little more
of the vampire’s soul.

There is a saying on the Road of Kings: “The only true
sin is failure.” Less concerned with religion than many
other Cainites, Scions often think of sins against their road
less as “sins” and more as failings, failures, or even risks,
since sometimes they can benefit by acting unconvention-
ally and breaking the rules. A sin against kingship is an

indication of a personal failing within the Scion, a lack of

spiritual fortitude and conviction. A great part of the reason
that these failings cause Scions to degenerate is because
they are so shameful. Shame and embarrassment before
one's peers leads to rage, hate, and thoughts of reve
meat and drink to the Beast.

STORYTELLERS NOTE
1 t might seem that the Road of Kings is a little

too lax: The sins are fairly easy to avoid, at
least superficially, and players may well fixate on the
notion of committing sins against their characters’
road and calling ita“risk.” This can easily lead toabuse
of the road's function as a way to stave off the Beast,
allowing Scions to get away with actions that not even
Ferals can.

Remember, however, that Scions have responsibili-
ties that others do not. Their road is not the “Road of
Ruthless, Manipulative Bastards,” it’s the Road of Kings.
Whether or not the character truly believes in noblesse
oblige, he had betrer practice it, lest the Beast drag him
down. A character who violates the road’s tenets in order
to achieve a goal should still lose a point from his Road
rating, even if the achievement thus accomplished al-
lows for a moment of truth (and thus buying the Road

“rating back up to its former level).

At first, Scions are often too rigid or too lax in their
observance of the tenets of the Road of Kings. Those who
are toostrict in their obedience to the letter of the road rend
to be capable, but not particularly innovative or aggressive.
They make decent servants and vassals, but will never
achieve true greatness. Those who are too lax in following
the commandments of the road tend to degenerate. They
fall into the jaws of the Beast, become apostates and seek a
new road to follow, or remain lowly and only marginally
successful Scions, doomed to forever serve and never rule.

The successful Scion walks the path of moderation,
observing the tenets of the road and respecting them, but
willing to take risks and occasionally break the rules in
order to achieve her goals.

Teachers ano Wentors

Scions take the matter of educating their childer quire
seriously, since their road relies on an understanding of the
nuances of Cainite culture and the feudal system. A neo-
nate Scion has much to learn, and that requires capable
['{TEI'.".]"I.E.".]_H HI‘I.LE mentors.

Teachers of the Road of Kings take on students as
protégés and vassals with an eye roward advancing them
through the ranks to become capable and useful servants. It
is a mentor’s duty to educate and guide his student and
encourage excellence and achievement. In return, students
are expected to respect their mentors and obey their betters
while showing some initiative and ambition. It can prove a
delicate balancing act: Mentors must encourage their stu-
i{l"l"l['i‘;- :"II'IL] |"i".‘!l!‘! 1.]'['._'111 to L'."'ICL'[, hLlr not s0 [T!'I]L'.i'l T!L"I!” l|"|'l.".':.-'
may eventually outstrip their teachers and seek to replace
T;'Il.—'l'['l- :""1 l'.ilt"l'lf:‘\ TSt ."~}]U"~'l.-' L'}{L'L"]]L"['?I'L-ﬂ." Z-i'l'ltt 'rﬂ'l"li'!]li 101N On El:fl'i.'
Road of Kings, but not so much that they become suspect,
or else their elders might see fit to dispose of them before
they can become a threat.
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Sometimes particularly renowned Scions will take on
students other than their own childer or vassals. This
usually happens when Scions foster their fledglings, but
some teachers take on any worthy student, provided he has
the right background and potential.

Climbing the Ladoer

Lord Jiirgenrested in his chair, sitting before the cold hearth,
with only a single candle shedding light in the room. The door
opened tentatively and a shadowed figure paused there, awaiting
Jiirgen's command.

“Comein,” he said, not rising from his chair, “and close the
door.” The vampire lord’s guest moved to comply. When Jiirgen
gestured to the chair sitting opposite him, his guest sank into it
gratefully and the Swordbearer allowed a moment to look him
over as he composed himself.

Manfred had been a ghoul for many years, and he showed the
signs of it in his pallor and his manner, eager to please his domitor
and serve in whatever way Jiirgen wished. Stll, Manfred had a
measure of the mettle that made him a fine sergeant at arms. Jiirgen
had seen him on the battlefield many times and he understood the
value of a good soldier in his service, particularly now.

“Tell me, Manfred, are you happy in my service?”

The question seemed to take Manfred aback. He'd ex-
pected a rebuke, perhaps new orders, anything but his master
mgquiring after his happiness as if it mattered.

“I am proud to serve you, my lord,"” he replied, choosing his
words carefully. “I am happy to have the opportunity to do so.”

Jitrgen held back a smile. It was a surprisingly diplomatic
answer. Manfred had clearly been paying attention.

“You have served me well, Manfred, and I intend that you
will continue to have the opportunity to do so, but I have need of
aman like you for something other than simple soldiering. | need
aman capable of taking charge and carrying out my orders in the
battles to come. Are you such a man?”

Manfred swallowed visibly as his eyes lit with hope and
ambition. “I am your man, my lord."

“Yes, I believe youare,” Jiirgen replied, rising from his chair
to stand at his full height. He towered over Manfred where he sat.
As he leaned in toward his faithful servant, Jiirgen whispered to
him, like a cold breath out of a tomb.

“Do not fear.”

The Road of Kings is a journey. At its beginning are
ignorance, inexperience, ambition, and a drive for ex-
cellence and achievement. At its end, for some few, lies
the promise of Golconda (or so the ashen priests say), but
more important for many Scions is the promise of power
achieved along the road. A Scion content to remain
where she is in the scheme of things isn't likely to
advance far along the road or in the courts of Europe.
Scions are ambitious, and seek to further their own lor,
whether through accumulating power for themselves or
through faithful service to a liege-lord, earning acco-
lades and prestige for their work.

The feudal arrangement of the road is much like a
ladder for Scions toclimb, moving into more E".um-'ﬁ'rful and
influential positions until they can reach the pinnacle
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that lies near the Lop, iw;*.l.:mu'tng prince or even lord of a
vast domain. As yet, no Scion can claim regency over the
whole of the Cainite world, but more than a few followers
of the Road of Kings dream of that very possibility. They
dream of an empire of night stretching across the known
world, with all of the Children of Caine paying homage to
it, and to the one who rules it. The quest for such power
sparked the War of Princes and keeps the fires of conflict
burning between the Cainite lords of Europe.

The Feudal Byramid

The structure that holds both Cainite and mortal
society together is feudalism, a pyramid of oaths and shared
loyalty that rises from the ]uwlim[ peasant and commoner
to the great thrones of Europe. S
fullest flowe ring of their road, 1|1|. ideal eXpression of the
tenets and ways of kings, making clear who is superior and
who is inferior, who owes loyalty to whom, and how the
world should be governed.

Clons see 1l'. l.I-.i -'Ill"ﬂ!l e b rh“

Generally speaking, in Cainite society Scions place
themselves at the top of the feudal structure. Even the
lowest-ranking squire or initiate on the road is more impor-
tant than any commoner from the Low Clans, much less a
mortal of even superior rank. The majority of Scions hold
the rank of at least knight, or an equivalent place of
importance at court, While the ranks of Cainite nobility are
not entirely made up of Scions, the Road of Kings is the
most widely represented of any among the nobility, for
Uh‘ﬁ"i['ll.l:'i TEAasOIs.

Bierarchy of theoad

The Scions speak of the “leaders” of the Via Regalis,
and indeed Justicars claim to act with the “authority of the
Road of Kings,” but this is somewhat misleading. Ashen
priests of the road do indeed answer questions of faith for
Scions and in this way dicrate policy in the same way the
Pope and other Church officials do for Christians. How-
ever, the ashen priests of the Road of Kings exert no real
authority over Cainites of other roads simply by virtue of
being powerful Scions.

[nstead, their power comes from that fact that most
of the Cainite princes of Europe are Scions, and there-
fore look to the priests of their road for advice and
spiritual guidance. This puts the priests of the Road of
Kings in the position of acting as confessors and coun-
selors to the most powerful vampires in the known
world — all of which makes very
nervous indeed.

the other roads

Fortunately, these priests are not organized to any great
degree. Every region has at least one Scion who can act in
such a capacity, often also acting as Keeper to a prince (or
asa prince himself). However, whom these [‘IIIL‘HFH[Li‘I{![[TU
it anyone, is a mystery. Some princes and Justicars have
heard mention of a truly powerful paragon of the road who
acts as an overlord to these ashen priests, but then, each of
the priests might simply be content with the measure of
power they wield.

-ROAD OF KINGS.




MWhevents and Lheir Duties

The hierarchy of Cainite society holds many roles
and opportunities for : it -ampires. Scions do
notalwa ¥s OoCCupy these positions, of course. Adherents
of other roads may fill them in certain domains, but
they are all considered worthy goals for Scions seeking
position and advancement in the world. For more
information on the duties of these functionaries, see
page 38 of Dark Ages: Vampire.

* Soldier: The rank-and-file of a vampire lord’s army
is typically made up of mortals, sometimes ghouls, but there
|:~;‘l r'.-t't‘l._] f—['f'r []'Ll.?.";['t"..] "r"ﬂbhl-i].."- Lo 'L'I.H'I'l'l'l"l.i-:l.]'l.'i] lI'I.L'f' H'“UFJ?_‘- H.].thlil[-lg
their nighttime battles in the War of Princes. This rask
often falls to trusted neonates and ancillae. Service as a
soldier is a dangerous business, but a fine route to recogni-
tion and promotion for those who do well on the field of
hattle. A successful soldier can look forward to a larger
command or even a knighthood.

* Squire: Scions often begin walking their road as
sguires in the service of a Cainite knight or noble. As
squires, their duty is to act as servants of their master and to
learn the arts of knighthood and courtly behavior. Unlike
mortal squires, who are nearly always boys, Cainite squires
are typically adults and may have a score or more years
behind them when they take on the role. Cainite squires
may also be women, since they are at least as capable as men,
sometimes even more so. Once a squire has served long
enough (anywhere from a year to a decade), he many go on
to become a knight.

* Knight: Many Scions aspire to the rank of knight,
and many achieve it within one of the orders of knighthood
(either Cainite or mortal). Nobles grant kmgzhthc-c-d as a
reward for good and tm[h’rul service, and becoming a knight
is the most common route for advancement within Cainite
society and along the Road of Kings. A knight can later rise
to even higher positions, and perhaps become a baron or
prince, given time. Knights may even gain manors and
small domains of their own from their liege-lord. In return,
the knight swears an oath of fealty to the overlord, serves in
a noble’s army, and protects the liege’s domain from any
threat. Knights serve in their liege’s army, often command-
ing ghoul and mortal soldiers in the field. They may also
serve as emissaries or even ambassadors from their liege's
gourt to the courts of other nobles.

¢ Sheriff: The sheriff's duty is to maintain order within
a noble’s domain. Sheriffs ensure that the Traditions are
upheld and that anyone who breaks them is swiftly caught
and punished. They keep unwanted Cainites out of the
borders of their master’s domain and deal with any who
violate their territory. They also act as their liege’s eyes and
gars in other matters. Anything known to the sheriff is likely
to find its way back to the prince. The role requires both a
keenmind and an iron hand to keep order in some of the most
Pl"r'“li'lll.‘;- L{R'I['I'lHl]'lh._ "n.’h'hL‘.’TE_' neonates ]“:I".-"ﬂf' hi’!l’!l"l ]'-'.I'I.{'."l.?i'I"l Ly ECI
aut of control. Since they are responsible for the protection
of the domain, sheriffs are also among the first targeted by
their lord's enemies, either to co-opt them or eliminate them
and keep them from protecting their master.

* Warmaster: Whereas a sheriff’s duty is to maintain
order, a warmaster’s duty is to destroy order, at least the
order of other domains, as directed by the prince. A
warmaster is the general or commander of a prince’s or
noble’s army and leads them in the field against all enemies
in times of war. Since the start of the War of Princes,
warmasters have become increasingly common and no
prince in these nights would be without one. When not
directly leading troops into battle, the warmaster spends
time training the prince's army, gathering ractical informa-
tiﬂn,andurhtrwiﬁeprqwaringf{:-rtht*nﬁxrmnﬂic_‘t Rivalries
sometimes develop between warmasters and sheriffs over
the protection of the domain against the prince’s enemies
(ultimately the duty of the sheriff).

e Chamberlain: A trusted servant, the chamberlain
oversees the liege-lord’s personal needs and private cham-
bers. For Cainite nobles, the chamberlain typically
handles the care and protection of the lord’s resting
place, sees to the care of any personal quarters or cham-
bers the lord might require, and procures the vessels the
noble will feed upon. He also attends visitors at the
behest of the prince. Chamberlains may be entrusted
with preparing “feasts” for visiting Cainite guests or
courts, and often have the resources to acquire the
necessary mortal vessels without arousing suspicion. A
chamberlain may also handle the duties of the seneschal
(or vice versa) in a small domain or manor.

* Seneschal: The seneschal is entrusted with the care
and maintenance of the lord’s demesne, including castle,
manor, and lands. It is up to the seneschal to ensure that
supplies are maintained, servants are performing their du-
ries, and that all aspects of the domain run smoothly.
Unlike mortal seneschals, Cainites have little concern with
crops, crafts, or other living matters. Instead, it is often the
seneschal's duty to maintain the court invisibly within an
existing mortal castle or manor, or to ensure that outsiders
do not discover the prince’s domain. Entrusted with the
secrecy and safety of the demesne, and with its smooth
functioning, seneschals sometimes become the power be-
hind the throne, making this a favored position for Scions
on the Path of the Vizier (page 71).

e Keeper: The nature of the keeper's role varies
depending on the needs and desires of the lord. Keepers are
spiritual and mystical advisors. In the modern nights of
Europe, they are most often ashen priests, able to counsel
nobles on doctrine and spiritual matters, while also attend-
ing to the spiritual needs of the noble’s court. Some princes
also keep soothsayers, mystics, or scholars to advise them in
times of need. It is a sign of wealth to be able to maintain
more than one keeper, although some also point to it as a
sign of indecisiveness and weakness on the part of the
prince. While keepers often follow the Road of Heaven,
they may very well be Scions (particularly Viziers), since
keeper is a noble and powerful position.

* Scourge: The role of scourge is not widely sought
after by Scions, although many of them serve in that
capacity. This is because a scourge, while feared, often does
not advance far within a prince’s service. Poor scourges end
up destroyed at the hands of their prey or agents of an

LH?%PTFR TWO -

T e P T S g T ¥y
: s




&

3
-
A T e

.

o P

= T
Sl —

enemy. Skilled and capable scourges are far too valuable to
promote or lose to another position, so princes tend to keep
them where they are for as long as possible. A discontented
scourge can be a valuable ally for one of the prince’s
enemies, of course, so it’s not unknown for a prince to
become fearful of the scourge and order him destroyed. Still
there are some Scions who find that the role of scourge suits
them and perform it well for some time. They can become
forces to be reckoned with in their domains.

* Vassal: Although technically most Scions are
vassals, owing fealty to some liege-lord, a true and valued
vassal commands a domain of his or her own. These are
the landed knights and barons, or princes sworn to the
service of a lord or monarch. Most Scions aspire to the role
at some point, since a domain-holder has power and
resources that cannot easily be obtained through other
means. Of course, there are only so many domains to go
around, and the best domains are already claimed by older
and more experienced Cainites, so younger Scions often
have to take measures to ensure a vacancy above them
that they can move into.

Aopancement

Scions seek to advance in the service of their lord,
eventually attaining power and position for themselves.
There are two means through which a Scion may advance,
either promotion in the service of another, or through a
coup or rebellion in which the Scion seizes power (and then
attempts to hold on to it).

B

Promotion

Initial opportunities for promotion within the service
of a liege-lord are many for neonate Scions. Vampire lords
are always in need of more capable knights in this time of
troubles, and battlefield promotions (or even Embraces)
are not llfll{n“Wﬂ, ]:_!'H_Tt'i.l:'l,]ll_-lrl‘:,-' ‘l.:'r']:',IEI'I. hH“]t" ]"EH.":- [']:"I.:lﬂl'ltf".]
the ranks of a noble’s entourage. Scion initiates who prove
their worth, either as soldiers or as servants in other
capacities, quickly find themselves rewarded and put to
work for their masters.

Further promotion, however, may come slowly for a
Scion, sometimes painfully so. In the mortal world, the
feudal pyramid continually changes due todeath and retire-
ment, requiring new people to fill the places vacated.
Cainites, on the other hand, are undying, and a Cainite
seneschal or warmaster may serve his liege-lord indefi-
nitely, until the servant chooses to retire or is removed by
some outside force. On occasion, that outside force is the
vassal’s lord. More often, though, it is an enemy seeking the
vassal's position.

In Cainite society, as with mortals, promotions and
accolades come from those further up the social ladder. So
a baron may grant knighthood to a worthy squire or soldier.
Likewise the baron’s liege-lord may ennoble one of his
vassals, even having him replace the baron, if that is the
liege's wish. The great Cainite lords and monarchs have
tremendous power to make or break those within their
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domains, although many are constrained by how their
vassals would react. Few lords wish to provoke a rebellion
among their followers.

Coups andebellions

The other time-honored means of advancement in
Cainite society is through a coup, overthrowing someone in
4 superior position and taking it for one’s own. Since
vampires need never retire or surrender their power due to
age, this is often the only means of achieving the highest
ranks in Cainite society, particularly regency over certain
domains, or the title of lord or monarch. The holders of
those titles do not surrender them easily, and the victor in
acontest for them can find herself just as quickly challenged
by some new upstart. In fact, Cainite rulers spend a fair
amount of their time making sure their position is secure
against any would-be usurpers.

Courts of Shavow

As the setting sun stained the sky like a bleeding gash, Franz
dghed and began making preparations. Soon the whole of the
palace would be abed and darkness would shroud his nighttime

AMBITION VERSUS DUTY

1F rebellion is one of the prime means of
achieving power and position in Cainite
society, how does any domain avoid degenerating
into endless rounds of back-stabbing and betrayal as
the vampires seek to one-up each other! The truth
is that it does happen sometimes, particularly when
an alliance of vassals overthrows a powerful liege-
lord, then falls to squabbling among themselves
over who will rake the throne. For the most part,
however, the honor and practical demands of the
Road of Kings and the Cainite code of law help to
keep things in check.

For example, an ambitious Scion might seek the
position of another in a domain. It's not enough to
simply walk in and behead a rival, then claim his
position. After all, a prince reasons, what's to keep
such an upstart from doing the same thing to him one
night! Instead, it's necessary to eliminate one’s rival
through stealth and guile. Ideally, a Scion removes an
obstacle without anyone being aware of her involve-
ment in the matter, while positioning herself to step
forward and take up the rival's position once he’s out
of the way. Even better is to secure the prince’s
approval (tacit or expressed) to remove an incompe-
tent or disloyal servant in order to demonstrate the
worthiness to take their place.

Scions walk a careful line between pursing their
ambitions and seeing to their sworn duties. Not only
are these things important in their pursuit of their
road, they're also vital to their continued survival in
the face of ambitious and cunning rivals for power.

T rm————_—

comings and goings. He always had much to do in the night, but
tonight more than ever. Tonight was special.

The few souls still awake nodded to him as he made his way
through the halls, occasionally offering wishes of a pleasant night.
Franz resisted smiling at the notion. They had no idea of the sort
of night that he would have, of what would happen while they
slept, and that was just as it should be.

He spoke with the guards in the dungeon and made sure that
all was ready . They had no knowledge of what would become of
the prisoners they held — his lord and master had seen to that
but they did not question their orders. Then he saw to the other
preparations, speaking quietly and covertly with the other ser-
vants of the master, making sure that everything was taken care
of before the first guests awakened.

Finally, he made his way into the crypts beneath the castle's
chapel, where the previous rulers had been laid to rest. He
unlocked the gate with care, making his way down the steps into
the cold and darkness with only a candle and his oun clear
memaries to light his way. He passed by tombs with effigies atop
them, so cleverly carved they might have sat up and spoken to
him, but Franz knew they were just lifeless stone.

He stopped in front of a particular sarcophagus and
extinguished his candle, as he'd been told to do, plunging
everything into blackness as thick as ink. With practiced hanas,
he took hold of the edge of the stone lid and pushed, sliding it
open. As the scraping of stone on stone died away, he heard a
faint rustling sound, and quickly fell to one knee beside the
stone coffin. A cold hand brushed his face, and Franz reached
out to seize hold of it and kiss it.

“All is prepared, master,” he said softly, feeling the pres-
ence loom up above him. “Your court awaits you."

Throughout the known world, Cainites rule the night
and hold their nocturnal courts, often in the very same halls
and palaces of the mortals who rule the world by day. Once
the sun sets, the world is theirs, and wise mortals stay behind
locked doors if they are not already in the service of the lords
of the night.

Like the courts of the mortal world, vampire courts
have their own character, their own customs and rules of
etiquette that must be observed. An important part of
the training of any Scion is an understanding of the
subtleties of court and the games of power and domi-
nance played out there. Skill at court is just as important,
if not more important, than prowess on the battlefield for
a Scion who wishes to secure power and hold it for any
length of time.

Courtly Wanners

Despite the fact that they've become bloodthirsty
monsters — or, in the case of Scions, because of that fact -
vampires adhere to certain standards of behavior. The
Traditions outline the bare essentials of what is E‘.:{E‘.H:‘E.E{:d of
any Cainite, from neonate to elder (though elders are, of
course, less answerable to others). In addition there is a
body of proper etiquette for Cainites who wish to be
successful at court.

Much of this code is unwritten, passed from sire to
childe and mentor to student. This deliberately keeps
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the ranks of the nobility closed to social pretenders,
since they don’t know the proper ways to behave and
quickly expose themselves as inferiors. The exact cus-
toms vary somewhat from one court to another
(Storytellers should modify the difficulry for Etiquette
rolls in particularly foreign or strange courts until the
characters become acclimated to their ways). There are
some standards found throughout most of Europe, which
include the following:

* Respect for the Prince: Paying proper respect to
the prince is considered paramount. Princes can (and
have) punished, even destroyed, Cainites who fail to
demonstrate the proper respectful behavior and atti-
tude. This includes foreign Cainites, who are expected
to present themselves to the prince as quickly as pos-
sible upon entering the domain and obey all the
Traditions (notably the rights of progeny and destruc-
tion). [t also includes never leaving a room without the
prince’s leave, or deliberately turning one's back to the
prince (a sign of disrespect). A prince should always be
addressed by full title and name or as “my prince” or
“vour highness” (or even “your majesty” in the case of
true monarchs).

* Respect for Elders: Respect also extends to a
Cainite's elders and superiors at court. Neonates are
expected to defer to ancillae, ancillae to elders, and so
forth. Those of a lower rank should defer to those above
them. Technically rank supersedes age, bur an elder
vampire should be accorded respect regardless, even if
not a part of the court hierarchy. The older the vampire,
the more important to maintain a respectful attitude.
Particularly powerful Cainites are treated as peers of the
prince (although they do not supersede the prince in his
own domain, regardless of age).

® Discretion: Courtly Cainites are expected to be
discreet when it comes to certain matters. Unless there is
a “feast” in progress where vitae is provided for all present,
a Cainite should not feed openly, but in private, where
there is no risk of provoking others to frenzy (or of others
seeing the feeder frenzy, if it should happen). Weapons are
only carried openly in court with the prince’s permission,
and only the most trusted are allowed to carry weapons at
all in the prince's presence. Private matters are best kept
private, unless there isa pressing reason to talk about them
before the court.

* Polite Speech: Cainites who spend a great deal of
time at court are often given to flowery and delicate
speech. [nferiors wait for their superiors to address them
before speaking, and are expected to be polite but to the
point. Long-winded speeches are more common among
the nobility. The proper use of titles is important, since
failing to use them can be considered an insult. Princes are
HddI‘E‘:.:‘?:Ed as “my prince” or “1,'m]r highness.” Barons are

“my iUh (sometimes“ your grace 2 nghtﬂreaddrﬁsed
as “sir.” Lords are called “my lord” or “highness” and
mmmn_‘h:; are properly addressed as "‘:,rnur majesty,” al-
though some take on unique titles of their own. (More
information on courtly titles can be found in the Dark
Ages Storytellers Companion.)
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Widnight Festivals

Scions are among the most social of Cainites. Afterall,
what is a lord without vassals to rule over? Cainite courts
tend to be somber and silent affairs IL'{‘J:I'I'l[""clrl:‘d to their often-
raucous mortal counterparts, but Scions are known to
sponsor and attend various tournaments and festivals. These
midnight gatherings serve both to showcase the talentsand
achievements of the nobility and offer them the chance to
meet, strike alliances, hatch plots, and otherwise advance
tht:il' OWTL CAUSES. Th.{_“:r' dlfe CAaLse 1-[ W IerTOr 1-{]!' [H”T[H].“-, H['Id
any kine that stumble acrossa Cainite gathering are doomed
to death, servitude, or (occasionally) the Embrace.

Like their courts, Cainite festivals often happen under
the guise of mortal gatherings and celebrations. When the
kine have retired for the night, the vampires emerge and
take over their tents, pavilions, and fields and use them for
their own sport. Things like tournaments and county fairs
afford excellent opportunities for vampires to both congre-
gate and hunt. Few people are likely to notice yet another
cart laden with boxes trundling into town, and there are
always strangers in such places not likely to be missed. If
anyone happens to hear the sounds of clashing weaponsand
celebration late into the night, he is wise to stay inside and
pay them no heed.

On other occasions, Cainite lords and princes ordain
festivals and tournaments of their own. Set up in some out
of the way place and happening entirely at night — often
without campfires, torches, or lanterns— these festivals are
rarely noticed by mortals. Still they tend to remain close to
civilization, since there is always a risk of Lupines or other
creatures attacking. But even these may only provide Cainite
knights and champions with opportunities to prove their
mettle against worthy foes.

Attheir festivals, vampires engage in many of the same
activities as mortals. Merchants, both Cainites and mortals
in their service, offer their goods and crafts for sale. Sooth-
sayers and fortune-tellers (rypically Malkavian or Ravnos)
read cards or bones, offering cryptic advice and words of
wisdom. There may be musicians and performers (often
entranced or loyal mortal servants), and perhaps even
“feeding pens” of kine for guests, if the patron of the festival
is feeling particularly generous.

There are also many games and contests for Cainites to
test their skills: Jousts, archery competitions, and so forth.
More decadent and wealthy lords may sponsor other enter-
tainment, including battles between champions (willing or
unwilling, mortal or Cainite), perhaps against wild or ghoul
beasts. “Wild hunts”
sport. Winners of such games may gain a noble's favor,
perhaps even sponsorship on the Road of Kings or other
accolades. [t isalso common for affairs of honor to be settled
on these occasions. Duels berween Cainire knights draw a
great deal of attention.

with human prey are also a popular

A midnight festival can be the social event of an entire
year (or more) for a domain. It makes an excellent story
hook, since there is always so much going on even at fairly
small regional festivals, to say nothing of the more elaborate
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ones thrown -i“.n' ["ﬂ".*r'rr{'=..=| lords. A coterie should have no

difficulty finding things to do at a midnight festival.

Clans on theovad

Although some prefer not to acknowledge it, Cainites
fiomall 13 clans walk the Road of Kings. Though separated
w their diverse bloodlines, Scions are united by their
common goals of excellence, kingship, and guidance for

their fellow vampires.

TRIALBY COMBAT
/@riﬂi by combat is an accepted and time-honored

way of settling marrers between Cainites, as it is
between mortals. Such a trial must be countenanced by the
local prince or noble, and witnessed. Ashen priests often
helpofficiate such trials. The challenger traditionally throws
down a gauntlet before the challenged as a sign of the duel.
If the challenged Cainite picks it up, then the trial is set,
typically after the next sunset.

The participants are permitted to wear full armor
and usually fight with swords (although other melee
wedpons are permissible). When both participants are
knights, the contest often takes the form of a joust,
beginning on horseback with lances and then moving
to fighting on foot when one participant is unhorsed
(it's considered dishonorable to fight from horseback
against an opponent on foot in these contests). The use
of Disciplines is generally permitted, although the
prince may place restrictions on them, if he so desires.

The combat lasts until one of the combatants
either yields or is killed (or sent into torpor). In many
cases, only the death of one of the combatants will
settle the matter, although an honorable opponent
usually accepts a foe’s surrender. It is not uncommon
for Cainites to frenzy in" the midst of a trial by
combat, although doing so is considered a shameful
lack of self-control among Scions (that is, cause for
a degeneration roll).

The winner of the trial by combat also wins the
dispute between the combatants. So if one Scion accuses
another of a crime, then defeats the accused in a trial by
combat, the matter is settled and the accused is guilty. [t's
usually a moot point by then, though, since the accused is
probably also destroyed.

Often the coup de grace in a trial by combat
comes not in the form of sword stroke but the Ama-
ranth, as the victor feeds upon the vanquished. This is
one of the only occasions where diablerie is practiced
openly on the Road of Kings, if a younger Scion
challenges and feeds upon an elder. Some ambitious
Scions use such challenges as a means to advance,
although challenging an elder is no small martter.
Princes often dismiss spurious challenges, and even if
they do not, the challenger must still win against an
older and more powerful opponent.
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Different clans view the Road of
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Kings in different ways, with Scions prone to particular
paths, interpretations of tradition, and ways of pursuing
their goals.

The High Clans

The High Clans — the nobility of the night — are
natural adherents of the Road of Kings. Scions from
these clans are the most common, and most consider it
their right to walk the Via Regalis, although not all do so
for the same reasons.

Brujab
There are two uses to which power can be put: Creation

and destruction. Destruction is simple. It takes little effort to
raise a mob, or even an army, to send them off to their deaths

for a cause they may not truly understand, It takes little skill to

rare a towm or even a jmfm:e, to des LTy @ {.‘{Jmmtmif}' or a
civilization. The true challeige of potwer.s ereation. Can you
build something néw atap the-ashes'of the.ald? Can you make
it better and strongerthan it was, beforerCan you keep it safe

from all harm, strengthen it When ircwéakensy and cut out

whatever threatens 12 Therdnd only then,youwrmay have
what it takes tobe a king.

Some wouldthink the ggalitarian Brugah ill-suited
to the Road of Kings, but rhey forget that the Brujah
have heenand remaingreat leadersamong the Children
of CainesT hey simply'choose-to-exercise a different sort
of leadership than most vampires are‘used to. Brujah on
the Road'of Kings centernthemselvesawith the duries
and responsibilities of kingship asamuch as the.accumu-
lation of power and dominion. leis theidury of aleader
to show subjects fhe way, ro serve as4n exampleiand a
ouiding elderwhile'éncouraging their fledglings.ro test
their own wings: Atleast, so say the Bnigah thinkers and
philosophers.

In triith, while many Brujah Scions-aspiretothe role
of Avise and benevolent leader, most-are forcéd by the
realities of leadership to compromise their ideals, at least
enough to ensure that they remain/in power: While they
may liken themselves to anéientand legendary philoso-
pher-kifigs, the Brujalican also be'blind someérimes to the
petty and base nature of humanity. The Brujah are also
faced with. controlling their legendary tempets, if they
wish to be successful ‘Scions. Their tendency towards
frenzy can testroy all thar the Brujah have-builtiin an
instant of weakness, Brujah Scions work terergate strong
states whete security and prosperity.offer places forart and
learning to flourish. Although they are not evenrclose to
recreating the glories of lost Carthage, their dedication to
thatgoal does nat waver.

Some Brujah Se¢ions follow the Pathiofithe Vizier,
becoming-advisors to mertal milers in an etfort to guide
them toward. right-thinking and“produgtive ways. Of
course, forevery Z¢€alot Scion trying todbaild up a king-
dom, another ﬂruj;ih rebel tries to tearif down so that
something new can be built in its place. So the cycle of
destruction and creation goes ever around and around
with the Brujah and their dreams.
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Cappavocians

You would know of the Road of Kings? Come here then, for
I have spoken with kings and queens who ruled lands that have
long since turned to dust. [ have walked through their royal burial
chambers and seen the treasures they left behind them. How
many kings:have ruled these-lands? How many move will rule
them in the generations tacome? The secret of the Road of Kings
is that power is fleetingtn the mortal world, bt our world, in
a world beyond death, power;-like us, canbe eternal:

The scholarly. Cappadociansiaré notgiven to the
pursuit of power. Knowledge and insight are whart they
crave above all else. Still;, some members of the clan
find their way onto'the'Road of Kings and find mean-
ing there.

The Cappadoeian view of kingship focuses more on
the nighttime world of the Damned rather than the
fleeting and brief existence of mortals. They know that all
things die, including kingdoms and nations, so there
seems little point to seeking temporal power. It will only
be gone in a.martter of generations. Power should not be
acquired forits own sake, but for the opportunities power
grants, T herefore, the Cappadociansare most often drawn
to the Path.of the Vizier, becoming advisors to other
Cainite ‘Seions'in_exchange for their patronage. Princes
often sponsor-research and scholarly enclaves for their
Cappadocian advisors.

Lasombra

Come closer, child. There's nothing to fear, now. If you
would know about the Road of Kings, it is best to learn from the
source, after all. Oh, the Ventrue thinkthey are the embodiment
of kingship when all theyvéally.do is'apemortal ways and call it
tradition. We wnderstand about true tule; the kind tharrequires
no crown, no throne, but wields greater power than any morial
monarch knows. In truth, ices power that matters, not appedr-
ances or titles or ceremonies.-The key to power is_the.ability to
rule from the shadows rather than standingin the light, since we
know wellhow much-the-light can burn .

The Lasonibra are one of the most influential clanson
the Road of Kings(the other being theirrivals, the Ventrue).
The Magisters embody the ideals of striving for personal
greatness and power, but they disdain many of the outward
trappings of the Via Regalis that the Ventrue and others
love so much. Tothem itis the powerand greatness that are
important, not the ceremonies and titles, aithn}ugh there is
no lack of either in the Lasombra’s ranks.

Since they prefer to be the power behind the throne
rather than the power an it; Lasombra Scions often follow
the Path of the Vizier. They are strongly associated with the
Church as well: Ecclesiastical Lasombra are split between
the Road of Heaven and the Roadof Kings, the former true
believers in the faith (orat leastsomeform of it). The latter
see the Chutch-as meréely another path to.power and
influence, and there is arguably no greater single power in
Europe. Unfortunately for the Lasombra, they are by no
means alone in the ranks of ‘the Church, and infighting
between Scions and Faithful among the clan limits their
influence over Christendom.
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Toreador

Beautiful, is it not? My sive had it commissioned not long
after my Embrace and presented it to me when [ first took my
oaths as a Crusader and vowed to visit the Holy Land. It has
served me well in all the many years since then. You could find
no finer blade in the world. See the scrollwork by the hilt, and the
setting of the stone in the pommel? It is truly a work of art, but
mare important than its beauty is what it represents —+ honor,
duty, sacvifice, glory. I vecall all these things every time [ look
upon it, every-timle my fingers caress.jts hilt- May Sou say the
same about-your pun-blade one night, my-childe .

TheToreadorunderstand duty and responsibilityquite
well. The very core of the clan's ideal is the preservation,
protection; and nurturing of beauty and act. Some Torea-
dors find-the best way to do so is through the pawer given
to a prince or noble to be-a patronof the arts, There is also
much to be said for the artistry of a brilliant political game
well played and the pleasures that come with power and
position in~fainite society. All these things-draw the
Artisans to the Road of Kings, seeking the powerto make
their dréamisa reality and to preserve what they valae most
in the werld. Unfortunately, some Toreador Scions see
their dreams turn to dust before them, and find that their
enemies strike-af them where they are-most vulnerable,
through their treasures and their art. The ‘anger of these
wounded Arrtisans is terrible to behold.

The Road of Kings has never beenso attractive to the
Toreador than since the start’of the Age of Chivalry in
Europe. Many Toreador neonates have joined with knightly
orders and embrace the Path of Chivalry, with various
Toreador princes and nobles creating and patronizing those
orders to cultivate noble and knightly qualities among their
vassals. The Toreador knight-errant has become a common
sight in the courts of Europe, particularly in France where
thL’" L_]H.n I"ll"]d:‘r S0 ]HLlL'h ].I'IHH":‘.‘TH'.[T".

Lqimise

So, you would claim the right of.a king, would you? What
do you know of the rights-of kings? ' When you have dwelled in
these mountains for a theusand years, watched the mortal
villages in the valleys springup like mushraoms, carefully tended
and pruned yowr garden, when you and the land are of one body
and one blood, thenyou may begin to understand the true right
of kings. Unfortunately, youwill not have thosé apportunities.

The Fiends understand the exercise of power like few
other Cainites, having so long ruled their voivodates in the
distant lands ‘they'call their own. They consider the
Lasombra, the Ventrue, and Scions of other clans pretend-
ers to nobtlity at best, like children playing at the game of
kings and princes, but power is no game to the Tzimisce.

The pursuit of personal achievement espoused by the
Via Regalis echoes the truths of the \Tzimisce Road of
Metamorphosis; and this has influenced the Fiends' view of
kingship. They are far less concerned. with -duties and
obligations<— one ensures the safety and security of one's
own domain and the rest isno one else’s business. For them,
the Road of Kings is about attaining and keeping personal
power and control: Control over the Beast, control over the
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hody, control over one's subjects and one's inferiors, and
showing proper deference and respect for one’s betters (few
though they may be).

Dentrue

Know, my childe, that the noblest of blood flows in your
veis, not just the blood of your mortal line, but the blood of
Caine, down through the ages to me, your sire. Qur blood makes
wdestined for greatness inthisaworld. | saw such potential in you
when I chose you, and now | have given you the gift as it was
aventome. We carry the blood of kings you'and I, and I expect
areat thinigs of you, great things indeed.

No.¢lan embodies the ideals (and failings) of the Via
Regalis more than the clan of kings and princes, the
Ventrue. Throughout history, the Ventrue have been asso-
siated with the Road of Kings, and it withithem, despite the
hest sfforts of some other clans (such as the Lasombra) to
wrest control awayfrom them. The road began with the
Ventrae in the final nights of the Roman Empire and' waxed
with them into the Long Night of Europe, and now guides
themyin'the War of Princes.

The Ventrue see themselvesas mentors and guides for
other Scions. As such, it is.their Patrician duty to provide
fit examples-of the road and its ways. It i$also theirduty to
their clan to remind others of their place inrthe scheme of
things sometimes. While they respect Scions of other clans,
the thought that these others may prove the equals of the
Scions of Clan Ventrue scarcely crosses their minds.

The Lot Clans

Cainites of the Low Clans also walk rthe Road of Kings,
although they are few by comparison to High Clan Scions.
Childer of the Low Clans face many challenges in attaining
and following the Via Regalis, not the least of which is the
prejudice and disdain of their high clan brethren. Still, the
Road of Kings is about overcoming all such obstacles, and

the Low Clan Cainites who do so become true f..‘ﬂ'n']I‘:lﬁ rs of

| 3
their road.

Issamite

The Franj would be siirprised by many of ourways, I think.
To them we are Saracen-assassins, slinking in the shadows,
daying in exchange for blood. They see-anly what they wish to
see, a mere shadow of our truenature. Thatis because the ways
of the Banu Hagin are not for outsiders, but only those of the
e blood of our Founder! It is not we who are wncivilized. We
have the guidance of Hagim to show us the way.

More Assamites follow the Road of Kings than most
Eurapean Cainites suspect (or would admit to). Twaopat-
ticular paths appeal ro the Saracens. The first is the Tarig
el-Harb, ‘what they reall “the Road of \War,” 'which is
described in Veil of Night. It isa path of the Road of Kings
somewhat like the European Path of Chivalry, although
embracing Muslim warrior ideals. Assamite warriors are its
most common-adherents. Unlike the Path of Chivalry, the
Tarig el-Harb does not embrace the virtue of Conscience,
but Conviction, like the Road of Kings.
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The other common Assamite path is the Path of the
Vizier (page 71), followed by many of the vizier caste of the
clan as the embodiment of Hagim’s teachings regarding the
accumulation of power and control. Some Assamite princes
choose to follow the Road of Kings much as it is known in
Europe, since they rule openly, but the virtues of subtlety
are so respected among the Assamites that even these
princes often follow the Path of the Vizier.

Follomwers of Set

The Road of Kings is open to the Children of Set, because
we understand there is only one, true king and he shall rule over
all the Earth when his time is come. Heatillneed capable vassals
to gowern indhis name’ so e prépare for when-thestime is right.
Ovther pretenders toy the throme will come to serve the Dark Lord
as we do thanks to-otr subtle pations and-ewrating words orelse
they will be toppled and réplaced.

Setites do walk the Road of Kings/to bestire) thoogh
their purpose differsfrom that of other Scions. The Followers
of Ser know that their god and siré will return onenight to
claimhisdominion over the Earth, so his servants merely rule
and seek power in his namé, preparing for that time. The
values and teachingsof the réad are nseful to Setite rulers and
princes in maintaining their domains in distant lands.

In Europe, Setites are less likely to follow the Road of
Kings itself and more likely to chogse one of its paths,
allowing them to seek power behind the scenes. The Path
of the Vizier is quite commdn. The sly Setite advisor to
court is someone Cainites with any sense know to avoid (or
at least stay on good terms with ): Sorne Setite viziers even
conceal their presence entirely, appearing in secret only to
those 1?1&1_; counsel.

The Path of the Merchanes another to which the
Setites have taken>with a will:, While the HighClans
disdain such gross mercantilism) the Followers of Set are
drawn to it naturally. The wealth afidinflttence they gather
helps to further strengthen their position in Cainite soci-
ety. Setite merchants are well known for their ability to get
anything a customer may desire... for a price.

GBangrel

So your king has sent yo to parley with me, has he? Then
let me tell you something of Kiigs,-litele‘'one, something you can
carry back to your lord and mastér.’A kang who must hide behind
courtiers and armored knights; who cannot lead his men onto the
field or-battle, or hold a sword,;-or meét with a peer face-ta face,
is na king at all but a coward.. The rightof a chief is notwon by
accidentof birth ot bloodline . Ieis achieved by deeds and held by
them as well If your Liege would parley with'me, thentellhim to
come himself, if-he dares-

[t's the rare Gangrel that follows the Road of Kings; but
they are among the proud leaders and’ chieftains of their
clan, Gangrel Scions are often associated with tribes or
bandsof barbarians in the leastcivilizedplaces in the world,
far from the palitical games of other Cainites.\ In their
domain, honor and*courage are important; net subtlety or
courtly mannets: Eike thetest of their clan, Gangrel Scions
are bluntand suaightforward.
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Gangrel on the Road of Kings sometimes have diffi-
culty restraining their bestial natures. They give rein to the
Beast in battle, showing tremendous savagery to their
enemies, while keeping it under control off the field so they
LAl rth'.I'II'!ET Ihf.‘lr ]-Lilf_'f With Wi::‘.di.)[‘ﬂ Hﬂd Z‘E-'l}lJI'Il'.] jljc]:._{[nt‘.nt.
They take oaths and matters of honor very seriously. Qath-
breakers are likely to slake the Scion's thirst with their
blood, if the Gangrel even deigns to drink from such a
creature. Otherwise they're simply left for the crows to feast
upon, or exiled to a slow death in the wilderness (often at
the fangs and claws of Lupines).

MWalkavian

Oh yes, my lord, your greatnessiswritten in the stars and
whispered on the wind to me At is plain for all to see and yet they
do not acknowledge it; and they call me a fool, eh? But no
matter, you understand a little af your destiny, and I under-
stand that you must know more. Tam willing to instruct and
guide you, if you will accépt my-guidance and provide for my
needs. I can tell you things you can hardly imagine, unless, of
course, you would prefer-not toknow. Think carefully before
answering, my lord. My giftismot fog all, but only a special
few. Are you one of them?

The Malkavians rarelytise to the rank of prince, or
any role other than court.jestersin the eyes of many
Cainites, but there arg certainly Malkavians on the Road
of Kings, and the power theywield is considerable. Since
time immemorial, vampire lords and princes have had
Malkavian advisors and seers because they recognize the
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insight in their madness. Of course, they try not to
become too reliant on these advisors, but they cannat
deny a kind of lure to the strange wisdom of the
Malkavians. Some princes have fallen under the sway of
a Malkavian soothsayer or counselor, eventually going
mad themselves, all while their advisor acts as the power
behind the throne, ruling the domain in their name.
Those who think the Malkavians have no aspirations to
power are sadly mistaken.

Malkavian Scions most often follow the Path of the
Vizier, preferring to remain on the sidelines, although there
has been an increasing number of Malkavian Scions seek-
ing power openly since the War of Princes, and even
Malkavian paladins following the Path of Chivalry. Some
Scions try to see a method in the Malkavians' madness,
while others know that such efforts are futile and poten-
tially c[nngunum to one's own sanity.

Aosferatu

Welcome, childe, tomy court. Itisnotas pretty as those you
are wsed to, ['m sure, but it is mine nonetheless. My word is lau
here, and you should consider that before you do anything
foolish. It would be a shame to see such handsome features
marred, now wouldn't it? Good. Now tell me why you have
petitioned an audience with me. If your request pleases me as
much as your manners, you may vyet leave here with what you
came for, and with that pretty face intact.

No clan is lower than the Lepers, despised and kept
out of sight of others. So it is little surprise that few
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Nosferaru follow the Road of Kings. Still, even some
among these lowest of the low have ambitions and plans
of their own. The Nosferatu long ago learned how to
secure power for themselvesand their clan through gath-
ering and trading secrets and lore, and some Lepers find
that power very pleasing.

The Path of the Vizier suits most Nosferatu Scions

well. Indeed, they embody the ideal of the unseen advisor
pulling strings behind the scenes. Oftentimes even the
other Cainites of a noble’s court won't"know of the
existence of their liege's secret counselor, who whispers
knowledge gathered throughout the domain, some true
and some not, carefully woven to ensure thar things go as
the vizier wishes rhem to. The Scion's enemies suffer
unfortunate “accidents” or simply vanish altogether into
the catacombs or dark, hidden places of the domain. How
many domains-in Europe are actually ruléd from below!
None can truly say, and few would be willing to venture a
ouess, lest it be overheard:

Mvnos

Oh, ave, Lam a king indeeéd, a king without a kingdom,
for [ was foully depesed from my rightful domain by my most
musted counselors, who conspired against me because they
feared my ﬂ'ﬂh*i'utu rule. I was barely able to escape thanks to
the efforts of a few loval servants, who sacrificed themselves
that | might flee ahead of the assassins. All could take with me
were & few trinkets, precious sealsof my kingship passed down
through the ages. Now I'am fovced to sell thenwin order to raise
the forces I will need 'to retake my domain’. But rest assured,
even though it may take a hundred vears, | will succeed! So
although'it pains me, [ must ask. Whatyou would pay for these
small tokens of kingship!

The only clan with virrually no Scions among its
ranks is the Ravnos, who find the very idea of kingship
asitisdefined by the Via Regalis laughable (and they'll
be glad to tell you so). The responsibilities-and duties
that come with being a Scion are as repellent as sun-
light the Charlatans, who value their freedom above all
else, and do not want to be tied down to a domain or
bound by Gaths.

Naturally, the Ravnos area thom in the side of any true
Scion who must deal with them, simply because of their
disregard for all that the Road of Kings and its adherents
stand for. Ravnos make oaths and then break them at the
drop of a hat. They lie, cheat, and steal with no regard for
the law. In short, they dowhatever they can get away with,
forcing the Scions to ensure that justice is done, assuming
they can catch the culprit in the first place.

Tremere

Knowledge is the key that unlocks power and power is the
ultimate goal of knowledge, or else that knowledge is useless.
There are those too timid to turn the key in the lock, to throw
apen the door, and to claim what lies beyond it for themselves.
They vemain forever locked in the tiny chamber of their
existence, never knowing what could have been theirs. It is the
ones with the knowledge to find the key and the will to use it that
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understand power and its benefits. That power is ours now,
and we are not afraid to wield it.

Power is the watchword of the-Usurpers. It was for
power that theyseized vampiric unlifefor themselves. [t was
for power that theydiablerized-Saulot' and created the
Gargoyles toserve them. TheTremeredesire forpower and
control drew them tothe Road of Kings soonenough, once
they began to understand more of theirCainite fnature. It
now remainsto be seen if the Usurpers can hold on to the
power that they have seized,

Tremere Scionsembodythe ambition of the ViaRegalis,
theunquenchable thirst for power. The Path of the Tyrant
¢dalls to some of-them, although the Tremere do not as yet
have the influence in Cainite societ 3- to stretchtheirpower
as far.as they would'like it to'go. Some Tremere find the
subtle Path of the Vizier bettersuited to worming their way
into'the courts of Europeas valuable advisors'in.the War of
Princes, particularly for those whe fear /Assamite and
Tzimisce soreery. Once they-arein place; the Tremere are
difficult ro dislodge, and-they-quickly exrend and secure
their influence. ‘Any-prinée who makes the mistake of
trusting a Tremere advisor toefar is likely to become aruler
in name only.

Factions and Patbhs

Although the Scions of the Road of Kings do their
level best to present a united front to the rest of the
Dark Medieval world, the truth is that the road (and
its followers) are as fractious and divided as any other
part of Cainite society. The Road of Kings is about
achiev INg pOwWer, and ultimartely only some Scions can
attain the power they seek. Some do so through par-
ticular factions or sects of the road, while others
follow a more orthodox way, sometimes directing the
wrath of their fellow nobles against the young upstarts
and their new ways, other times creating new factions
to serve their own ends.

Paths Along theFoad

Along each road, adherents disagree about the tenets
and ideals of the road, much like religious schisms among
mortals. Like those religious debates, conflicts over the
orthodoxy of a road may lead to the creation of different
sects, what Cainites call “paths” of the road. The various
paths share many of the same ideas as the orthodox version
of the road, but emphasize particular qualities or virtues
they believe will lead them to understanding and allow
them to keep the Beast at bay.

The paths of the Road of Kings tend to be more unified
than most. On some roads the different paths may struggle
against each other, but for the most part the various paths
of the Road of Kings cooperate because they all recognize
the importance of authority, fealty, and duty. Therefore it
can be difficult to determine exactly which path (if any) a
particular Scion follows, since he is not likely to proclaim
it as clearly as others do. The followers of the Path of




Chivalry are the most obvious, but even thev tend to blend
in among the orthodox Scions who also embrace chivalric
ideals and the trappings of knighthood.

For more information about the Paths of the Road of
Kings, see Chapter Three.

The Vath of Chivalry

Scions following the Path of Chivalry (known as
Paladins), embrace the ideals of knighthood, so much so
that they have put aside the ambition so common to
Scions and devoted themselves wholeheartedly to cham-
pioning the weak and helpless. Paladins believe it is their
'Lli.ﬂ":.-' to serve above all else, whether their ll:&gt‘rlﬂn{, the
cause L]fjl]?i-[i('.t‘, or the needs of their p:_*uplu (both mortal
and Cainite). Paladins are not loath to accept power or
authority rightly earned, nor are they as likely to abuse it
as others are. They see it as their duty to uphold the rule
of just and honorable princes but to bring down those who
dishonor the Road of Kings. Of course, as in conflicts
between mortal knights, the definitions of honorable and
dishonorable often depend on the Paladin's own alle-
oiances and oaths.

Other Scions tend to see Paladins as well meaning and
honorable to a fault, if somewhat naive. Paladins are valued
vassals simply because they are less ambitious than other
Scions and are extremely loyal, provided their liege does
nothing they consider cause enough to turn against him.
The more cynical followers of the Road of Kings see
Paladins as potential dupes they can manipulate, but they
are often mistaken, and need to be taught a painful lesson
by these noble knights.

Lhe Bath of the Neerchant

Power comes in many forms, and while land and
vassals are the most common source of power in the Dark
Medieval world, they are by no means the only one. The
followers of the Path of the Merchant have discovered
another source of power: Wealth. Rather than the wars of
kings and princes, Merchants concern themselves with
trade and business. Their battlefield is the marketplace,
their fortress the counting house, their domain the ware-
houses and caravans of the world. Merchants see their way
as wiser than the typical Scion who seeks to rule a domain
ina world already crowded with would-be Cainite princes.
Insar::ad, tht:‘g.' create new domains, mercantile ':‘.m}'-"ll'{fﬁ,
and rule them.

Merchants often come from the Low Clans, since
Scions of the High Clans scoff at the idea of grubbing
for money. They barely acknowledge the Merchants as
Scions, much less as peers, although they recognize that
the goods they sell and trade help keep the mortal herd
prosperous and healthy. Sometimes the Merchants even
manage to find things of interest to Cainite nobles.
After all, one must acquire rare silks, gems, and other
fineries from somewhere. The Merchants always seem
happy to provide, and all they ever ask is a fair price,
and perhaps some consideration in the future, when
they might need a favor.

o f/'m
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TheBath of the Tyrant

The quest for power is at the heart of the Road of Kings,
and none seek power more visibly than the adherents of the
Path of the Tyrant. To them all honor, rituals, codes, and
traditions of the Road of Kings are merely tools, techniques
one can use to attain and hold power. Honor is unimpor-
as honorable is what is useful. Whatever
allows a tyrant to achieve his goal, that is what he will do,
and he will allow nothing to get in his way.

rant; being seen

Ot course, even Tyrants recognize the importance of
the feudal network of obligations and oaths of fealty. [f they
did not exist, no ruler could effectively govern beyond the
reach of his own powers. Again, theyare useful in achieving
a Tyrant’s goals, so they must be upheld. Those who defy the
law in a Tyrant’s eyes must be severely punished as an
example ro others.

Tomost Scions, Tyrants are somewhat crude and grasp-
ing, although there is no small amount of admiration for a
Tyrant who is successful. Paladins consider Tyrants the worst
examples of the Road of Kings, while Tyrants consider
Paladinsromantic foolsand potential pawns in their schemes.
All Scions know to handle Tyrants carefully, particularly
those who have achieved a measure of power, since challeng-
ing a [ yrant is a sure way to provoke a conflict that can only
end with one side or the other destroyed.

ThePath of the Vigier

While Scions have a reputation for grandstanding,
some understand and practice great subtlety. Adherents of
the Path of the Vizier see knowledge not wealth or
military prowess — as the key to true power. Viziers are
scholars by nature, but not ascetics who would prefer to it
in their ivory towers to read and debate philosophy. They
put their knowledge to work for them in the Cainite courts
of Europe, shaping the future to suit their ends.

Many vampire princes and nobles have Vizier advisors,
counselors, and aides in their courts, and rely on their
wisdom and knowledge. This is just as the Viziers wish it
since it gives them influence. More than a few noble courts
are ruled from behind the scenes by the prince's Vizier. This
makes the path useful to Cainites of the Low Clans, who
cannot easily achieve such power openly and prefer to work
clandestinely.

Orther Scions therefore see Viziers as useful and impor-
tant allies, although a wise prince never trusts a Vizier too
much. More martial Scions often scoff at the scholarly
manner of the Viziers, but those who underestimate or
dismiss them often come to regret it.

Rnightly Orders

Over the past few centuries, orders of knighthood have
come to increasing prominence on the Road of Kings, as
Scions embraced [he ideals of chivalry. Cainite lords and
princes sponsored various knightly orders of their own
while Scions also chose to join (or remain with, in some
cases) mortal orders of knighthood. Cainite knights who
must pass as mortals usually claim to have sworn an cath not
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to see the sun again until they have fulfilled a particular
duty or some other event comes to pass (the liberation of
the Holy Land is a popular choice).

Membership in a knightly order is the goal
nearly every Scion on the Path of Chivalry, and many
others on the Road of Kings consider it a worthy means
to achieve status and recognition, and to advance in
the service of one's liege. Unlike mortals,
often view ]{ni;_!hth:md as but a stage of their existence,
something to indulge in for a few decades until they are

(Cainites

ready to move on elsewhere. Elders see it as a fine way
to occupy and temper the fiery narure of many neo-
nates, shaping them into worthy Scions and having
them available when the call to battle goes out. Younger
Cainites are often caught up in the ideals of the order
and the opportunity to serve.

Although Cainite knights usually move on to pursue
other interests after some choose to remain in
service and uphold the cause of chivalry for far longer. They
typically must leave their chosen order at some point. Even
if they are successful in concealing their true nature, their
mortal brethren are likely to notice a knight who does not
age a Ll;ij,-' over the course of decades (members of Cainite

a nme,

orders do not have such concerns, of course ). Some Cainites
are known to move from one order to another, changing
names and identities over the years, even posing as their
own descendants in other lands, An elder Cainite knight
may have served with several orders over the course of a
hundred years, and seen much of the world in doing so.

Mortal Oroers

Many prominent mortal orders of knighthood count
Cainites among their ranks. Ironically, they include the
most powerful ecclesiastical orders in thL world. The Poor
Knights of Christ and the Holy Temple of Solomon, or the
Knights Templar, have Cainite members, either mortal
knights given the Embrace or (more rarely) Cainites that
have joined the order since their Embrace. Some Scions
ilso dwell among the Knights Hospitaler, the Teutonic
Knights, and various other mortal orders. Followers of the
Road of Kings and the Path of Chivalry are the most likely
Cainites to join such orders, although followers of the Road
of Humanity are quite common as well, preferring the
company of their mortal comrades.

THEUNTOUCHED ORDER
O ne mortal order of knights is, as far as the

Scions know, completely untainted by the
Children of Caine. This order — the Poor Knights
of the Passion of the Cross of Acre — is relatively
young, and yet seems to have a presence throughout
Europe. However, while no Cainite lord can say for
certain, many Scions suspect that some undead
crusader has the ear of the order’s Grand Master,
given how well-informed the knights seem to be
about Cainites.

Cainite Oroers

A number of entirely Cainite orders of knighthood
exist, most of them established by Paladins devoted to the
ideals of chivalry or Scions who saw the usefulness of such
orders. The best known of these is the Order of the Bitter
Ashes, which is sworn to protect holy relics, fight against
creatures that threaten humanity (including many vam-
pires), and to aid those rare Cainites who seek redemption
in the name of God. Only Paladins are selfless and devoted
enough to join the ranks of the Bitter Ashes. Other Cainite
orders of knighthood have romantic ideals, but not quite as
lofty or fanatical as the Ashen Knights. They are strongly
influenced by the Toreador clan, which was instrumental
in founding most of them at a time when the Path of
Chivalry was in its infancy.

Other Cainite orders include the White Company, a
Castile-based order led by a Toreador of pristine reputation;
the Fellowship of Our Lady, a very small order founded by
an English Cainite who received a vision of the Virgin
Mary; and the Order of Chanticleer, a zealous order of
demon-hunters and staunch enemies of the Baali.

For detailed information on these orders and on the
mortal orders, consult The Ashen Knight.

Guilds and Weerchant Houss

Followers of the Road of Kings have taken an increas-
ing interest in merchants, craftsmen, and other well-oft
COMIMONErs. ;":"th}'l{flngI'l |H{;|<111g titles and lands, these folk
still have influence in mortal society, and influence is the
stock in trade of the Via Regalis. Some Scions have found
wealth and commerce a better route for them to follow
than conquest and brinkmanship. This is evidenced by
the appearance of the Path of the Merchant and its
HLl[ﬂ'."iL'L]LJf_‘nl grnwlh.

Cainite merchants have begun to extend their influ-
ence throughout Europe, creating a network of servants
they can use to send goods and information almost any-
where, and providing a means for other vampires to travel
with merchant caravans as “cargo.” Most Scions look down
on their mercantile brethren, considering such affairs be-
neath them, although they have to admit that they are
useful from time to time. Mercantile activity represents an
opportunity for Scions from the Low Clans to advance their
cause in the higher ranks of Cainite society.

Cults

Like all Cainites, Scions often make use of cults to
gather followers (both mortal and Cainite) and to keep them
loyal over the years. Cults of the Road of Kings tend to focus
on giving the Scions vassals and servants they can call upon
as needed, whatever the cult’s stated purpose may be.

Scions take a utilitarian view of cults. The cult’s beliefs
and tenets don't really matter so long as they accomplish
the founder's goals. Scions have few qualms about exploit-
ing religious fervor, nationalism, or nearly any mortal vice
in order to create a cult that suits their needs. For example,




Mithras, the Prince of London and vampire monarch of
England, longago co-opted the Cult of Mithras and adopted
the name and identity of the deity. Although the Methuselah
doesn’t believe in any of the cult’s dogma, the Cult of
Mithras is ideally suited for gathering followers among the
soldiery, where Mithras' primary interest lies.

Other Scion cults are dedicated to the preservation of
particular noble families or bloodlines. Ventrue, who
have old ties to the noble houses of Europe, tend to favor
these sorts of cults. They range from those dedicated to a
particular noble house to ages-old conspiracies to main-
tain a human bloodline, said to be descended from the
blood of Christ himself (through Mary Magdalene) and
destined to rule over Europe and the world. Royalist and
patriotic cults allow Cainites to shape the political future
of nations over time.

For more information on the creation and use of cults
by vampires, see Ashen Cults.

Sallingfrom the Path

Esteban stood proudly, defiantly, before the tribunal. He
was clad only in a simple habit, like that of a monk, but he wore
his dignity like a cloak despite being stripped of all other signs of
rank or office. He was not shackled or bound — they permitted
him that, at least — though he knew there were archers and men-
at-arms close at hand, watching him warily. The thought that
they were so frightened of him pleased Esteban somewhat.

The head of the tribunal raised her hands for silence and the
murmur in the chamber and in the galleries above died away .

“Esteban,” she said, fixing him with her dark eyes.
‘Have you anything else to say before the decision of this
tribunal is pronounced?”

He took astep forward, keeping his hands folded in front of him.
“ only wish to offer my prayers that the Lord,, in His infinite mercy,
will open your eyes to the truth I have seen, that you will give up these
worldly pursuits and come to him as true penitents, to seek His
forgiveness for your sins. [ will pray for the salvation of your souls,
although your fate vests in your hands, and in the hands of God.”

There was a moment of silence before the head of the
tribunal spoke again. “Esteban, since you forsake the duties and
responsibilities laid upon you as a Scion of the Via Regalis, it is
our judgment that you be stripped of yowr titles and domain,
which shall revert to your overlord, to be disposed of as he sees
fit. You leave behind all that you have gained on the road, and
choose to walk alone.’

The apostate shook his head sadly, for his former peers could
not understand. “1leave behind nothing o fimportance, and take
with me the only thing that matters. Wherever [ may walk now,
[ shall never walk alone.”

Not all Cainites have the mettle to progress along the
Road of Kings. According to the Scions, it takes a combi-
nation of confidence, courage, will, determination, and
ambition to succeed. They're well aware that the Road of
Kings isn't for everyone, how could it be? Only a select few,
those capable of meeting its exacting standards, are able to
uphold its tenets. Those who cannot do so must find
another way, whether they want to or not.
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Scions turn away from the Road of Kings for various
reasons. Some are unable to h: : duties and respon
sibilities expected of them or unable to handle the power
they are given. Others find that their needs and ambitions
change over time and the ways of the Road of Kings no
longer suit them. In either case, they are found wanting by
the standards of the Via Regalis, and will inevitably begin
to degenerate. Only one of three ends awaits such a fallen
Scion: Acceptance of another road, a fall into infernalism,
or a final surrender to the power of the Beast.

Scion apostates most often turn to the Road of Human-
ity or the Road of Heaven. The Via Humanitas appeals to
Scions who tire of the games of kings and the constant
ambition and competition of their road. They find meaning
in the prodigal philosophy of brotherhood and simple
virtues. They may or may not bear malice against their
former Scion peers. Some apostates who turn to the Road
of Humanity become fiery rebels, supporting the overthrow
of the nobility and the creation of a new order in which
people are judged on their merits.

The Road of Heaven calls to Scions for various reasons,
depending on the particular sect toward which the Scion
feels drawn. Scion apostates often turn to the Via Caell
seeking forgiveness for a sinful existence, in hopes of
redeeming their souls before they are truly lost forever.
Others become so convinced of their God-given power and
authority that they dedicate themselves to His service to
spread the gospel of a particular heresy or to crusade against
those Cainites who have not heard the Word, to end their
unholy existence and redeem their souls. The combination
of the social skillsand abilities of a former Scion and the zeal
of the Faithful can be a potent one.

Banishment

Some Scions do not leave the Road of Kings by choice,
but are forced from it by their peers and superiors. Banishment
from the road is a serious matter, since it may condemn 3
Cainite to the jaws of the Beast. It is also no simple matter —
onlya prince ora Justicar of the road may make such adecision,
and it carries only as much weight as that Scion’s authority.

Scions are declared anathema when it is clear they
have violated the tenets of the Road of Kings on numerous
occasions, and all efforts to rectify the matter and place the
rogue back on the proper path have failed. It is also common
in the case of Scions who have committed serious crimes,
although in their case banishment is little more than
formality to precede a blood hunt or other punishment.
Scion apostates who betray their oaths and their duties may
also be declared anathema in absentia, although this is
again merely a formality for a Cainite who has already left
the road behind.

Banishment nearly always takes place in open court as
part of a solemn ceremony, where the apostate is offered a
tinal chance to turn back to the Road of Kings and rectify
his behavior. If he refuses (or does so by not being present),
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BANISHMENTAND
DEGENERATION

“4.Q anishment from the Road of Kings may lead
a Scion's Road rating to degenerate, particu-
larly during the actual process of being stripped of all
titles and honors and declared anathema. However,
banishment does not lead to automatic degeneration,
and banished Scions can and do remain true to the
ideals of their road, although this can be difficult if the
Scion is cut off from contact with much of Cainite
society. Still; the isolated and exiled Scion, struggling
against the temptations of the Beast, seeking to regain
his honor and status (or simply avenge himself on his
enemies) makes for an excellent tragic character in a
Dark Ages story.

then he is stripped of all honors granted him by the Road of
Kings. It is common for excommunicates to lose their
domains as well, but that isn't necessarily the case, particu-

larly when the apostate has great influence and answers to
no overlord.

Once the banishment is in place, no Scion is permitted
to offer aid to the excommunicate. Any who violate this
madition risk banishment themselves. It is sometimes pos-
sible for a banished Scion to go elsewhere and take up the
rad again, but word travels through Cainite society, and
any vampire violating a banishment in this way is certain to
become the -.~.~|*Jm'r of a blood hunt.

Smportant Sites

‘ Since it is the source of power and position in the Dark

Medieval world, all land is important to the Scions to one
Jr,‘.ﬁﬁ"mII;'HIh:'IE'I-ﬂ'.T]'l-r followers of the RHHdﬂT'T.Ki1"E55‘[T'-5§E!“
over kingdoms and lines on maps nightly, playing out the

skirmishes and battles of the War of Princes. However, there
are some places that hold special significance for many
Scions, making them important to the road as a whole.
Usually these places are associated with great deeds of king-

| ship, both mortal and Cainite, and serve to remind adherents
of the road of their principles and ideals. Some of the more
important places in Europe to the Scions include the follow-
ing (for more details, see Dark Ages Europe).

* The Castle in the Lake (Scotland): Under Loch
Treig in Scotland lies the home of the Order of Bitter
Ashes, a submerged castle. Cainite knights (who need not
breathe and can walk along the bottom of the loch) can

reach it fairly easily. The Order carefully protects the Castle
from invaders and stores many of its relics there.

* London (England): The center of the Court of
Avalon and the rule of Prince Mithras. Ventrue and Torea-
dor Scions have remained in conflict since Mithras seized
power, and the prince’s court in London is home to any
number of plots to dethrone him, although none have been
even close to successful as yet. Although opportunities for
advancement were common during Mithras’ rise to power,
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the structure of the Court of Avalon has ossified consider-
ably, and some young Scions are finding themselves
frustrated at every turn.

* Magdeburg (Holy Roman Empire): A center of
Ventrue power in the Holy Roman Empire and of activity
for many Scions in the region. Lord Hardestadt holds court
in Magdeburg only occasionally, but Lord Jiirgen,
Hardestadt’s protégé, is usually there and uses the city as his
power base. It is also the temporary home of the Ventrue
elder Alexander, exiled Prince of Paris. Alexander’s inten-
tions in Magdeburg remain to be seen.

* Paris (France): The center of the Court of Love and
Toreador stronghold in Europe, Paris is home to a consid-
erable number of Scions involved in the nightly affairs of
the court and seeking opportunities to further their own
causes. The Cainites of France tend to be more intertwined
with mortal affairs in their domains and opportunities for
courtly intrigue abound.

* Rome (Italy): The Eternal City is considered by
many the birthplace of the Road of Kings, although in the
modern nights it is more strongly associated with the Road
of Heaven. Still, some Scions harken back to Rome's glory
days, when the Empire ruled the known world, and the city
still sees pilgrims there to visit the ruins of a once-great
empire rather than the relics of the Church. There is also
the matter of Rome’s new prince, since the destruction of
Prince Constantius in 1229. As yet, no one has successfully
claimed the title.

* The Tomb of El Cid (Iberia): The tomb of the
legendary general has become a place of pilgrimage and
prayer for Cainite Paladins, particularly those involved in the
Reconquista in Iberia. Saracen Cainites want to keep the
tomb from becoming a rallying point for further crusades
against them, while the Lasombra are concerned that Cainites
visiting there may draw undue attention to their activities.

Nortal DVassals

His grace, the Duke of Milan, sighed and eased back in his
charr, stretching out some of the kinks from sitting and poring
over page after page of court documents that threatened to put
him to sleep. Roderigo, his steward, smiled indulgently as he
presented the last of the papers for his duke’s attention.

“Thisis the last, your grace. Itvequires only your seal.” The
duke vaguely listened as Roderigo explained the particulars of the
land agreement. His eyes strayed toward the window, now dark
for nearly an hour, the only light in the room coming from the
hearth and the candles on the table.

He dripped wax onto the bottom of the page and pressed it
with his seal. Roderigo began gathering up the other papers while
it cooled.

“I take it then that I am released from this purgatory?” the
duke asked.

“For the time being, your grace,” the steward said lightly.
“Shall I give instructions to the servants for a meal?”

The duke shook his head. “No, not right now, my
friend. I wish to be alone for a time. Tell the servants I am
not to be disturbed.”

“Yes, your grace,” he replied.

Only once Roderigo was gone and the door shut and bolted
behind him did the duke allow himself to relax for a moment. He
quickly doused the candles and the hearth fire, leaving only the
faint glow of moonlight coming in through the windows to light
the room.

The shadows thickened and seemed to writhe. Then they
parted and she was there, standing tall and regal. The duke
dropped to one knee and took her cold hand in his, pressing it to
his ipﬁ before bowing his hf’ft{f in fealty before her.

“My lady,” he m::-;f ‘How may I serve you?”

Of course, no Scion rules solely over Cainite subjects.
In fact, Scions are more likely to gain mortal retainers and
vassals long before they acquire power over their fellow
vampires. Mortals remain important subjects even for pow-
erful princes and lords, since mortals rule the daylight world
and make for such useful servants and allies.

A Scion’s mortal vassals may be as diverse as the great
range of the mortal masses allows, but certain types of
mortals are commonly found among a Scion's retinue.
High-ranking mortals are often more likely to move ina
Scion’s circles (whether or not as a vassal of a vampire)

The Vobility

Scions are known for taking noble mortals as their
vassals, although there are certain risks involved in claim-
ing dominion over the mortal nobility. Such control gives
a Scion great influence, and may even lead to a position as
a prince or lord. Certainly the most powerful Cainite rulers
have great influence over the mortal nobility of their
domain. Those that ignore the value of such mortals rarely
remain rulers for very long.

Nobles tend to be better educated and schooled in
various skills (notably diplomacy and warfare) that make
them useful to their Scion masters. Of course, that same
education may also make mortal nobles more likely to
question their Cainite patron, or at least less willing to
accept everything they’re told at face value. Nobles may
even learn enough about vampires to know better than to
accept the opportunity to serve one, H]lf‘u‘-ugh grft‘.d and
ambition (to say nothing of vampiric Disciplines) can often
overcome a mortal’s better judgment.

For this reason, Scions often seek out nobles who are
not in positions of power, at least not yet. A king or baron
has little reason to accept the patronage of a Scion and may
even fancy himself the vampire's master rather than the
other way around. Of course, there are things that even
kingf& want, which Cainites may be able to pr-;widt', but
monarchs tend to be willful and self-confident enough to
resist many things that would tempt lesser men. They may
also turn their considerable resources against a Cainite who
offends, threatens, or frightens them.

Therefore, it is often best for a vampire to seek out
those of noble blood not yet in positions of power, but
with a potential for power that can be cultivated. If the
Iﬂrﬁ.l 'L}I'- d ManoTt i."ll_':.’-"'n'E'?i LOO lf_],i;lﬂ}_{[_‘rf_'ﬂ_]_ﬁ or oD ::;.[[_El':'hf}rn.,
then perhaps the lord’s sons might be more amenable to




taking service with a Scion master. This may be particu-
larly true of second and third offspring, who stand to
benefit greatly if some tragedy were to befall their elder
brothers. Noble daughters eventually grow up and marry
noble husbands, and may exert a great influence over
their spouses and households on behalf of a Cainite liege.
While it may take years for a mortal vassal to achieve
great power, vampires have nothing but time in which to
cultivate them.

The ideal vassals may not be noble mortals at all, but
their servants and undetlings. After all, monarchs have
little direct power. Servants carry out their orders, and if
those Servants secret l',' ﬂi‘lﬂ‘i,-‘ another master, then a careful
Scion can effectively direct the kingdom without the ruling
nobility any the wiser. This means that mortal seneschals,
viziers, sheriffs, generals, and the like are all valuable vassals
for a Scion to have.

The greatest risk of seeking vassals among the nobil-
ity is that they are also the best protected (and most
paranoid) of mortals, and even small changes or suspicious
behavior may be noticed and acted upon. It can be
difficult to reach a closely guarded monarch or heir with-
out the use of the right Disciplines, and any alarm is
certain to bring numerous men-at-arms running to their
liege-lord’s aid. Some nobles may even benefit from the
protection of holy relics or possibly mortal sorcerers (al-
though such things are not likely to be discussed openly in
the courts of Europe).

Another significant risk is that a mortal vassal may
already be sworn to another Cainite, usually a more power-
fulone. As mentioned, few princes rule without influencing
the mortal nobility of their domain, and princes are likely
tonotice if anyone tampers with their vassals or tries to lure
them away from their service. More than a few palace coups
and other conflicts among noble families have resulted
from the struggle or two or more Cainites influencing the
members of the family and moving them like chess pawns
against each other.

The Gentry

While noble blood does have its appeal (particularly
to the refined tastes of the Ventrue), many benefits are
to be had by claiming vassals among the mortal gentry,
those with few titles but considerable wealth (and there-
tore influence).

The prime advantages the gentry offer a Scion are
their wealth and their accessibility. They are typically less
ouarded than the nobility, although well protected against
mortal thieves and brigands. [t's not difficult for an influ-
ential Cainite to arrange an introduction to a wealthy
merchant or craftsman. The gentry are also often more
ambitious than the nobility, or at least less content with

T

their lot in life, and therefore more interested in what
benefits a Cainite has to offer.

The benefits that the gentry can offer Scions include
access to their wealth and resources, and access to their
social contacts. Although they do not have access to the
highest levels of society, the gentry do serve as something
of a bridge between the highest and lowest levels of mortal
society, which can be useful for a vampire who moves
between them.

It's also known for a family of somewhat humble
beginnings to rise higher in the world, particularly with
the aid of a Cainite patron to guide them. Merchant
families and houses give vampires ways to travel great
distances across Europe in the guise of cargo aboard
caravans and trading ships. The influence that mer-
chantsand guilds of craftsmen can exert upon the nobility
is prowing, and Scions are fully prepared to take advan-
tage of it.

The Church

The otherstrata of society most often influenced by the
Scions is the Church. The Church is like a nation unto
itself, with its bishops like princes and the Pope arguably the
most powerful man in Christendom. Such power and influ-
ence is a great temptation to mortal and Cainite alike, but
there is also considerable risk in influencing the affairs of
the Church.

The first danger comes from the fact that vampiric
influence is so deeply rooted and felt through different
parts of the Church in various areas of Europe. Not only
the Scions, but also the followers of the Road of Heaven
and adherents of cults like the Cainite Heresy, influence
the Church toward their own ends. Infighting between
vampires for control of a particular segment of the
Church, or to shape things toward a particular end, can
be fierce, particularly during the War of Princes. Elder
vampires are entrenched in their influence, and at least
as difficult to displace as Scions influencing the nobility,
if not more so.

The second, and perhaps greater, danger comes from
the ranks of the Church. There are holy men and women
who know of or suspect the existence of vampires and have
for many years. For centuries, a lone few have wielded the
torch of their faith as a weapon against the creatures of
darkness infesting the Holy Mother Church. Theirs has
been a losing battle, until recently. With the establishment
of the Office of the Inquisition, matters have become
different for Cainires influencing the Church. The number
of vampire hunters is growing, and they are increasingly
aware of and alert for signs of Cainite infestation. When
they find it, they show no mercy in rooting out any threat
to the Church.
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| would rather be tied to the seil as another man’s sert;
even a poor mans, who hadnt much to live on himself,
than be King of all these dead and destroyed.

— Homer, The Odyssey

Playing a character on the Road of Kings can be an opportunity
for great deeds, powerful ambitions, and epic drama. It can also lead
to problems if you don't take the other facets of the chronicle,
particularly the other characters, into account. The nature of their
road makes Scions natural spotlight characters, so it’s important to
know when to step into the spotlight and when to give it up to
another character.

Dark Ages: Vampire stories aren't about any one character but
about the coterie as a group. Although events may focus on one
character or another during a story, the overall arc of the story should
include all characters equally. Otherwise, some players are likely to
feel frustrated and left out. Like the followers of the Road of Kings,
players of Scion characters need to balance their goals with their
duties and responsibilities to their fellows. This chapter offers some
advice on how to do that.
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Storytelling Scions

Scion characters offer various unique challenges
and opportunities for telling Dark Ages stories. Story-
tellers should consider the advice in this section when
dealing with Scion characters in a story or chronicle.

Setting Goals

The Road of Kings is a particularly goal-oriented
one. Not just focused on the distant goal of Golconda
and peace with the Curse of Caine, if at all, Scions also
concentrate on short-term goals, such as personal power
and excellence. Therefore, it's helpful if the players of
Scion characters define their characters’ short- and
long-term goals before the game begins to give the
Storyteller and idea of how to include them in the
chronicle, and how the characters’ goals may converge
or conflict at some point.

As Storyteller, once you have a clear description of
the characters’ goals, consider how best to fit them into
your chronicle. If a particular goal is something you
don’t think you can deal with in the context of the
story, ask the player if it would be possible to change the
character’s goal to something more suitable. Better that
than having the player become frustrated and lose
interest in the game because the character’s goals aren't
being addressed.

Scion Chronicles

A number of possibilities exist for chronicles focus-
ing primarily on Scion characters, their ambitions, and
their conflicts. These are by no means the only ones, but
they are some of the most easily run with a group of
characters, and can include vampires who follow differ-
ent roads. As always, the Storyteller should discuss the
type of chronicle with the players in advance and outline
the guidelines for it as clearly as possible.

Snitiates

The characters may start out as initiates, newly
come to the Road of Kings. They may have only
recently been Embraced, or they may be apostates of
other roads, seeking a new path to follow. They might
share the same mentor or teacher who is helping to
guide them toward a deeper understanding of the road,
and they may share some common experiences, per-
haps including the moment of truth that sets them on
the Road of Kings.

The primary goal of the characters is to become
adherents of the Road of Kings and secure suitable
positions for themselves. They may have rivals among
other initiates of the road, perhaps even rivalries among
themselves. They have to overcome the challenges laid
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before them by their mentor, as well as by their liege-
lord, to prove themselves worthy. They may also have to
deal with the schemes of rivals or enemies of their
patron(s), plans that may try to use the characters as
pawns in a plot against their lord.

An initiate chronicle can be played out for its own
sake or as a prelude ro a different sort of chronicle. Once
the characters have become adherents and achieved
some success, the chronicle can switch to a different
type, or it may even skip forward to when the characters
are established and influential figures in Cainire society,
renewing their old ties during the War of Princes.

Rnights in Arms

The characters are all knights in this chronicle.
They may be members of a particular order of knight-
hood (see Orders of Knighthood, page 48) or they may
simply serve the same liege (or both). The chronicle's
prelude may include the characters’ winning their spurs
and being knighted (perhaps following a short initiate
story like that described in the previous section). Some
or all of the characters may follow the Path of Chivalry
described on page 68.

As knights, the characters will see battle against
enemies of their liege, including rival princes. They can
also become involved in courtly intrigue. Perhaps they
are courted by a usurper to support a rebellion against
their lord, or targeted by such rebels because of their
extreme loyalty. They may spend time roaming the
countryside as errant knights, doing good deeds and
righting wrongs, but always forced to indulge their un-
holy appetites. This chronicle also affords opportunities
for knightly quests, crusades to the Holy Land, and
stories of tragic courtly romance (particularly for aCainite
taken with a mortal paramour).

Servants of the Crotn

Characters in this chronicle are all servants of a
particular liege-lord (perhaps even a powerful prince or
monarch). They can serve in various capacities; one
character may be sheriff, another the prince's warmaster,
seneschal, vizier, and so forth. The key is that the
characters are all close to the court and in positions of
power and influence. Those positions not filled by the
characters can be played by the Storyteller, and may be
allies, rivals, or even enemies of the characters.

The characters need to work together to further
the cause of their liege and domain while advancing
their own personal agendas (whatever they may be).
The chronicle can be played with the characters asa
fairly close-knit group, or they may be rivals plotting
against each other (or at least willing to sacrifice each
other if it furthers their own machinations). They
may be loyal to their lord or conspiring against him, or

.ROAD OF MN:J; . 3

¥ ‘Wumw




some characters may be loyal, while others are poten-
tial spies or traitors.

The characters can face challenges from outside
their domain, such as the agents of a rival noble, the
arrival of inquisitors seeking to root out any vampires
they may find, or trouble within the mortal herd that
threatens the stability and success of the domain.
They can also deal with challenges from within, in-
cluding rivalries and conspiracies within the court (or
even their own ranks), the plots of their liege (who
may or may not have their best interests at heart), or
even an attempted coup. Perhaps the characters’ liege
wrns traitor against his liege-lord, and the characters
must choose between loyalty to their immediate liege
or to their overlord.

Allico Princes

In this high-powered chronicle, the characters are
all rulers of their own domains, perhaps barons who owe
allegiance to the same prince, or even princes under the
same lord or monarch. They're likely more capable than
the average starting character if they have such signifi-
cant domains. The Storyteller may want to give the
players extra bonus points to round out their characters,
reflecting this extra experience. Alternatively, this type
of chronicle may take place some time after another
chronicle fleshing out the earlier unlives of the charac-
ters. Forexample, characters from aDark Ages chronicle
inthe 12th century may be powerful nobles some forty or
fifty years later during the War of Princes (in which case
the information on Maturation and elder chronicles
given in the Dark Ages Storytellers Companion might
prove useful).

The characters have the concerns of their own
domains to look after, along with issues that unite them
against outside forces. For example, the characters may
be allied against the aggressive and powerful prince of a
nearby domain with designs on their territory, or they
may be allied in order to conquer nearby domains and
add them to their own (or to their overlord’s greater
domain). The chronicle can focus on the fairly high-
level events concerning the characters, leaving the
minor events in their domain for background material,
or stories can switch from one domain to another.
Perhaps the players even run multiple characters, play-
ing liege-lords in turn while the other players portray
supporting characters in the domain.

Roal Vrinces

The characters are rulers of domains in this sort of
chronicle as well, but they're not so friendly toward each
other. Instead they're rivals or even enemies. They
struggle against each other for control of their domains
and possibly against other Scions run by the Storyteller.

P

ol L}

This type of chronicle is best suited for troupes that
can enjoy the competition between the characters and
the potential drama of it without things becoming too
personal. It may be suited for online or Live Action
games, particularly for playing out things like parleys and
negotiations between the rivals. It's definitely not for
beginning players (or Storytellers) or troupes that prefer
working together and don't enjoy competition.

Rebels Against the Lord

In this chronicle, the characters are all allied in
defiance of a particular liege-lord, prince, or even mon-
arch. They may be vassals of that overlord, working in
secret against him, or openly in rebellion. They may also
be outsiders or commoners with good reason to rebel
against the poor treatment of an overlord. The charac-
ters have to work together to survive and find a way to
overthrow their enemy.

The chronicle can range from courtly intrigue
and conspiracies to open warfare between the rebels
and the overlord. Rebel characters may survive as
bandits or brigands on the outskirts of the lord’s
domain, striking where they can, evading (or perhaps
even attempting to ally with) the local Lupines, and
waiting for the opportunity to strike a telling blow.
They may find allies among the lord’s rivals, although
at least some of those allies are likely to have designs
on the domain themselves.

Once the rebellion succeeds, there also comes the
question of what to do with the domain. Do the charac-
ters try to claim it themselves, either putting one of them
in charge (with the others as trusted advisors) or running
it as a cabal, sharing power? Can they do so without
falling to fighting among themselves? Can they effec-
tively rule the domain and protect it from outside forces
that see an opportunity, now that the overlord has been
disposed of? This can easily spin off into another sort of
chronicle entirely.

Agents of Justice

The characters are a group of Justicars (page 23),
special agents appointed by the hierarchy of the Road
of Kings and empowered by the ashen priests to inves-
tigate crimes on the part of the Cainite nobility,
particularly to determine if a prince is worthy of his or
her domain. They can travel widely carrying out their
duties, and are certain to face considerable intrigue
along the way.

This chronicle offers the opportunity to involve
the characters in many different conflicts in the War of
Princes. It can be run as a series of mysteries and
investigations, with the characters piecing together
clues and testimony to unravel the lies of unfit lords and
determine the truth. It can also have elements of
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intrigue when the characters are offered bribes — or
threatened — to end their investigations, or to find
tavor with a particular noble.

Characters can see much of the Dark Medieval
world along the way, and get to know many of the most
influential and powerful figures of the War of Princes.
They can help to decide the fates of domains, and are
certain to make more than a few enemies (and, perhaps,
in the process. They may also face rivals or
enemies within the ranks of their own order, seeking to
displace or discredit them in order to further their own
agendas, and defiance from those Cainites who refuse to
acknowledge their authority.

Scion Conflicts

Scions can embroil themselves in a number of
potential conflicts. They are at the heart of the greatest
Cainite conflict of the Dark Medieval world, the War of

Princes, and their very nature tends to bring them into

allies)

conflict with rivals, enemies, and sometimes even their
allies. Storytellers can bring any of the following con-
flicts into play in a Dark Ages story featuring followers
of the Road of Kings.

Scion vs Scion

The most common rivals for Scions are their fellow
adherents of the Road of Kings. Scions want the same
things: Power and prestige for themselves and recogni-
tion for their accomplishments. They inevitably come
into conflict when they pursue the same goals, but only
one can win them. That’s not to say that every Scion
regards every other as a potential rival or enemy (some
do, but they're in the minority), only that other Scions
tend to be the most common and — in their view — the
most worthy adversaries to have.

A conflict between Scions may be as simple as a
struggle for control over a particular domain, or as
complex as a battle of wits that has been going on for
centuries. They may be bitter enemies, or they may
be friends with a legitimate disagreement that comes
between them, which neither can honorably set
aside. Although they may agree on the ideals of their
road, it’s the expression of those ideas (namely, who
will sit on the throne and rule the domain) over
which they disagree.

One of the prime differences between the Road
ot Kings and, for example, the Road of Heaven is the
fact that the Scions can be in perfect agreement
about the tenets and traditions of their road and still
come into conflict. Followers of the Road of Heaven
tend to clash over matters of doctrine and dogma,
spinning off heresies and splinter sects. Most of the
Scions, and even the followers of the road's various

paths, tend to value the same things. The only

problem is that their road doesn’t allow them to
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bitter rivals for a particular position or domain may
still respect each other a great deal, and both remain
faithful to their road.

Dassal ps, Liege

The bonds of l"t:*ah"f are a serious matter for Scions,
not to be broken lightly (or even at all). Still, conflicts
can and do arise between liege-lords and those sworn to
serve them, and such conflicts have been known to
topple kingdoms and to raise new ones up to take their
place. The kind of struggle that goes on in a Cainite court
can be the making of an entire chronicle.

The reasons for conflict between a vassal and his
lord tend to be either the lord’s mistreatment or mishe-
havior in the vassal’s eyes or the vassal’s ambirtion. In the
first case, a vassal may have a legitimate complaint
against a lord who does not rule his domain properly, or
who mistreats his vassals (although not necessarily the
vassal who objects). A formerly idealistic Scion who
swore fealty to a powerful master may see his lord
degenerate, or may simply lose his idealism enough to
recognize him for the cruel and terrible creature that he
is. In this situation a vassal can either bear the lord's
abuse and behavior or try to do something about it.
Rather than violating the tenets of the Road of Kings,
working to correct such a situation can be considered
upholding them.

In the second case, a vassal may simply be ambi-
tious and seek to overthrow her lord in order to replace
him (or put someone else of her choosing in his place).
As mentioned, Scions often rationalize this sort of
treason as “necessary’ because the lord is incompetent,
weak, or otherwise unfit (or at least less fit than the
vassal is). Cainite nobles are constantly on the alert for
signs of disloyalty from their underlings, and the quest
to overthrow one’s liege-lord can easily take a chronicle
to accomplish.

Finally, vassals and lords come into conflict for all
the many reasons that any two individuals clash. They
may argue over a particular point of faith, a matter of
tradition, or other such differences. In the Gothic tradi-
tion of romance, an emotional matter may come bhetween
them as well, creating a conflict between duty and desire
(see below).

Dassal vs Vassal

Scion vassals of different Cainite lords come into
conflict almost nightly during the time of the War of
Princes. Lords and monarchs have their spies and
agents abroad, gathering informarion and sabotaging
their rivals, who are doing the same to them. They
field soldiers in battles over domains and send emis-




.'-‘-'ﬁ-‘— o el W

saries to the courts of their enemies to parley or to
offer terms, or simply to see what will happen. It is
almost inevitable that a Scion in service to a particu-
lar lord will come into conflict with the vassals of his
lord’s enemies.

Even serving the same lord is no assurance that two
Scions will get along. In fact, rivalries often develop
between Cainite vassals seeking the approval and atten-
tion of their liege-lord or vying for the same position
within his service. Such rivalries lace activities at court
with their venom, often forcing others to choose sides as
the conflict deepens and widens, until only one can
pmerge as victor.

Desire ps, Duty

The central internal conflict of Scions is their need
to balance their duty as followers of the Road of Kingu
and sworn vassals against their own desires and ambi-
tions. A vassal’s oath of fealty — and other oaths sworn
— can conflict with what he really wants.

Sometimes it's a matter of the Scion being over-
whelmed by personal ambition, willing to violate oaths
or do whatever is necessary to achieve power. Such
Scions either find ways to justify breaking their sworn
oaths, usually by arranging for the other party to violate
the oath and free them from it. Otherwise they will
degenerate from sinning against their road and eitherfall
to the Beast or become apostates and seek a road more
accommodating to their ambitions.

Often the Scion's feelings conflict with her duty,
such as a sworn vassal becoming taken with her lord’s
new mortal or Cainite protégé. Imagine, for example,
playing out a Camelot-style love triangle in a Cainite
court. The vassals are torn between their desire and their
sworn duty to their liege, drawn helplessly together and
laying the seeds of their destruction. Of such things are
Gothic tragedies made.

Perhaps old loyalties conflict with new ones. Con-
sider a Scion who learns that his family's ancestral land
ies within the domain of a rival lord and is likely to
become a battleground in the War of Princes, with the
mortals there used as pawns in the game. Will he allow
his human kin to be slaughtered, his family land de-
stroyed, in order to remain true to his liege, or will he
betray his oath in order to warn them or try to prevent
the conflict?

Leavers and Follotwers

Scions are leaders by nature; they would not be on
the Road of Kings otherwise. It's in their natures to take
charge of situations and to enforce their will on the
world. Although your Scion character may be a born
leader, however, that doesn’t necessarily make the other

characters followers, unless your fellow players are com-
fortable with that arrangement.

The distribution of power within the coterie is
an important consideration. Are some characters
more high-ranking and influential than others? Do
some of the characters owe fealty to others in the
coterie or are they all (relative) equals! These deci-
sions affect the character and style of the group and
should be discussed among the players. There are
almost endless permutations and different types of
groups, but certain arrangements work best in an
ongoing Dark Ages chronicle.

Company of Equals

The most common arrangement is for all the char-
acters to be on relatively equal footing within the ranks
of the coterie. Even if their status within Cainite
society differs, the characters treat each other as equals,
either because of friendship, past ties, debts, blood
oaths, or other connections. Perhaps the noble Scion
knew and served with the band’s lowly Nosferatu in the
Holy Land and still considers him a friend and compan-
ion, even though someone of his station would not
normally associate with one of the Lepers. Maybe the
savage Gangrel saved a noble character’s unlife (or vice
versa), creating a bond between them that overcomes
the social distance, at least somewhat. A particular
coterie's reasons for gathering and remaining together
will provide ideas for ways to place the members on
reasonably even footing.

Of course, outside the coterie things may be differ-
ent. When they visit the court of a foreign prince, the
Scion character and not the Nosferatu will be expected
to speak for them. On the other hand, if the coterie
happens to visit the catacombs of Rome, then it will be
the Nosferatu character’s turn to guide the others. Influ-
ence at court and among mortal nobility is only one
aspect of Cainite existence, after all.

This option helps to keep other players from feeling
that the Scion characters are hogging the spotlight or
lording their positions over them. Even ambitious would-
be princes have friends and allies they rely upon and treat
as equals, if only to secure their loyalty for the time when
they claim their rightful place and power.

Servants of the Liege

The members of the coterie might all owe fealty to
the same liege-lord. In fact, that may be the common
bond that brings the characters together in the first
place. Scions may be knights or vassals of the liege,
while other characrers serve in other capacities, such as
spies, advisors, agents, clerics, stewards, and so forth.
This arrangement can bring a diverse band of charac-
ters together and help keep them together through
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their mutual loyalty, even if they don’t otherwise care
for each other.

The ambitions of any Scion characters in the
group are quickly tied to the future of the coterie. If
the characters’ liege is a good one, whose star is rising,
then the Scions have good reason to ensure that the
coterie remains in the liege's good graces and rises in
esteem, so as to take 'm,‘]*-,-'ﬁﬂmge of their lord’s increas-
ing power. If their lord is failing, then the efforts of the
coterie may protect him from his enemies and earn his
gratitude (or finish him, if the coterie betrays their
liege at the right moment). If the liege is a tyrant, then
the coterie may form the center of a power base to
overthrow him, provided that the characters can be
persuaded to change their loyalties. In any event, the
Scions have good reason to work with their fellows to
achieve their goals.

o190 and Vassals

The coterie might be made up of a single liege-lord
or leader, with the other characters as followers and
vassals. Or it may have a few leaders, with the other
characters split among them as vassals (along with some
retainers and such from their Backgrounds). Since this
arrangement places some of the characters in charge of
others, it should be discussed among the players before-
hand. If everyone is amenable to it, this can be an
interesting opportunity for the Scion characters to exer-
cise their leadership abilities. It also shows off the
importance of feudalism and oaths of loyalty in the Dark
Medieval world. Vassal characters may follow other
roads or they may be lower-ranking adherents of the
Road of Kings.

One possible option for this style of play is for each
player to have a Scion or noble character, along with
another sort of character associated with one of the
nobles. The players then take turns playing the noble
characters and being in charge while the other players
take the roles of their vassals, allies, and servants. In
this way, a troupe can portray the characters of a small
court of vampires, each playing a noble of the prince’s
court and also playing one or two other important
characters at court. It can make for a complex game of
intrigue, particularly if not all of the characters share
the same ambitions.

Aivals for the Throne

Scions are ambitious, and it may be that Scion
characrers don’t have identical goals. If the players are
comfortable with the idea, the Storyteller can run a
chronicle where the characters are rivals or even en-
emies competing against each other. Perhaps one
character plots to overthrow the current prince while
another supports the prince and a third represents
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another court that could shift the balance of power, if
her support can be secured. Perhaps the characters are
princes themselves, dealing with neighboring mon-
archs, not all of whom are allies. The characters could
even be powerful elders of the Road of Kings (and other
roads as well), spinning out their webs of influence and
playing the ancient game of Jyhad using the Cainites of
Europe as their pawns.

This sort of game is only for troupes that feel com-
fortable with their characters competing against each
other. Hurt feelings and emotions running high may
spoil everyone's fun, in which case it’s better to go with
a different arrangement. For groups able to handle i,
competition can be an interesting challenge and makes
for great stories. It also takes some of the burden from the
Storyteller to create antagonists for the chronicle, since
the characters supply most of the conflict themselves.
This allows the HTU:'}'TEHH O concentrate on |:|n,u.-'i-,\]i[‘|g;
a detailed setting and supporting characters for the
drama as it unfolds.

Thissort of chronicle works well for online and play-
by-email (PBEM) games, since the players may have
little contact with each other, and can more easily
arrange secret meetings and one-on-one interaction
with each other and the Storyteller. Playing this way
takes more rime, but offers more detail as the players
write out their characters’ plans and activities, more like
writing a shared novel than creating a shared birt of
theatre in live play. Players of Mind’s Eye Theatre may
also enjoy this style, since it cuts down the number of
supporting characters that need to be portrayed in the
game, allowing the players to interact more directly with
each other.

Ambition and Duty

Scions seek power, both over themselves and over
others. They balance this with a dedication to duty and
the responsibilities of holding power. The feudal sys-
tem embodies this ideal. Although a liege has great
power over his vassals, he also has the responsibility to
protect and support them. Even the most ruthless
Cainite tyrant realizes thar a monarch needs subjectsto
rule, and mistreatment may lead to rebellions and
insurrections. Those Scions who pursue ambition to
the exclusion of their duries and responsibilities often
come [o regret it.

Duties

Consider your Scion’s duties and responsibilities.
Any follower of the Road of Kings is likely to acquire
at least some responsibility over time, even if it is
merely doing small errands for a superior. Does your
character have any dots in Allies or Retainers? If so,
then consider the character’s duties to those people,
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in order to earn and keep their loyalty. Characters
may have duties to their sire, particularly if they are
only neonates. In fact, Scion characters may have the
same sire as a means of giving them a common bond
and reason to work together (even if they don't care
for each other personally).

Your character's duties have considerable impact
when it comes to freedom of action. It's difficult to be
traveling around the countryside when there are matters
that require attention at home. A Scion’s time is not
always his own, something both you and the Storyteller
can take into account in the chronicle. Naturally, a
Scion's duties should be adjusted to suit the needs of the
chronicle, but few Scions have no responsibilities at all
(at least, not Scions who intend to remain on the Road
of Kings for very long).

Gaths

Oaths of fealty are part and parcel of everyday life in
the Dark Medieval world. The feudal system is held
together by such oaths, and the Road of Kings recognizes
that fact. A sworn oath is the most sacred bond a Scion
canimagine, with or without the enforcement of Cainite
vitae. Among Scions, the blood oath is not as common
as some might think simply because the power invested
in any oath that is freely sworn. Scions take their oaths
seriously, even if others may not.

This means several things for a Scion character.
First, Scions tend to be cautious about swearing any
sort of oath, since they will be obligated to uphold it.
This tends to be less the case for younger Scions, who
may be prone to swearing oaths and making vows
rashly. A Scion who does not keep to her sworn oaths
will soon have no respect in Cainite society, and
such oath-breakers may find themselves cast out
from the road.

Second, and more important, breaking a sworn oath
isone thing certain to bring about degeneration on the
Road of Kings. Scions who don't keep their oaths may
lose more than their 5[’}11‘1di11g on the TnHL]; [hu‘y‘ may lose
themselves to the Beast.

Third, Scions take oaths offered to them very seri-
ously. Anyone (mortal or Cainite) offering fealty or
swearing an oath before an adherent of the Road of Kings
had better be prepared todeliver on that oath, or else face
the Scion’s wrath when it is forsworn. Breaking an oath
is considered good reason for a trial by combat (or even
asimple execution) among Scions, since the upholding
of oaths is so central to their road.

Finally, the Scions (like many people in the Dark
Medieval world) see oaths of fealty — including the
blood oath — as two-sided, and the best oaths are those
mutually sworn. The vassal swears to obey and serve the
liege, but the liege also swears to protect and care for the

-assal, and that oath is just as sacred and important as the
first. A Scion who enforces an oath through the power of
blood or through Disciplines like Dominate takes on the
responsibility for the vassal in the process. Those who
use others as pawns and dispose of them are likely to earn
a bad reputation in Cainite circles, and will have diffi-
culty finding willing vassals to swear allegiance to them
Those who use trickery or deceptions to secure oaths are
considered even worse, not to be trusted any more than
absolutely necessary.

Betrayal

Despite the importance they give to sworn oaths,
betrayal is often a part of a Scion’s existence. Vampires
do not age and pass on their power and their domains like
mortal nobles do, so there is a limit to how far any Scion
can advance without eventually having to betray an
elder or superior in one way or another. This is expected
to a degree, and taken into account in the tenets of the
Road of Kings.

The only real circumstance where a Scion can break
a sworn oath with a clear conscience (in other words,
without it being considered a sin against the Road of
Kings), is when the oath is forsworn, broken by the other
party first. This is also the case when the individual to
whom the Scion swore the oath deliberately releases him
from it. In these cases, the oath is no longer binding upon
the Scion, who can then act freely.

This offers an “out” for ambitious Scions or those
who bridle under the rule of their liege-lord. If the
Scion is satisfied that the liege has not upheld his end
of the oath to care for the Scion and treat her as a proper
and honorable vassal, then the Scion’s oath of loyalty
to the liege no longer applies. Most Scions will, of
course, try to take steps to redress the matter with their
liege before leaping directly to regicide and diablerie,
but it does open the way for the oppressed or mistreated
vassals of a liege-lord to rebel, without abrogating the
tenets of the Road of Kings. In fact, Scions are all but
required to turn against a liege-lord who violates the
tenets of the road in this way, in order to preserve their
own honor and integrity.

If the oath is not forsworn, however, things
become more difficult. A Scion can still choose to
violate his oath, but doing so is almost certainly a sin
against kingship. Unless the Storyteller feels there
are important mitigating circumstances, oath-break-
ing will call for a degeneration check. Normally, it
doesn’t matter how much the character wants to
ignore the requirements of the oath, or what the
other circumstances are. Unless someone else breaks
it, the Scion cannot violate the oath without sinning
against his road. Of course, in some cases, violating
a sworn oath may prove to be a moment of truth for
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the character (as well as an opportunity for drama in
the story).

Sometimes Scions may scrupulously keep to the
letter of the oaths they have sworn, while feeling
freer to violate the oath's spirit, if necessary. This is
something of a gray area, and is left largely in the
hands of the Storyteller. If a Scion has a good and
noble reason to break an oath and finds a way to do
so without violating the letter of it, then degenera-
tion is probably not called for. In fact the player may
be due a little extra experience for coming up with a
clever idea. On the other hand, Scions who rou-
tinely weasel around the exact wording of their oaths
in order to further their lot through trickery and
deception will feel a pricking from their sense of
honor sooner or later and a degeneration check is
appropriate. As always, the Storyteller should warn
the player in advance if a particular course of action
will lead to a degeneration check. The Scion always
knows in her heart whether or not an action is a
violation of her road.

Character Creation Lips

Scions are cast in a different mold from other
Cainites, or so they say. Regardless of the truth or
falsehood of the Scions' pretensions, the Road of Kings
influences choices made at all steps of the character

creation process,

Concept

Certain character concepts are more likely to suit
the Road of Kings than others, although Cainites are not
reliant on royal birth or even noble blood for their
positions in society, so it may be possible for a pauper to
become a prince, given enough time, patience, and
cunning. Some concepts show up often among Scions,
and players may want to consider others for oftbeat or
unusual characters.

oble

A Scion character may possess true noble blood,
either of a long-standing noble family or recently made
nobility, perhaps even a noble line that has since died
out. Vampires tend to be cautious about Embracing the
nobility because it can raise all manner of difficult
questions unless it's handled with great care and discre-
tion. It nearly always means the end of that noble’s
involvement with mortal society, since the duties of the
nobility don't usually allow them to sleep away the day
and wander about ar night. Therefore, Embraced nobles
often disappear altogether (which may lead to rumors
and trouble in succession, if there is no immediate proof
of the noble's death). Otherwise, the noble may choose

to be taken for dead, given proper burial and then
unearthed by an ally to take up vampiric unlife. Some
noble Cainites exercise influence over their mortal kin
generations after their Embrace.

Anight Crrant

Knights in the Dark Medieval have the opportu-
nity to travel far and wide during the Crusades, visiting
the Holy Land and other distant countries. In their
travels, knights may encounter many strange things,
Cainites among them. More than a few Crusaders join
the ranks of the undead, either an act of mercy for a
brave and noble warrior or a curse laid upon a hated
enemy (or some measure of both, perhaps). How many
of those who never returned to their homelands and
families actually did so in secret, concealing their
unliving state? Cainite knights often follow the Path of
Chivalry (page 68), but not all do. Some become
disillusioned with the notions of chivalry after their
Embrace and choose a different path, following the
Road of Kings to power and influence. A vampire who
was a knight in life is virtually assured a place in one of
the Cainite orders of knighthood (see Chapter Two for
more information on these).

Landless Heir

Since life is hardly safe in the Dark Medieval world,
most noble families find it prudent to have enough
children to ensure their line of succession. “An heir and
a spare” is considered the minimum, and a noble family
may have many daughters before a son or two are born.
Since the eldest son usually inherits all, families have to
contend with ambitious or restless younger heirs. Some
wind up in service to the Church, while others may find
ways to fulfill their ambitions in Cainite society. Younger
sons of noble families make useful servants (since they
tend to be healthy, reasonably well educated, and trained
in fighting). Scions often look for potential protégés
among their number, since the loss of a younger son is less
likely to trouble a family. Of course, some younger sons
are also promised the opportunity to inherit, once their
elder brothers are out of the way....

Lady

Even more than younger sons, the lot of noble
daughters can be a difficult one. They are bred to
marriage, usually arranged by their family to cement an
alliance or improve their lot in the world rather than for
love. Yet they are often raised on tales of great romances
and of chivalrous knights championing causes for them.
A noble woman might have some education if her father
or husband is indulgent, but usually her training is
limited to the womanly arts of keeping a household,
spinning, weaving, embroidery, and perhaps singing or
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playing an instrument. Scholarly matters are generally aGangrel or Nosferatu to parade around like a Ventrue or
considered over a woman's head. Cainites have learned  Lasombra. It's quite possible the character may be an
to overcome some of the cultural prejudices of the age.  apostate from a previous road, having chosen the Road of
Certainly a female vampire can be the equal of anymale,  Kings later in unlife (see Chapter Three of Dark Ages:
and women have their ways of controlling a domain just  Vampire for more information). Conversely, the High
as effectively, if not more so, as their male counterparts.  Clans may see Low Clan Scions as a threat for getting
More than one noble lady has fallen into the Embrace of  above themselves or presuming too much. There may be
a Cainite mentor or lover and proven herself worthy of adesire to “put them in their place” and teach them some

the Road of Kings. proper humility.
@l Although Scions of certain clans (notably
an Lasombra, Toreador, Tzimisce, and Ventrue) are com-

mon, it can be fun to play against type by creating
a Scion from the Gangrel, Malkavian, Nosferatu,
or Tremere clans.

to dictate some of how he or she is perceived by %atf)
others, both within and outside of the vampire's $g Although Scions all follow the
own clan. Clan affiliation may also offer particu- 51 i' & @ same road, theydon'talldosoin

As Chapter Two makes clear, vampires of every
clan choose to walk the Road of Kings, although
some clans have far more Scions among their
number than others. A Scion’s bloodline is likely

lar opportunities or challenges for a character the same way. Each character’s
on the Road of Kings. interpretation of the road is

For members of many of the High Clans, likely to be unique. The various
the Road of Kings is almost expected of paths beginning on page 68 of
them. That means many of their clanmartes this chapter show the range of
are also Scions, so Cainites from the High different ways of looking at
the Road of Kings. Read
them over and see if they
spark any ideas for charac-

Clans will usually be taught the basics of
the road by their sires, and will find
themselves in good company as they
take their first steps along it. Hav-
ing so many fellow Scions can be
a hindrance as well as a boon,

since High Clan Cainites face

ters, and consider your
character’s views on the
road and its paths.

Choice of path can also
help make your character
distinctive, especially if

there is more
than one
Scion in the
coterie. Imag-
inea [ zimisce or
Nosferatuon the
Path of Chiv-

more competition.

Cainites from the Low Clans
who choose to walk the Road of ’ |
Kings may face prejudice, from f
their clanmates and others.
Low Clan vampires may

accuse Scions from
among their number of
putting on airs or rying
to get above their station
inunlife. They're likely to
make unfavorable
COMparisons
with the

High Clans,

saying how

foolish it is for
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alry, a Malkavian or Assamite on the Path of the Vizier,
a Brujah or Tremere on the Path of the Merchant, or
perhaps a Gangrel tyrant.

A character’s choice of path also tells a great deal
about the character's goals. Scions generally seek power,
but believe in duty and responsibility. Paladins are more

concerned with their duty and serving the needs of

others, while tyrants are focused on gaining power and
holding it regardless of the cost. Merchants seek their
power through wealth, while viziers seek theirs through
knowledge and influence. What approach suits your
character concept best!?

The four main paths of the Road of Kings are
described on pages 68 — 71.

lature and Demeanoy

All Scions are potential leaders at heart, so
certain personality archetypes are better suited to
them than others. A Cainite with a Nature of Bar-
barian, for example, isn’t likely to ever rule over
anything. A Scion with a Nature of Autocrat has a
very different style of leadership from one with the
Caretaker Nature, even though they might borh be
capable leaders. Consider your character’s true moti-
vations and goals in choosing a suitable Nature, and
take into account how Nature colors the character’s
way of thinking and acting.

Don't forget about Demeanor, which can be almost
as important to a Scion as Nature. Does your character
cultivate a dignified, princely demeanor (Gallant) or an
attitude of superiority and confidence (like Autocrat or
Pedagogue )? How much of your character’s Demeanor is
deliberate and how much of it is simply the way your
character acts? Will more of the character’s true Nature
come out over the course of the chronicle? Many stories
of nobles and kings show them learning how ro behave
and think like true leaders, taking on a nobler Demeanor
as they progress.

Traits

Certain Traits, and higher ratings in some Traits, are
expected of Scions. That doesn’t mean your character
has to have them, but you should at least consider them

and figure out why your character doesn’t have them, if

that is the case.

Attyibutes

The Social Attributes are usually the most impor-
rant for Scions in the long run. Although being physically
and mentally capable are important, a follower of the
Road of Kings unable to hold the attention of a crowd,
debate, or bargain shrewdly isn't likely to achieve great-
ness without a lot of help. Which of the Social Traits you
choose to emphasize depends on how you see your
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character’s style. Is she a strong natural leader with 2
magnetic personality! Focus on Charisma. Cunning and
skill at twisting words to one’s benefit denotes high
Manipulation. Does he have the look of a king, with
noble features that turn heads! Then the character
should have a high Appearance.

Abilitics

Scions need a wide range of Abilities in order to
achieve their goals, but their primary area is generally
Talents, followed by Knowledges, and then Skills,

Talents like Leadership and Subrerfuge are all but
required for any Cainite hoping to succeed on the Road
ot Kings. Abilities like Expression, Empathy, and Intimi-
dation are also quite useful for presenting the right image
and dealing with followers, allies, and enemies alike. A
measure of Alertness and Dodge can also prove useful;
Scions have a way of attracting assassins, so being able to
avoid danger is important.

Scions are a learned lot, and Knowledges such as
Academics, Law, and Politics are common among
them. Investigation is particularly useful for ferreting
out information at court and discovering a rival's
plans in time to thwart them or turn them to your
advantage. Seneschal is an t‘*iI‘lt‘{_'i::-lll‘r' common (and
useful) Knowledge among junior Scions and followers
of the Path of the Vizier. If you can become indispens-
able to a prince or other powerful ruler, then you're
well on your way to power.

Most Skills tend to be hobbies or diversions for
Scions, save for a few. Etiquerre is essential for com-
porting oneself properly at court and rising in the
esteem of one’s betters. A Scion without at least a dot
or two in Eriquette isn't likely to last long in the
cutthroat game of Cainite society. Impeccable manners
and behavior can take you far (although impeccable
manners and a stake through a rival's heart will often
take you farther). Melee is the other important Skill for
Scions, since many of them spend as much time in the
saddle and on the battlefield as at court. A certain
degree of martial prowess is expected, especially from
followers of the Road of Chivalry.

When choosing Abilities, don’t forget about spe-
cialties. These allow you to personalize your character’s
capabilities. After all, any Scion might be a capable
orator (i.e., have a high Expression rating), but a Scion
who Si"'LLl.—IlIZth in Formal Debates and one who special-
izes in Subtle Insults have very different areas of expertise,
both useful in the right circumstances.

2Backgrounds

Certain Backgrounds are vital to existence as a
Scion. Followers of the Road of Kings seek power and
dominion,
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that before the chronicle even begins. Since Back-
grounds are also fairly inexpensive to purchase with
bonus points, you can ensure that your Scion has at
east some success in the nighttime world of the
undead from the start.

Social Backgrounds are of great use to Scions.
Allies, Contacts, and Retainers provide them with
resources they can use to gather information and handle
their affairs in the sunlit world. Any Scion worth his
salt will eventually acquire all of these Backgrounds to
some degree.

Scions culrivate and value Influence, since it
allows them to pull the strings of the mortal commu-
nity. Influence is rarely a Trait that carries over from
a vampire's mortal life, since most Cainites cannot
conceal their true nature for very long in the Dark
Medieval. Instead, most Scions develop their Influ-
ence slowly over long periods of time. That makes it
more appropriate for characters who have been vam-
pires for a time rather than neonates. Some Scions
focus more on Status in Cainite society rather than
Influence in the mortal world, or vice versa. Most
Scions cultivate both.

Although Generation is common among Scions,
it is by no means required. A low generation indicates
that one's sire may be influential or high-ranking in
Cainite society, and low-generation Scions often have
great things expected of them. Those of the 11th
generation may be all the more ambitious, on the
other hand, because they start out at the bottom of the
social ladder.

Mentor is a fairly common Background for Sci-
ons, since they are often chosen and groomed for a
place in their Mentor's feudal hierarchy. A Scion may
owe fealty to the Mentor, or the relationship may be
less formal. While a Mentor may be your character’s
sire, that doesn’t have to be the case. In fact, your
Mentor may actually be the sire’s rival or enemy,
taking the character under his wing either to spite his
site or use the character as a weapon against him. If
your Storyteller allows, your character may even have
multiple Mentors (dividing your dots in the Back-
ground), playing one off the other. It’s a dangerous
game, but the potential rewards are great.

All but newly fledged Scions usually have some
measure of Resources at their disposal. It may be
wealth earned or inherited in the character’s mortal
lifetime, an inheritance or endowment from her sire,
or what she has gained since receiving the Embrace.
With the ability to accumulate wealth over many
mortal lifetimes, elder vampires are often rich beyond
dreams of avarice and even younger Scions have
considerable wealth at their disposal. Of course, Re-
sources also allow Scions to hire servants and maintain

suitable havens for themselves (and perhaps others
they favor).

Note that paid servants aren't the same as the
Retainers Background. Retainers are assumed to have
some measure of personal loyalty (either oaths of fealty
and service or something as strong as a blood oath).
Servants are whatever the character can afford based on
Resources, and they're only as loyal as money (and
proper treatment) can buy. Unless they're paid very, very
well, most servants aren't going to work for a blood-
sucking monster. In fact, they're likely to flee at the first
opportunity or rebel and try to destroy their former
employer (depending on how brave and well organized
they happen to be). So characters are better off having a
trusted Retainer or two to manage their mortal servants
and keep them in line so they don’t get the idea of setting
the manor afire or trying to drag their master out into the
sunlight some day.

Status is another cherished goal of the Scions, but
fledgling vampires aren't likely to have too much of it,
unless they are clearly favored by their elders in some
way. A neonate being groomed for a high-ranking
position by an elder may have as much as two dots in
Status, but more than that is virtually unheard of
except for Cainites who have earned their positions.
Since acquiring status is likely to be one of your
character’s goals, you may not want to assign too many
dots to the Background at first, allowing your character
to earn it during the chronicle (and making the reward
that much sweeter for the effort). Of course, if the
chronicle is focused on the doings of high-ranking
vampires, then you may wish (or even be required) to
assign more dots to your character’s Status.
Distiplines

Mastery of certain Disciplines is expected of
followers of the Road of Kings. As in all things,
personal excellence is emphasized. Disciplines allow
Scions to achieve greater and more impressive feats,
and to further their ambitions when used carefully.
eaders must balance the value of underlings able to
use the most potent Disciplines with the possibility
of those Disciplines being turned against them at
some point.

Two Disciplines considered vital to the Road of
Kings are Dominate and Presence. Clans that have
one of these as their clan Disciplines are more often
found on the Road of Kings. This is one of the reasons
why the road's development was so heavily influenced
by the Ventrue, as they are natural masters of both
Disciplines.

Scions also make use of several Discipline tech-
niques not typically found among other Cainites. These
are described beginning on page 721.
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DOMAIN ORNO DOMAIN?
@ne Background thar deserves particular

artention where the Road of Kings is con-
cerned is Domain, one of the ultimare goals of every
Scion. Because it is such an important goal, you may
want to consider not putting any dots into Domain
at first, It depends on whether you want to play a
character on the road to acquiring adomain, with all
the challenges and rewards thar go with it, or you
want a characrer dealing with the difficulties of
actually ruling a domain. Both can be dramaric
stories, but they're significantly different and can
influence the sort of chronicle for which your char-
acter is suited (the Storyreller might have some
input here, too).
A Scion with no domain has greater freedom
of action, able to travel widely for long periods of
time. Of course, the character doesn't get the

benetits of having a domain and Scions with no
territory to call their own are at the bottom of their
road's social ladder, meaning they're not likely to
have much Status, either. Characters with do-
mains have security and resources to draw upon —
possibly enough so that feeding becomes less of a

concern — but they also have responsibilities.
They cannot simply leave for months at a time
without very rrusted or capable retainers to look
after their domains in their absence. Otherwise
they are likely to find that another Cainite has
taken over the domain while they were away.

Consult with the Storyteller about rhe
chronicle before deciding whether or not Domain
is an appropriate Background for your character. If
the chronicle is likely to involve a great deal of
travel, then having a domain may actually be a
hindrance {or at least nor much of an advantage, if
you're going to spend most of your time away from
it). Likewise, it's not suitable in a chronicle where
the characters are all fledgling neonates looking to
make names for themselves in Cainite sociery.
Gaining a domain is an important character goal in
this case. On the other hand, if the chronicle is
about vampire lords building an alliance to become
a power in their region, then the Storyteller may
require most of the characters to have the Domain
Background, possibly as a pooled Background (see
Dark Ages: Vampire, p. 157).

Dominate

Dominate is a useful Discipline for Scions simply

ause it allows them to enforce their wills on mortal

and even Cainite lackeys. Dominate is limited, of course,
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to dealing with individuals, and only those that under-
stand the vampire's language.

Of particular use to Scions are the more advanced
arts of Dominate. Lure of the Subtle Whispers
bring nearly any mortal (and many vampires) under the

sy

can slowly

Scion’s command, while Fealty can seal oaths and bind
vassals to obey to the best of their ability. Of course, since
the Road of Kings takes oaths so seriously, and oaths of
fealty are binding for both parties, Scions are judiciousin
their use of these powertul abilities.

Although Dominate has its uses, many Scions see
the Discipline — particularly its most basic ap I"-li{""l['["r"ﬁ
— as crude and overbearing. Few Cainites wis
I'ni:'1-:.”4_-55.]1}-' devoted thralls with no will or initiative .:_-r'
their own. Far more challenging, and satisfying, to play
the game of politics well and earn one’s place among the
]urdh of the night. Too great a reliance on Dominate can
also be dangerous, since some elder Cainites — and a
handful of rare mortals — are immune to its power.
Presence

The most useful Discipline to those on the Road of
Kings is arguably Presence, which allows them to hold
a crowd :'~11r1'-n'u'-r'~-i, raise a howling mob, or inspire
soldiers to fight (and die) in their names. The gifts of
Presence are potent, especially in the hands of a tal-
ented orator and leader.

Scions still prefer to cultivate courtly skills rather
than rely overmuch on the power that Presence grants
them, since the effects of the Discipline ¢
at times. Most teachers of the road emphasize using
Presence to augment one’s social and political skills

an be fleeting

rather than substitute for them.

Other Disciplines

* Animalism: Although dominion over beasts is
Nnot i'n“;-‘t]'h_,-‘ S0 Important to Scions as power over the
world of men, Animalism is a useful Discipline for them.
Cainites required to interact with animals ights are
expected to know how to ride, after all — benefit from
being able to overcome an animal’s natural aversion to
the undead. Some vampire nobles take pleasure in keep-
ing hunting animals — hounds or falcons, for example
— as pets. Animal servants can also be useful for spying.
No mortal would suspect their liege's loyal hound or
their lady’s cats of being spies, but for a vampire master
of Animalism, they can be.

* Auspex: A ruler must be aware of what is going on,
particularly of hidden dangers, before it is too late, so
Auspex is a common Discipline taught and learned on
the Road of Kings. Even the simplest uses of the Disci-
pline can give a Scion a great advantage, being able to
sense threats to his person as well as read the intentions
as if they shouted from the

of others as clearly were
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woftops. When Scions say that they know when others
ly, they often speak the truth. The more
advanced uses of the Discipline allow a Scion to learn of
and prepare for almost any threat. Masters of Auspex can
satch thoughts from others’ minds and learn secrets by

swear them false

scrying and eavesdropping on distant places.

e Obfuscate: The art of hiding in shadows seems
counter to the nature of the Road of Kings at first. Scions
are meant to be seen and heard, to appear before the
crowd as a commanding presence. That is so, but some
Scions recognize the value of subtlety and the ability to
move about unseen. In addition to masking one’s comings
and goings, Obfuscate can permit a prince to walk as a
commoner among his subjects, hearing whart they truly
think, or it can provide an escape when danger threat-
ens. The ability to disappear in the face of an assassin
should also never be underestimated.

WMevits and Slatws

Certain Merits and Flaws are particularly appropri-
are (or inappropriate) for followers of the Road of Kings.
Various physical Merits and Flaws are found among
Scions, although Flaws like Leprosy and Monstrous are
fairly rare, known primarily among the followers of the
Path of the Vizier (which permits them to stay out of the
public eye).

Social Merits (and, sometimes, Flaws) are common
forScions, including Prestigious Sire, Debt of Gratitude,
Infamous Sire, and Enemy. Crusader is a fairly common
Merit on the Path of Chivalry.

Supernatural Merits and Flaws bless or afflict Sci-
ons the same as other Cainites. Inoffensive to Animals
is useful to Paladins and others working with horses.
Spirit Mentor may indicate a Scion guided to greatness
by the ghost of a past ruler. Unbondable is usetul Merit
for Scions, since they are often expected to take blood
oaths as part of their fealty to their superiors. It is not as
wseful as it first appears, however, since Scions take the
letter and intent of their oarhs at least as seriously as the
nower of the vitae that enforces it. Even an Unbondable
Scion does not violate a freely given blood oath.

New Merits and Flaws that are especially appropri-
ate for Scions can be found beginning on page /4.

Preludes

Some are born to walk the Road of Kings while
others are chosen and groomed for the road (willingly
orotherwise ). The events of a Cainite’s life, death, and
Embrace shape the sort of Scion he or she will become
in rime. The following elements are common in the
preludes of those on the Road of Kings. Storytellers may
wish to consider including them in one form or an-
other, and players should consider them as parrt of their
characters’ Background.

e Willfulness: The Road of Kings demands a
strong will and a measure of conviction. Scions are
often willful, even stubborn, in their mortal lives,
enforcing their will upon others. They may be well
regarded as natural leaders, or condemned as bullies or
petty tyrants. Young nobles often display the willful-
ness that draws Scions to them, although such youthful
arrogance must be tempered and cooled by the Embrace
and the teachings of the road before it can lead a
neonate to true greatness.

e Pride: The Scions are many things, but rarely
humble. Those who follow the Path of Chivalry may
consider humility a virtue, but most adherents of the
road understand and expect a certain amount of pride in
one's self and one’s accomplishments. Overweening
pride can be a danger, particularly when it blinds a Scion
to her own faults and dangers close at hand, but pride is
also a source of strength. It drives Scions to achieve
mastery over themselves, to strive for excellence in order
to justify their pride.

e Self-Mastery: The first steps on the Road of Kings
involve learning to master oneself and the Beast within
before attempting to master and lead others. A leader
without self-discipline and restraint cannot lead effec-
tively, and will soon be overthrown by someone more
capable. All the will and conviction of a Scion is ulti-
mately aimed at caging the Beast and keeping it ramed,
keeping hold of their sanity and their dignity in the face
of what they have become.

e Power: Power is the ultimate goal of every Scion,
whether it is rule over a dominion, power over a prince,
command of an army, or wealth beyond avarice. Even
the adherents of the Path of Chivalry seek power, skill
at arms and command of soldiers they can use to turther
the cause of justice in the world. The reason for seeking
it is almost irrelevant. This thirst for power and control
is nearly as great as the thirst for blood. For some, it
existed long before the Embrace, and their current
existence is merely an extension of their lifelong quest
for power. For others, their undead state has inspired a
desire for power. It may be because they never had a
chance to obtain it in life. It may be a substitute for
passions they can no longer feel or enjoy. Whatever the
reason, it is a part of every Scion.

e Fealty and Duty: The Road of Kings is about
power, but also about duty and responsibility, whichare
necessary corollaries to power. Scions may learn those
lessons even before their Embrace. Often a conflict

between desire and duty leads them into the arms of

their sire. They also learn loyalty from their Cainite
liege-lord, and may learn betrayal from their fellow
Cainites as well. The importance of loyalty and honor
are central to the Road of Kings, something every Scion
must embrace.
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Although the age of chivalry has only
begun in the mortal world, some
Cainites have seized upon its ideals and
taken them to heart. These Paladins see
chivalry as the salvation of their kind.
One of the more recent paths of the
Road of Kings, chivalry has spread
N\ rapidly throughout the Cainite
e, courtsof Europe and its principles
B | arc largely the same everywhere.

The philosophy of the path is
the code of chivalry. A Paladin
strives to act
& with honor in

: ! /g all things. Oaths
el RSy are sacred, and
P ‘ one’s duty comes

FReR bcfore all other
: " considerations,
even personal safety
and ambition. Paladins

are deferent to their bet-
ters and kind and courteous to
their inferiors. Naturally,
~ some vampires have
seized on this de-

e
H'-\."'\-\.

- votion to
"M\ conscience as

a way to ma-

nipulate Paladins, but they have found
that such insults are repaid harshly and

in full measure.

. - The path is unusual in that it
~ emphasizes service and duty more

Minimum Wrongdoing
Neglecting your duty for any reason.
Dishonorable acts (ambush, deceir, etc.)

Treating another with disrespect.
Behaving in an unjust manner.
Behaving shamefully before your peers.
Failing to come to the aid of those in need.

Treating a superior with disrespect.
Failing to answer a challenge to your honor.

Breaking your word.
Breaking a sworn oath.

(ZBIVALRY

VIA €QuIcUIn

than personal power. Cainites are superior, yes, but that
means their responsibilities are that much greater than
those of ordinary mortals. The princes of Europe encour-
age the path because they support its ideals or they
appreciate how it channels and leashes the ambitions of
hot-blooded neonates, binding them more strongly to the
service of their prince. Some princes have even sponsored
orders of knighthood to encourage the path among their
vassals (see Knightly Orders, page 48).

Additional Ethics of Chivalry

® The blood of Caine makes you superior to mortals.
Therefore youhave aduty to protect and aid your inferiors

® Duty comes before all else.

® Honor is everything. Without your honor, youare
no more than a beast.

Practices: The Path of Chivalry is probably the
most organized branch of the Road of Kings. Initiates
nearly always petition to become squires of one of the
knightly orders, where they learn the principles of the
path along with the skills to become a knight. Cainites
who were knights before the Embrace are usually in-
ducted into an order without the need to spend much
time in service to a senior knight, although it is still
required to learn the essentials of the path. Initiates who
cannot serve are clearly not suited for the demands of the
path and may be expelled.

Paladins carry out their duties with as much pomp as
possible. They are fond of tournaments and contests where
they can win glory for themselves and their patrons, and their
rites are carried out with great ceremony. Naturally, the path
appeals to many Toreador and Ventrue, who are also the

Most COMmImon ["!-Hl rons of h{‘ ".']‘Ji"-.'i:-'llﬁ 10 b1 {}I'L]L'I'H.

Virtues: Conscience, Self-Control

Bicravchy of Sins Against Chivalvy

Rationale

Your duty comes betore all else.

Your honor is everything.

A knight earns respect by behaving respectfully.

It is your sworn duty to uphold justice.

Honor and reputation are everything.

It is your duty to protect the weak.

Superiors must be given the respect they are due.
Honor is everything; challenges cannot go unanswered.
Yourword is your bond. If yourword is worthless, then soare you.
Qaths of fealty hold the world rogether.
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While the princes war for control of the domains of
Europe, a small faction slowly increases in strength. A
few Cainites have recognized the potential inherent in
this new class of merchants and skilled craftsmen, and
have begun to consider the possibility of buying a throne
rather than winning one by force. Traditional Scions
scoff at these money-grubbers, but they grudgingly admit
that the Merchants do have a great deal of money.

The Merchants hold fast to the Scion ideals of
ladder-climbing, self-mastery, and deal-making, but for
them wealth is the key to power, self-mastery and hard
work are the keys to success in business, and oaths and
promises are the cornerstone of a Merchant's good name.
For many, the path is a means to an end; earn enough
1.1':‘21[1[1 to ]:}L”.L'.l'l.l!"f." d TNanor }]lﬂlii e | Il[]'f' |'I.‘III. rdre [.L"".-"f S5eC
oreater potential in the path. Why control a domain
openly when you can own it in all but name!

Additional Ethics of Business

¢ Wealth is the key to power and control.

* Power can be just as effective behind the scenes,
perhaps even more so.

* Your reputation is all that you really own, and is
worth more than the rest put together.

Practices: Unfortunately, few mortals do business by
night, so the Merchants are forced to work through
intermediaries for the most part, doing what little they can
after sunset. They exert their influence over mortal mer-
chants and craftsmen, helping ensure that their businesses
rosper in exchange for a hefty piece of the profits.
Powerful Merchants often have numerous business inter-
ests, which may or may not even be aware of each other.

The Merchants also do business with their fel-
low Cainites. They have no qualms about usury or

Hicrarchy of Sins Against Business

Rationale

Working hard is the key to success.

You must earn the customer’s respect and cooperation.
Everyone should know their place, including you.
Trust is earned by being trustworthy.

Honor and reputation are everything.

A leader must be seen as strong.

Score  Minimum Wrongdoing

10 Neglecting your work.

: Trearing a customer with disrespect.
Treating an inferior as an equal.
Breaking your word to a customer.
Behaving shamefully before your peers.
Showing weakness in front of inferiors.

PAChH OF Th€ IMERCHAINT

VIA NERCATOR

money-lending (a minor sin at best
compared to the damnation of the
Children of Caine). A loan made to
a prince in desperate need of funds
to continue fighting against a ri-
val can give a Merchant the
prince’s ear and some favors
to be discussed at a later
time. Many Cainites have
considerable wealth, and
hunger for goods the Mer-
chants can provide from
far-off lands.
Cainiteswhocome -~ gt ) t .
to the path usually do i 2 b ol
so by becoming appren- e O ' oy
ticed to an elder ¥
Merchant and learning %
the trade as they go (fat-
tening their master’s
coffersall the while). Some &4
Merchants pracriced a
trade while they lived and |
apply that knowledge to their |
unlives. Of course, not all ||
Cainite merchants and |
tradesmen follow this path
(craftsmen tend to follow

rthe Via Humanitas . while

a few vampire mer-
chantsfollow the Road
of Sin).

Virtues: Con-
viction, Self-Control
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Failing to answer a challenge to your good name. Your good name is all that you truly own.

Superiors must be given the respect they are due.
Breaking your word to your superiors or clients. Your word is your bond. If your word is worthless, then so are you.
Such agreements hold the world together.

Treating a superior with disrespect.

Breaking a sworn oath or deal.
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Tyrantsunderstand the importance
of vassals and oaths of fealty, but they
care little for notions of responsibility
and noblesse oblige. They find the pre-
tensions of the Paladins foolish

J_‘. 't-_. .

the strong to look after the
weak, only to ensure that they
do not rise in rebellion. A
contented populace is the
easiest to rule, but if a thou-
sand must die to ensure that

the domain remainsstrong,
g8t 5o be it. Notions of honor
' ) inferiors are useful tools
for keeping the sheep in
line, but nothing more. In
the end, only power and con-

and charity toward one's

trol matter.

| .’I The ultimate goal for any
| | Tyrant is power and the secu-
Kl rity that comes with it, One can
k) either rule or be ruled, and the
Tyrants know which option they
i prefer. They also know there are
more than enough ambitious
Cainites and not enough domains
to go around, so they must be
ruthless ineliminating com-

" petition. While knights
1 follow the Path of Chiv-
alry, Cainite warlords and

Hierarchy of Sins Against
Rationale
Opportunity comes only to those who seize it.
Do not make enemies unnecessarily.

Never let your inferiors get above themselves.
Power is not gained by giving it away.

Your reputation is a part of your influence.

A leader must be strong.

Minimum Wrongdoing

Neglecting an opportunity togain power.
Trearing a peer with disrespect.
Treating an inferior as an equal.
Giving up power to a peer.

Behaving shamefully before your peers.
Showing weakness in front of inferiors.

PACTH OF CTh€& CYRAIC

VIA TYRADNUS

and naive. It is not the duty of

conquerors choose this path as their own, the path to
power, the path to glory.

Additional Ethics of Tvranny

e Power is Yours for the mking, i.’[-.U!“ll':,’ YOou have the
will to seize it.

* Honor your obligations, as they will earn you allies
and lovyal servants.

e [t is better to be feared than loved, if you cannot
be both.

Practices: Given its nature, many Cainites find the
Path of the Tyrant alone, through their own ambitions
and will to power. Often they learn the path from a liege-
lord they serve, only to seek to replace their mentor later
on. Tyrants tend to be wary, even for Cainites, because
they understand the full depths of ambition and what it
drives them to do. Unlike mortal lords, they do not
eroom heirs, since they intend to rule throughout their
unliving existence.

Still, Tyrants are not entirely untrustworthy. They
value oaths and laws because they are so necessary to a
smoothly functioning domain. A Tumnramwuﬂ carefully
and cautiously, but is ready to seize an opportunity w hen
it arises. Thr:y see matters of honor dispassionately,
solely in terms of what advanrtages they gain, rather than
the somewhat romantic notions of the Paladins or even
{'FT}-lL*T SLIIIE 1MlA. T]'.IL‘."‘." Fell L= :'|.|!'\l;:' e e !lllthli'.“i!‘i ol H'['Ill"!.' Ccreatures
that know [hn.-.":,' are damned can be. As far as the Tyrants
are concerned, they already exist in Hell, so they have
nothing to lose by further sin and everything to gain by
making sure their subjects understand the penalty for
disobedience and failure.

Virtues: Conviction, Selt-Control

Tyranny

Failing to answer a challenge to your authority. Those who do not protect their power soon lose it.

Treating a superior with disrespect.
Breaking your word to your superiors.
Breaking a sworn oarth.

Superiors must be given the respect they are due.
Yourword isyourbond. Ifyourword isworthless, then soare you.
Oaths of fealty hold the world together.




Not all who rule do so from a throne. Oftentimes
they rule from the steps of the throne, or from the
shadows behind it. Such is the philosophy of the Path of
the Vizier. For the Counselors, power is a subtle game
best played away from prying eyes. Where other Scions
seek glory and adulation, Counselors work in the shad-
ows, pulling strings to make things happen. To the
Counselors, the ideal is to hold power without anyone
knowing it, since Cainites perceive anyone in power as
a potential threat. Some Counselors are known to be
powerful, even as true powers behind the throne, but
thinking one knows the true measure of a Counselor’s
sower is usually a fatal mistake.

The Beast is the ultimate threat to a Counselor’s
plans because it is anything but subtle. Every Counselor
knows that the seeds of defeat and failure lie buried deep
within and so struggles to keep the Beast caged. Knowl-
edoe, cunning, and influence are the Counselor's weapons.
Where a Scion may excel on the battlefield or in the
council chamber, a Counselor excels in :'él'nd‘;, u'l'iriw_,.{,
sage advice, and building networks of informants and
allies. Through this subtle web, the Counselor rules from
behind the scenes.

Additional Ethics of Counsel

* Those seen to have power are the targets of those
who wish to seize power.

¢ Those seen to grant power are the allies of those
who wish to seize power.

* Gather power subtly, use it wisely. Be seen as an
ally rather than a rival.

Practices: The Path of the Vizier draws more schol-
arly Scions, those not suited to ruling openly, but clever

Hicrarchy of Sins Against Counsel
Rationale
Those who fail in their responsibilities often lose them.

Score Minimum Wrongdoing

10 Neglecting your duty.

' Treating a peer with disrespect.
Openly usurping power.
Breaking your word to a peer.
Behaving shamefully before your peers.

PAChH OF Th€& VIZIER

VIA CONSUAIOR

and learned enough to make
rulers dependent on their ad-

vice and wisdom, and notonly

Cainite rulers. Where most

Scions seek their own domains

in vampire society, Counselors of-

ten exert as much — if not more —
influence over mortal kingdoms.
Many a monarch, baron, or
prince entertains nightly
visits from a mysterious ad-
visor who offers wise
counsel (and perhapsadose
of vitae to keep the ruler
strong and vital, and in the
Counselor’s thrall).

Counselors are also

g . i,

commonly found in the

ranks of the Church, where
it is difficult to seize power

openly. They thrive in an

environment of learning

and scholarly debate, where
they can move key pieces

about like a chess match. Al
outnumbered by
the
Heaven, Counselors have the

advantage of keen intellect, un-
encumbered by religious zeal, to
see their plans to fruition.

thuLth

Cainites on Road of

Virtues: Conviction,
Selt-Control

A leader earns respect by acting respectfully.
The shadows are your protection.

Trust is earned by being rrustworthy.

Honor and reputation are everything.

Showing a lack of knowledge in front of inferiors. Knowledge (or at least the appearance of it) is strength.

Failing to answer a challenge to your
knowledge or integrity.

Treating a superior with disrespect.
Breaking your word to your superiors.
Breaking a sworn oath.

These are the basis of your strength; guard them well.

Superiors must be given the respect they are due.
Yourword is your bond. If your word is worthless, then so are you.
Oaths of fealty hold the world together.
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2ety Discipline Techniques

The following techniques are commonly associated
with followers of the Road of Kings, and mostly taught
and used by them. Non-Scion characters may be able to
learn them at the Storyteller's discretion by finding a
willing teacher or experimenting on their own.

An Carfor Lies Auspey =

Scions place great stock in the truth, and successful
rulers and leaders learn to discern truth from falsehood,
even when spoken by the most convincing liars. This
power allows the user to know when someone is lying to
him. Tothe Cainite, lies stand out, harsh and discordant,
from all other speech.

System: The player must make a Perception + Empa-
thy roll (difficulty equal to the subject’s Manipulation +
Subterfuge ). If successful, the characterautomatically knows
if the subject lies to him for the duration of one scene or
social encounter. This ability does not detect lies of omis-
sion or half-truths, only direct and deliberate lies. If the
subject believes what he is saying is true (even if it is not),
then the character will not detect any falsehood. This
technique does not give a character the ability to discern
what the truth is, only to know when someone is lying.

Experience cost: 14

MET: Make a Static Mental Challenge (difficulty is
the subject’s Manipulation-related Traits + Subterfuge;
retest with Empathy). With success, the Scion automati-
cally knows if his target lies to him for the rest of the scene/
social encounter (the Scion’s player may ask the target if
she is deliberately lying with intent and the target must
answer truthfully). Lies of omission will not register as
falsehood, and asubject who believes he istelling the truth
(such as while recalling false memories from Dominate)
will likewise not appear as a liar. This power requires both
Basic levels of Auspex and costs 14 Experience Traits.

Inspive Breatness Presence 3,
Fortitude or Potence z

True leaders know how to inspire their followers to
greatness, but Cainites can use the power of their vitae
to inspire more than mere competence — they can push
others beyond their normal limits.

To use this ability, the character must specifically
try to inspire or urge a follower on in performing a
physical task. This can be battle, a feat of strength or
stamina, a physical contest, and so forth. The subject of
this technique must look to the character for leadership
and guidance, and the character must inspire the subject
in some direct way through words or actions.

System: The player rolls Charisma + Leadership
(difficulty 7). Each success allows the player to spend one
blood point to grant the subject a bonus in performing a
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feat of strength or stamina for the duration of the scene.
The player cannot spend more blood points per turn than
her character’s generation normally allows, and no more
than the character’s rating in Fortitude or Potence (which-
ever one she wishes to grant the subject). Successes canbe
split between Fortitude and Potence, if desired, up to the

vampire's limits.

The effect also varies depending on the subject’s
nature. Vampires and ghouls gain dots in the appropri-
ate Disciplines (Fortitude or Potence), even if they
previously had no dots in them, with the normal effects
and benefits. Mortals gain extra dots in Strength or
Stamina and can even exceed five dots, but do not gain
the other benefits of Fortitude or Potence, such as the
ability to soak lethal damage or automatic successes on
Strength rolls. The benefits last for the scene or until
the task at hand is complete.

Experience cost: 21

[f a character has Presence at five dots or more, he
may spend an additional 14 experience points to Inspire
Greatness in multiple people at once. Successes from the
Charisma + Leadership roll can be applied to increase
the number of people affected as follows:

1 success  Two people
2 successes  Four people
3 successes  Eight people
4 successes 20 people

5 successes Everyone in the character's imme-
diate vicinity (an entire troop in battle, for example)

MET: The Scion must begin by inspiring or urging his
subject to a physical feat of strength or stamina, the subject
must look to the Scion for leadership, which the Scion
attempts to provide by words or actions. The Scion then
makes a Social Challenge (retest with Leadership). Success
allows him to spend Blood Traits to grant his target a bonus
to use in Strength- or Stamina-related challenges. The
Scion may not spend more blood per turn than his genera-
tion normally allows, nor may he grant any higher than his
rating in mem’e or Potence. Vampires and ghouls gain
levels of Fortitude or Potence, even if they had no previous
levels of them, and the powers act normally. Mortals can
gain extra Physical Traits, even above and beyond their
normal rating, but may not gain Fortitude or Potence. The
benefits last for one scene or until the feat is completed.

This effect requires the character to have reached
the first Intermediate power of Presence, plus both Basic
powers of either Fortitude or Potence, and 21 Experience
Traits. If the character has Advanced Presence or even
the powers of the elders, he may spend an additional 14
Experience Traits to Inspire Greatness in multiple people.
By spending extra Traits in the initial challenge, he can
inspire from two people (with one Trait) up to all in his
immediate vicinity (with five Traits).




True Tongue Dominate z, Presence =z

With the truth such a valuable commodity in the Dark
Medieval, the ability to find the truth is useful indeed. A
vampire with this technique can render a subject unable to
speak anything except the truth as he knows it; lies cannot
pass his lips, nor will his tongue utter them. Of course,
subjects may simply choose to remain silent. They are not
compelled to speak, but they cannot speak lies.

System: The player rolls Charisma + Leadership
with a difficulty equal to the subject’s Willpower. The
subject must also be of an equal or lesser generation than
the character (as with all uses of Dominate). Success
places the compulsion upon the subject, with the num-
ber of successes determining its duration:

| success The subject’s next statement must

be truthful.

2 successes The subject must speak the truth
: for the next minute.
The subject must speak the truth
- tor the next scene.
The subject must speak the truth
_until sunrise. i
The subject must speak the truth for
aslongas he is in the user’s presence.

3 successes
4 successes

5 SUCCESSEes

Experience cost: 14
Characters with Dominate 4 and Presence 4 can
spend 14 additional experience points to learn Aura of

Inescapable Truth. This extends the effect of True
Tongue to everyone in the user’s presence.

MET: The Scion makes a Static Social Challenge
(difficulry is the target’s Willpower; retest with Leadership).
Like all uses of Dominate, the target must be of equal or lesser
seneration than the character. For the next scene, the
target can speak only the truth as he knows it — no lies of
omission, no half-truths, just the facts (and that based on
what the target believes to be the truth). The target is not
compelled to actually ralk, but if he does, he cannot lie.

This power requires both Basic powers of Dominate,
both Basic powers of Presence and 14 Experience raits
to learn. Scions who achieve both Intermediate powers
of Dominate and Presence, and spent another 14 Experi-
ence Traits may learn Awra of Inescapable Truth, which
extends the effect to everyone in the character’s vicinity.

Sound of a Breaking Gath Ausper 4,
Dominate or Presence 4-

Betrayal is most often done in silence and shadows, but
some Cainites can hear betrayal and disloyalty on the wind.
A vampire with this technique may know if any who have
sworn allegiance to him forswear their oaths. The knowl-
edge comes to the character like a distant sound of bells or
breaking glass, or sometimes asa foul stench or a chill up the
spine, but it is certain knowledge of betrayal, regardless.

System: Whenever one of the character’s sworn
vassals, through word or deed, violates the letter of his
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oath of fealty, the Storyteller should secretly roll the
character’s Perception + Leadership, with a difficulty

equal to the oath-breaker's Willpower. The number of

successes determines how much the character learns about
the oath-breaking:

1 success - - The character knows that a vassal has
broken faith with him, but does not know
who, where, or how;

2 successes T he character knows the whereabouts of

£ the oath-breaker, but no other details.
3 successes The character knows the identity and
whereabouts of the oath-breaker.
The character knows the oath-breaker’s
identity, whereabouts, and in general what
sort of violation has been commirtted.
The character has a vision of the oath-

breaker for afew seconds after the violation
is C{}I‘Ilmltted

4 successes

5 successes

Note that this technique provides no forewarning of

treachery or betrayal, nor does it sense disloyal thoughts,
only deeds. A vampire would receive no warning, for
example, if a previously faithful vassal suddenly plunged
astake into her heart, unless bringing such a weapon into
the vampire’s presence constituted a violation of the
vassal’s oath, in which case the vampire could learn of it.
The technique only affects those who have sworn oaths
of fealty or loyalty to the character, not allies, associates,
peers, or anyone else. It does affect thralls under the
effects of the character’s Dominate or Presence Disci-
F‘]”]i‘l‘i H.]h_] [['I['I'!"'-L" .I:'.'{H]['I{! }'!"':I.' '[}'H:" i'll(_'.li_]{,i U.;-][i'l.

Experience cost: 28

MET: With a successful Static Mental Challenge
(difficulty is the subject’s Willpower, retest with Leader-
ship), the Scion knows if a sworn vassal has, through
word or deed, violated an oath to him. The Storyteller
may choose to make this challenge in secret and inform
the player of the result, or come to the Scion and ask for
the challenge. With success, the Scion knows that a
vassal has broken his word and knows where this hap-
pened, and little else. If the betrayal was particularly
erave (treachery that kills the Scion’s mortal family or
reveals a battleplan that could kill hundreds is much
more serious than speaking ill of the Scion), the Scion
may receive more clues to the oath-breaker’s identity at
Storyteller discretion. This provides no warning of treach-
ery or disloyal thoughts, only words or deeds in the
commission. This power affects only those who have
sworn oaths of vassalage or loyalty to the Scion, those
who are bound to him by blood oath, or those who are
under his Presence or Dominate powers. Peers, associates,
allies, servants or those not bound by such means to the
Scion are not affected by this power.

This power requires both Intermediate powers of

Auspex and both Intermediate powers of Dominate or

Preseince, plus a whopping 28 Experience Traits.
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e Werits and Flatws

As with other Merits and Flaws,
appropriate to be added to a character upon creation.
Although some characters may acquire some Merits and
Flaws (particularly Flaws) in play, they are generally not
required to pay experience for them.

obleBlood xzpt. Werit

You were born of anoble and honored family, and its
blood still runs in your veins, even altered by the curse of
Caine. Although you may have lost any title or lands
that were your due as a living heir, you retain your
heritage (and, perhaps, your family name). This reflects
favorably on you with those who place stock in good
breeding and hereditary nobility (as many people in the
Dark Medieval world do). You may also be of particular
interest to certain Scions, and to Ventrue with a taste for
noble blood. You receive a —1 to all Social difficulties
when dealing with anyone who would be impressed by
your lineage, and to all Etiquette rolls concerning courtly
behavior in your native lands.

MET: You gain a one-Trait bonus in Social Chal-
lenges dealing with those impressed by your lineage, and
a free retest to Etiquette challenges in your native lands
(the second test results must stand, and this cannot be
used outside your own country).

Vowerful Baze s7pt. Werit

You have a quality that makes your gaze forceful and
menacing. Those who meet your eyes must look away, or
else are captured, almost entranced, by your gaze. You
gain a —2 to the difficulties of all Social rolls where you
are able to make and maintain eye contact with the
person you are dealing with. This means being at fairly
close quarters (a few yards or less), and it only affects one
person at a time.

these are only

MET: You gain a two-Trait bonus to Social Chal-
B
lenges when you can make and maintain eye contact.

PVowerful Liege 17 to 37pt. Werit

You serve a powerful and renowned liege-lord re-
spected (and likely feared) by many. This gives you a
measure of prestige in dealing with your liege's vassals and
peers, and others are likely to respect (and envy) your
position. As a one-point Merit, the liege is a renowned
baron or other local lord. As a two-point Merit, your liege
is an influential prince or rising star among the nobility.
As a three-point Merit, your liege is a powerful monarch,
ruler of a vast domain, such as Mithras of London. You are
probably required to wear the standard of your lord promi-
nently, which announces you as his vassal to friend and
enemy alike. However, the more powerful your lord, the
less willing others are to attack you outright.




Noble Beaving z#pt. Werit

You have the bearing and manner of a true monarch,
no matter how low your station. You carry yourself with
grace and dignity, and your words ring with purpose and
passion. Reduce your difficulty on Social rolls by two in
any situation where your nobility can show through,
such asat court, or taking command on the field of battle.
Your bearing is likely to draw attention to you, and may
even earn you the enmity of the petty and jealous, or
those who believe you act above your station.

MET: You gain a two-Trait bonus during Social
Challenges where you can impress others with your
nobility. This Merit does not mean you stomp around
with your chest puffed out shouting orders. Sometimes,
the greatest nobility shines quietly — stand up straight,
hold your head high, walk with dignity, raise your voice
only when necessary.

Devotion F#pt, Werit

You are devoted to a higher ideal or purpose, be it
loyalty, honor, duty, your sworn liege-lord, or your faith in
the Almighty. You draw great strength from your devotion,
eiving you an automatic success on all Willpower rolls
(which can be negated bya “1"” likeany othersuccess) where
your devotion is tested in some way. You must remain
absolutely true to your purpose in order to retain this Merit.
If you falter or are found wanting, you lose it until you can
somehow redeem yourself and atone for your sins.

Destined for Greatness s2pt., Aderit

You are meant for great things in your unlife. Des-
tiny has some special purpose in mind for you. This Merit
has the following effects:

* You are considered to have an extra dot of Status
when dealing with Cainites who believe in or recognize
your destiny as something special.

e When confronted with a challenge that would
keep you from fulfilling your destiny, you can re-roll any
failed roll (including botches) and take the better of the
rwo results. You can do this up to three times per story,
but only when dealing with circumstances that would
prevent you from achieving your destiny in some way (in
the Storyteller’s judgment).

e Once per story, when confronted with dire or
overwhelming circumstances, you can draw strength
from certain knowledge of your destiny and regain a
soint of Willpower immediately, even if you have no
ternporary Willpower left.

At the Storyteller's discretion, there may be omens,
portents, or prophecies concerning you, and various sorts
of divinations may show your involvement in certain
events. There may also be forces out to thwart your
destiny, and circumstances will tend to conspire to ensure
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that you have the opportunity to fulfill it, so you will never
be able to lead a humble or isolated unlife.

MET: You gain the Status Trait Destined, which can
be used with Cainites who would recognize you or your
destiny as something special. When confronted with a
test that would keep you from fulfilling your destiny
(Storyteller discretion), you may retest any failed chal-
lenge and choose which results stand, up to three times
per story. Once per story, you can draw upon the certain
knowledge of your destiny and regain a Willpower Trait,
even if your Willpower is completely spent.

Gnerous Vow 17 to 37pt. Flaw

You have sworn a particular vow in the past (per-
haps against your better judgment, or even under false
pretenses) that you feel you must honor, even though it
is an inconvenience to you (perhaps even a serious one).
The value of this Flaw is based on how much trouble your
vow causes you. Fairly simple vows (like stopping to pray
at every church you pass, refusing to feed on certain
people, etc.) are worth one point. Vows that require
some risk (like always protecting children in danger, or
always being the last to leave the field of battle) are
worth two points, while vows that regularly place you in
danger (feeding only on priests, attacking certain en-
emies on sight) are worth three points. Storytellers
should reduce the value of this Flaw (or disallow it
outright) for non-Scion characters, since they can more
easily violate their vow without suffering any conse-
quences (save perhaps for a twinge of conscience).

Gath>Taker z7pt. Flaw, Ffor Scions

You have the unwise habit of swearing oaths too
quickly or without due thought, and you feel obligated to
fulfill those oaths, once rightfully swormn. This Flaw is
particularly common among idealistic and passionate
Cainite knights and Paladins of the Path of Chivalry, for
whom thought and deed are as one.

In practice, you can never simply agree to some-
thing, it must take the form of a sacred oath. If you have
a task placed before you, then you swear on your blood
that it shall be done. If you express an opinion, you swear
an oath touphold it to the last. If you see the opportunity
for a noble quest, you must seize it, and follow it to the
end. At the Storyteller’s discretion, you can spend a
point of temporary Willpower to stave off this urge for
one instance, when absolutely necessary.

For followers of the Road of Kings, this is a three-
point Flaw, since breaking a sworn oath is a grievous sin
for them and requires a degeneration roll. A clever
enemy may trick you into swearing contradictory oaths,
so that you are forced to break one of them, and charac-
ters with this Flaw are particularly vulnerable to the
power of Fealty (Dominate 6).
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Artifacts and Tepts

While many Scions scoff at the amount of time and

ENETEY Mort: 1ls I.HLH] some C ._H”.J.t';.."‘il waste 1in p ursuit of
“holy relics” and “sacred texts,” they do admit that an
object perceived to have power does have power, even if
merely by perception. Likewise, while they won't usually
ascribe any magical or divine properties to a manusc ript,
Viziers especially recognize the virtues of writing down
wisdom so that younger Scions may learn from it later

Artifacts

These itemsare legendary, and Scions trades stories of

their existence and properties, as well as their locations.
Where these artifacts might rest (and in whose hands), to
say nothing of whether these items function as described
here, if at all, is a decision left to the Storyteller.

Devdartha’s Chalice

Whether a simple wooden cup or a solid gold, jewel-
encrusted goblet, the Chalice of Veddartha appears in many
of the par ables and legends 1[1.4[ Scions tell of the First Cit ¥
and the rise of Clan 1"-."Tl.2["l['I'l 1e. Supposedly, the Ventrue clan
founder drank his sire’s blood from this cup, rather than
feasting directly from his veins, during his Embrace. Thisisan
important detail — Veddartha evidently had the will and
strength, even after being drained of his life’s blood, to raise
a glass and choose to drink.
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exisred
Ventrue F:-r'lc s kne oW the significance of “drinking from
Ventrue's Chalice.” The ex |""[ ession simply means that
L.i-:_'..li[.lll.'t" all odds, a partic ular .
the determinarion to see fhlln_’ﬁ through ,l e 1L In.-1ul’r|]l._u.
oath, finish a campaign, or fight a duel. Of course, some
Scions n.'at -:.':I.Fi'u'_"[ -._].-}.nn I.,t‘1+.lt..-|t‘|l1,-' ]:-tl.tjcflh_] use the same
expression to mean “charging blindly ahead with no
thought for the consequences to oneself or others,”

a Paladin undertakes a quest, often to
ecoverthe Chalice from the

Whether or not the Chalice ever actually

Cl1on [l.l‘ T]H '-HH[-]‘-“ .-'I[IL

Occasionally,
the Holy Land, to*4

ver discovered its resting place, or even

Saracens.”
No one has e
conclusive evidence that it exists. However, rumors do
'iir:*t back to Europe from Egypt that the loathsome
Setites have a similar legend about a cup which their
noxious god spirited away from a mighty warrior while the
warrior was locked in combat. Most Sc ions think of this
Viziers aren't so sure.

tale as allegory at best, but some

Tyrant's Lash

Created by a Tzimisce koldun shortly after the rise of the
Tremere, the Tyrant’s Lash isasimple horsewhip with asmall
barb at the tip. In the hands of a P werful enough Scion,
however, it can break nearly anyone with a single stroke.

The Lash magnifies the pain of its

:wfl'li'r]{f._'.'i H.l'LL.] I:'["l_}':{r:_"["u:_il._"[':-. d 1'.:_"-:.‘“[1;_; -;.':IT.
weakness and helplessness when-
ever 1t

strikes a target. Anyone
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struck by the Tyrant's Lash must roll Willpower (diffi-
culty 6, modified by the wielder's Aura; thus the difficulty
rises if the wielder’s Road rating is higher than 7 and
drops if the rating is lower than 4). Success on this roll
means that the victim must soak damage as usual (the
Lash inflicts 3 dice of lethal damage) but suffers no
further ill effects. If the roll fails, the victim is immedi-
ately driven to his knees in pain and humiliation, and all
Willpower rolls for the remainder of the scene (includ-
ing any required by further lashings) increase in difficulty
by one. If the roll is a botch, the victim loses a dot of
permanent Willpower in addition to the above effects.

When wielded by a non-Scion, the Lash has no
special properties. The Tyrant’s Lash is currently in the
possession of an unknown Tzimisce warlord. Presum-
ably, a skilled koldun could create another such item if
properly instructed and motivated.

War Seal

Wax seals are commonly used to bind and sign
documents in the Dark Medieval. While custom forbids
breaking the seal on a document meant for someone
else’s eyes, it does happen. However, any Scion of
sufficient progress on her road can create a seal that is
somewhat more resistant to prying eyes.

The Scion simply drips a few drops of her vitae onto
the wax before applying the seal. The player then rolls
the character’s Road rating (difficulty 7). Thereafter, if
anyone except the intended recipient of the letter at-
tempts to break the wax seal, she must roll Willpower
(difficulty 7) and gain more successes than the Scion did.
The would-be spy can attempt this as an extended
action, building up the courage to break the seal, but if
atany time she {.Jnl. sa Willpower roll, she must wait until
the following day (or night) to try again. While attempt-
ing to break rthe seal, the spy feels as though she is being
watched by a powerful being, and knows that she is
hreaking a trust by trying to break the wax.

A Scion must have a Road rating of 8 or more to
create such a seal. If the Scion possesses the Sound of a
Breaking Qath Discipline technique (see page 73), the
breaking of a seal will trigger that power.

Terts

Scion viziers and keepers make careful record of any
precedent and decision that could affect the road as a
whole. This section describes two such documents.

The Empotwerment of the Justicars

Onlya half-dozen Cainites throughout Europe have even
seen this parchment, but that short list of names is enough to
make any vampire quail. If the rumors are true, Mithras,
Hardestadt, Salianna, and Montano are among the venerable
Cainites who have read — and signed — the Empowerment.

( ]"I.A.P ! ER THREE -

This brief treatise speaks of the “need for Justice
among Scions” and the “right of rulers to be judged by
their equals.” It also outlines specific requirements for the
appointment of Justicars, what powers they wield, and
where they may practice. In particular, the document
states that only when a vampire is “suspected of a grave
crime against his subject, God, and Christendom” may a
Justicar supersede a Cainite in his own domain. Likewise,
unless a prince is under such suspicion, a Justicar may not
interfere with the duties of his vassals, including the
scourge or warmaster. However, a Justicar may call a
prince to trial, if enough evidence can be presented.

The Justicars, as stated elsewhere in this book, hold
little authority over non-Scion Cainites, but because so
many princes are Scions, other Cainites are well advised to
at least treat them deferentially. Whether a non-Scion
prince chooses to acknowledge a Justicar as anything other
than a trespassing vampire is up to the prince in question.

The Empowerment’s true whereabouts are unknown,
but decoys are kept in the collections of many important
Scions. The overwhelming question about the Empow-
erment of the Justicars, though, isn't its location, but its
author. After all, so many illustrious Cainites would
never have signed the document, which has the poten-
tial to limit their power so, without a very good reason.
So who, ask ashen priests of the Via Regalis, could
convince the great princes of Europe to empower the
Justicars? And what possible advantage could they gain!

The Letters of Acindynus

Centuries ago, a Roman Ventrue called Acindynus
began compiling information on Cainite princes and the
rights of kings. Over time, as the Road of Kings solidified,
Acindynus’ letters became more focused on the Via
Regalis’ history and philosophy rather than the literal
practices of leadership and command. These more re-
cent letters still circulate among lettered Cainites of
many roads (a sample thereof can be found in Chapter
One). Those letters are fairly innocuous — a good
primer, perhaps, on the Road of Kings and good fodder
for debate, but containing no damaging information.

However, Acindynus has been writing his letters for
many years now, and the focus was not always so narrow.
In nights past, they included diatribes on everything
from daily (and nightly) life in Constantinople to
thoughts on the practical battlefield applications of the
various Disciplines of Caine. Acindynus has forgotten
much of what he wrote so many years ago, and it is
entirely possible that these older writings were all lost
during the sack of Constantinople. But then, Libraries of
the Forgotten (see Dark Ages Europe) in various parts
of Europe hold books and scrolls thought lost forever in
that disaster — perhaps part or all of the Letters of
Acindynus are among them.
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COUNIELORS

Kings and counselors ofthe earth, whic h built desolate
palaces for themselves. '
— Job 3:14

The Road of Kings offers a wide variety of different character types
to choose from. The templates in this chapter are only a sampling of the
many different Scions abroad in the Dark Medieval world, but give some
idea of the range of possibilities. Some characters are likely to travel and
see the world, while others have responsibilities that keep them close to
a particular domain (perhaps even their own).

These templates are balanced starting characters for Dark Ages:
Vampire. Players can use them as inspiration for their own Scion
characters, while Storytellers can use the templates as ready-made
conracts, allies, or antagonists for their stories.
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BARBARIAID (HIERTAIL

Quote: Your word may be law in your manor, but this is my land. Watch your tongue, if you want to keep it.

Prelude: Your life was a hard one, but no more so
than your death. You fought and struggled as your
ancestors did, went on raids with the other men of
your village, and returned with spoils. You
learned to fish, to hunt, and most of all to

there were whispers about what you had become. [t was

only a matter of time before the old chieftain
became afraid of you
o

P and tried to kill you,

o
ﬁ? fr::"‘?‘ ]‘-‘L”. h'i:‘ -.“i['I]'E'l'gr' lli]l.ll:.'l'l._*_.‘i*
gg~ timated your strength,

tfight, in order to survive. You also learned to

respect the authority of your elders, enforced and your kinship with
beasts; his last mistake. You

displayed his head on a pole asa

with a strong backhand.

It was while hunting that you first dis-
covered what it felt like to be hunted
instead. You fled and the hunter pursued

reminder of what would happen to

anyone else who made the same

you. You turned to fiecht and he over- error. Now the warriors of your

came you as easily as you might have house grow strong on the drink
dealt with a child. Then you were his.
He later told you that he respected you

more than any other prey he had

you give them and your raids
more successful. You will be a
great chief, so long as you re-

hunted in quite some time, which was main strong.

why, when he'd slaked his thirst from

Concept: You see to the

you, he gave back some of what he needs of your village and vour

people, ensuring that they will be
strong and prosperous. You've en-

] 1 a
couraged more raiding and helpedto

took from you, and brought you into

his tribe.

New strength flooded your limbs
like never before, and the bloody
frenzy of the fiercest warrior paled in

ensure that YOUT Warriors outmatch

any others. Few mortals can stand

against you, but you know there are
others of your kind in the world.
Many of them are powerful lords and

'L".J]HIH'H'i..":-['II'! (8] YVOUrs. ‘1101_11‘ le'n';"_'
spread among your tribe quickly

enough, although

even kings (oradvisors to kings), and
crossing them could be dangerous.
You doubt that these lords have the
courage to face you in your home, but
youmight travel to meet them first, just
to make sure they don’t entertain the
notion of invading your lands.
Roleplaying Hints: You rule
with an iron hand, but you treat those
under your rule fairly. Those who
ablve You 'l.-"r".'_"H HHL] b]ﬂ\'L"E‘!.-r are h[}']-i"
ored and rewarded with your favor.
Those who defy or seek to betray you
rarely live long enough to regret
their mistakes.
Equipment: Battleaxe,
light armor, bearskin cloak.
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VAMPIRE

Player: Demeanor: Autocrat Concept: Barbarian Chieftain
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COURTLY LADY

(Juote: Your attentions flatter me, good sir. Perhaps we could meet later tonight, that you might recite

another poem for me?

Prelude: Nobility is a strange thing. You never quite Concept: A woman on the Path of Chivalry, you
understood what it meant to be noble — members of your  embody the notion of the courtly lady; chaste, beautiful,
father's court and even your family _ and willing to sponsor brave knights who undertake quests

taught you only how to be beauti-
ful. And oh, how word of your
beauty spread. Yourfatherand

brothers fairly had to
fight off suitors, but
one in particular
"J.'i"lll[l] not h{‘!

<N inyour name. Other Scions might underestimate you, but
. your confidence and subtle manipulation can carry you
just as far as their dominance and command does them.
You miss your sire, away on Crusade, and sometimes
{  consider undertaking a quest of your own to follow
him. After all, so many other gender roles are

different in the world of Cainites — why

should you sit in a room while others do your
work for you!?

stopped. He always
arrived after dark —

most improper — but i, Roleplaying Hints: While you were
. - p e o gt L ;

something in his eyes cap- QP A still very much an innocent young
tured you. Here, finally, was ) lady after your Embrace, you're

£
something whose beauty (and there- ¢

fore worthiness) matched your own,

learning quickly that “innocence”
is a fine front, but a poor reality.
Other Cainites are evil and dis-
honest, and only Paladins and
possibly the Faithful may
truly be trusted. However,
that does not exempt
you from your
duties as a
Scion. Perhaps
you might lead

and you agreed to meet him in secret.

Before long you were meeting on a regu-
lar basis, listening to his stories of far-off lands
and how the Holy Land loocked almost peace-
ful at night. This continued for nearly a year,
and then one day while riding a rock flew up and
struck your face. The cut it made was barely
noticeable, but your secret companion seemed
horrified that anything might mar your beauty.
He then offered to make

_ by Ex:un[_‘.llt:. or
o even sponsor
neonates as
. well  as

your beauty everlast-
ing, if you would
only consent.

mortal
“ knights, if
in s0 doing

you might
spread the beauty of courtly love to
the nocturnal world. You are un-
CE”“&‘-'I’I’LIIJIC around unattractive or

Unce again,
you didn't know
exactly what you
were in for, but
you felt you could
refuse him noth- 24
ing. Andsoheled NSy
you into his world. "’:3_'_ Mg

=

3
LS Y

i
) F
i

2

._| '.':, I' T

monstrous-looking vampires; the no-
tions of “beauty” and “godliness” are
nearly synonymous to you.

Equipment: Fine clothes, per-
sonal attendant, letter from sire.
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VAMPIRE

RName: 2ature: Defender Generation: 11th
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WEALTHY MERCHANT

Quote: You will find nothing like it in all Christendom! My wares come from the farthest-flung reaches of
the world, and there is |'1u:)t11in3 | cannot acquire, if the price is ri;f;ht

Prelude: A life of travel and trade was what the goods you have to offer. There is power in the bargain,
you wanted when you left home to seek s _hr =y . and soon the haughty nobility will owe you a great
. - : . R e el /
your fortune. You got far more than ,//;QT* Mige” i deal indeed.

you bargained for. You worked on }""

trading caravans and ships and {l

Concept: Youdonot travel quite as widely

_ '“'";_, as you did in your youth, but you still must go
you've seen far-off lands all along iR wherever business opportunities beckon. You
the Mediterranean, past the Straits of 3
(Gibraltar, and along the coast of Africa.
You learned the trade from hard men
who worked at it all their lives, and -
scraped together your coins for the
day when you would sponsor your

are a merchant of some standing and influ-
ence now, with wealth enough for many
men, although not nearly enough
ﬁ for you. The wealth is only a
Foemigy part of your overall plan to
'_. acquire influence through-
. out the courts of Europe

b selling rare goods, services,

L
3

own ventures and make your fortune.

[t was in Alexandria that you
encountered her, the mysterious:
woman who spoke to you so sweetly i
that you gladly spent hours with her. - H
She seemed fascinated by your fam- ' §7
ily history, the places you'd been, ! - j
and particularly your red hair. You - /J

and information to those
able to afford your prices. Of-
—f. tenyou'rewilling to provide favors
::--_:f.::::'-"“ and give away services for free,
" knowing that such investments may
return to YOu d t]l]lli{rt‘!{i‘hjlkL

Sy when cultivated propetly.

W

saw her again twice more before

o

you were supposed to leave Alex- :-;::': ;
andria, but that departure never

happened. Instead your tryst /4

turned into your last momentsof ' § |
life as she drained the blood & |
fl'l'.]ﬂ:'l VOUIT "v"-ﬁ‘.'llnti-, thﬂn l:lpl:ﬂl:d ¥
her own for your first taste of

B ;ef Roleplaying Hints:

You ably play whatever role
Uy _I"‘.::' ~the situation calls for. Normally,
SN 1!;'““1“:|hL'E"lj-{-HE"EL‘I]'lE'I"q’_'}'l:'I[“..i']E'Iit"

2.
.

ol o
7 -

e

e

A

'E:{'tr*;lﬁ

-
Rl

._lﬂm i

TR "ﬁ to charm noble hosts with tales
2" of your many travels and ad-
ventures. Other times you're the

immortality. stern but fair master, giving your ser-

Since that night you've
learned a great deal, not the least f £
of which are the benefits of J g8
diablerie, when you gave your g
sire a taste of what she'd given
you. You broke away from the
pagan teachings of her clan

1

. 1
) i : : _ .
b3/ i i vants their orders and keeping things
# § running smoothly. You can be humble
with the haughty and overbear the meek,
as needed to further your cause. All that
really matters is closing the deal and

securing another success,

".J.’h?][l.'."i.'{.!f 1t Tilkt‘!'i-

i il . A
and returned to the business | il W Equipment: Fine
I fh : o X, -
you knew well: Trade. With J"rﬁ--f:.i'::;- B clothing (suitable

. : R
newfound wealth and influ- 3% N e

for the social occa-

ence, you have built a
business for vourself and
found others of your %
kind willing to pay for

sion), discreetly
worn dagger, purse

full of coin, small

rrinkers.

b aF - — - -



Lame: Nature: Celebrant Generation: 9th

Blayer: Demeanor: Gallant Concept: Wealthy Merchant
Chronicle: Clan: Followers of Set gﬂbfﬂ:
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sending the sisters into the nearby towns to

sions about the convent, but

NOTHER 3IUPERIOR

Quote: Tonight we shall hold a rmdnl‘s.?,ht' vigil for all those slain in the | loly Land. Tomorrow, therefore, |
isturbed.

do not wish to be d

mouth, not yours — you aren't ready to

assume command directly yet. Your con-

Prelude: Your father despaired when you, another
daughter, were born. You were told as a child that you
would never marry, and would be sent off to a nunnery as
soon as possible. You quietly and bitterly resigned yourself

vent mightact asaway-station for traveling

Cainites, a power base, or even a source of

vitae, depending on your current needs.
Thus far, no one has tried to
take it from you, but if they
do, they will find that
. God and his faithful

- dlC OI1 YOUT -"rii.!L’.

to this fate, and when the time came, you left without

saying goodbye.

You were quite studious as a holy sister, and devel-
oped the skills required to keep the nunnery running
smoothly from day to day. While your superiors simply

saw this as good managerial skills, the truth was that
you had no desire to leave the convent. Your family
had consigned you to this place, and you spitefully °

Roleplaying
» Hints: You've never
L4 stopped to decide
4 3
;- howmuch faithyou
’- actually have in
the Church, or
even God. You
knew from a
young age that

resolved never to leave.

One night, unable tosleep, you wandered the halls
and discovered a man lurking in
an empty cell. You tried to
sCreamm an HlHTﬂ_I., hl.,]r Lnseen

hands pulled you towards him. He
demanded help in eluding pursuers,
whom he claimed would arrive the follow-
ing night and search the place with or without
the sisters’ consent.

your life was o
be spent in the
clergy, and since
the decision wasn't

You really had no choice but to help him —
he obviously would have killed you otherwise
but on some level, you enjoyed the challenge of

yours, what choice

did you have but to
believe! You are
slowly adjusting to
having any real measure
of power, and it hasn't
quite sunk in that other
'/ Cainites would quite likely
wish to take that power from
However, when push

muster up all the young men they could to protect
the convent from foreign invaders. Your strange
was duly impressed, and decided that the

“ouest”
Magisters could use a woman like you.

The Embrace was horrifying, but once it was
done and your sire explained his reasons, you actu-
':"ll.l.'!:.' 1’1_'[[. F:-l'.}'[':l'iﬂ"ﬂr'}'l:-“ ﬂ.HTTL’rEfL]. .‘\JI;'I- One h:—][i CVET HE!E!I”J{E’.{{

yOLul.

comes to shove, you might sur-
prise everyone (including

yourself) with your leadership
and tactical skills.

vou before, after all.

Concept: You aren’t actually the mother superior,
but her second-in-command. You make all the real deci-

Equipment: Nun's
habit, crucifix.

the rulings come fromher. _.

; .-';-r_,h F'“_""'mfﬂ*"{:; _.._,.___;____;';/"—‘
« ROAD OF THE BEAST -
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Caurnies

AName: AUature: Judge Gheneration: 12th
Player: Demeanor: Penitent Concept: Mother Superior
Chronicle: Clan: Lasombra Gaven:
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RUINED NOBLE

Quote:

will not be denied my dtfzstin}r.

Prelude: Your future was ordained was impressed with your ambition, but that you had over-
from the moment of your birth and n, stepped your boundaries too fast. However, with his
yvou have always known thart it is guidance, you could retake it all, and more besides.
F’fillfdi‘--‘iﬁﬂ‘y’till'll]l"-- Bormofnoble Thmlgh it has cost you your lands, YOUT f;tmll',’.
blood, you were raised and
taught all the things you
\E'{JI]]L] I'If.'_"t"i.{ o 1{““"-'-"
in order to rule
your lands well.
You learned ‘H{ih
swordplayandstrat-

and now even your soul, your ambition will not be
denied. Your destiny is truly at hand.

Concept: A good leader in peacetime,

you truly excel on the bartlefield. Now that

you have eternity and the powers of Caine
on your side, you need allies. You see no

shame in asking for help and in promising
egy, how to ride, hunt, and
hawk, how to behave at P
court before your bet- 1
*

a portion of the spoils, but make no mis-
take: Your lands will be yours again.
You do not wish to gain power by
trickery and manipulation, but if
that is the only way for Cainitesto

l-l‘ii.'.{"I'I.l.E, 10 |:‘.I'L' L.

ters, and how to deal [; g’
with yourinferiors. You o X,
looked forward to the

day when you became !
lord of the manor, but 3
until then little was de-

nied you.

Roleplaying Hints: You
have taken to the Road of
Kings with a vengeance,

and wish to fully under-
Your inheritance

did nothing to settle the
fire in your blood. Your
lands were not sufficient
for youand you wanted more,
50 you looked to the lands of

¢ stand its mysteries in order
Y. torealize your destinyand
- forge your own king-
dom. You feel, at
times, that your sire
and liege is only hu-

your neighbors, and made war ‘ moring you and has no

upon them to claim their ter- intention of helping you
reclaim your birthright,
but if so, you are justi-
fied in rising up against
him some night. You
truly hope it does not
come to that, how-
ever — in a perfect

ritory as your own. Y ou forged
alliances when necessary and
pressed your advantages, ex-
panding your holdings and
spreading your reputation across
the kingdom.

[tcouldn’tlast. The othernobles
in the lands bordering yours rose up, . J

e

e i A Y world, all would
banded together, and took your hold- =¥ 08

% recognize their
places in the feu-

ings. They killed most of your
EE']T'.I"l'i]'}" E']T'Hi I.'I.r”"'.r'ﬁ Outt hE rest.

You managed to escape, but
your spirit was crushed. You
Werce Pl_ﬂ'_"['.lﬂril'.lg O [-:'1].1 Il ‘:.-'L]LII' F"l-’l-"f.:'[':.'].
when he found you. The knight told you he

i1 lierarchy as you recognize yours. rL-|'!.|
lall hy asy gnize Y
plan to make that world.

Equipment: Broadsword and
chain armor, horse, half-finished

coat of arms.

ool b e+ = e s N ey
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Player: Demeanor: Defender Concept: Ruined Noble
 Chronicle: Clan: Ventrue ljaben:
_ i zacchguceg ¥
Phy qn:*ﬂ] Social Mental
Strength . 0000000 Charisma  ©ee0#00000 Perception  e®000000
Dexterity @0000000 Manipulation_ e@e@®00000 Intelligence__oe®000000
Stamina @®000000 Appearance__ @@ @®00000 Wits @e®000000
Talents Skl“g ~ Knowledges
Alertness___ @@000000 AnimalKen_g@oo000000 Academics_____ @ 0000000
Athletics. 99000000 Archery  g@o000000 HearthWisdom_oop000000
£ 0000000 Cummerce__ﬂgggg 000 Itwesrigatimn__.oogﬂgﬂ O
e0000000 Crafts 00000000 Law ®0000000
00000000 Etiquette_  _g@oo000000 Linguistics___ 00000000
Ex 00000000 Melee 00000000 Medicine 50000000
Intimldatmn @0 000000 Performance_ 50000000 Occult 00000000
" Leadership_g@@00000 Ride @e000000 Plolitics 00000000
‘Legerdemain__ 0000000 Stealth_ 90000000 Seneschal____ 00000000

©0000000 SUT"i“EI——lGGDDD[}D Theology__ 00000000

Dlsuphrws Backgr(}unds Virtues

r.ﬁﬂmmgi__li{]{}{jﬂ{}{} Mentor 00000000 . el
3 Conscience/ (X M eeeoo
" Fortitude 00000000 Resources "X X JoleXoXeXe)

Presence @0000000 Status @O0000000 Self-Controlfastinc- 9o 0 @ @ O
O0000000 O000000O0
00000000 00000000 Courage (XXX Xe
——— QOtherTraits Road Health
Dﬂﬂggggg Kings Bruised
000
50000000 ®©0© 000 ®0 00 E;:ltmd i
Q0000000 Aura: Command ( 0) N add B
00000000 Mauled B
| 00000000 Willpower Pl 5
I . 00000000 0000800000 Incapacitated
O0000000
00000000 Weakness
BloodPool ———— = 4. oL
O000000O0 i : 4 Feeding Restriction
00000000 B CLON (20

Fxperience




IROI ml$CR€$$

ast | told you what the tribute would be. Or did you

Quote: Perhaps | hadn't made myself quite clear w
think | could not enforce my laws? In either case, you h.-w-:*, failed to offer tribute, which is tantamount to

treason, and you know the punishment for treason...would someone kim_‘ﬂ}r stop him screaming like that?

Your sire sunk into torpor shortly
after your Embrace, and the vil-
lage has a new mistress now.

Prelude: There are pt;—u:r;e-' where the law

does not reach. Places where unclean things

rule the nights as lords and masters, and
neither the Church nor any far-off king Concept: You rule in the
can offer succor. You know, because name of your torpid sire, and are
determined to measure up to his

standards. That means you are cruel

you grew up in such a place.
The lord of your village de-

mandedeveryseconddaughter

as tribute. When the girls

when necessary (and often when
not), and make examples of anyone
reached their fifteenth winter, who disobeys, tries to flee, or even
they were tumed over to his men questions your authority. You under-
stand that when your sire awakens,

he expects to take his land back,

and taken to his keep. No one in the
village knew what happened when

they got there, but they were never and that means you may either
seen again. Once, youasked what

happened if a family refused. No

have to fight him, move on and
% find your own territory, or ac-
l'.:':"IH -“'-L'L'l"I-fl'-.l."l]'l"fiﬂT.I[TlE‘]ﬂd

one answered, but the oldest
] ]{ status. You aren't sure which of

crossed themselves and mut-
ll:'ll-.fl:"tﬁ.'f l'.:l:'.l':.‘-lil'."l_".":ﬁ 15 thl.." most [ji_f'_.-
tasteful. Perhaps if you had allies,

you would be better prepared.

tered something abour “old

Yuri.” You didn't bother ask- |

-'.-'

-u:f

INg again.
Roleplaying Hints: You

- were simply a girl with

When your fifteenth winter b E‘ 4
CdAITie JdTX ]"i.lrl'LL ':|"'L':'L| dL"'E id{:Li 1!;'-(.':'1_] VL |.l.|
enough will to fight back, and
% . that will has not abated. While

be damned before you'd submit to

some fearful lord you'd never
seen. You were one of five girls % ;,/ | you have gained much wisdom
collected that night, but you in the years since your Embrace,

smuggled several knivesalong with you were little more than a child
vou. You had to browbeat the girlsinto at the time, and occasionally that
helping, but with your leadership, you naiveté shows through (though woe
be to anvone who treats you like a

child!). Sometimes, you wonder if

slew the man who drove the coach
and set off towards the keep. The .
the cruelty you exert comes natu-
rally or if it came with the vitaeof

other girls wanted to flee. You

wanted to see the lord for your-

self and end his grip of fear. % your sire, but then, you mur-
dered the coachman so easily

on the night of your Embrace....

You found the lord that
night. The other girls...are
j Equipment: Fine cloth-
ing, sword, ghoul hounds,

gone. But you impressed him,
and now you understand trib-

ute and the right of kings. torture devices.

R(}F—\L] OF THF Bkﬁ%‘]
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NOTEWORTHY SCIONS

Every Scion is a leader to some degree. Some are

brutal tyrants, some secretive counselors, but all con-
sider themselves worthy of being looked to for guidance.
However, they also respect those more advanced on the
road than they are, and the greatest Scions in Europe are
the subjects of beautiful ballads...and midnight plots.
Although there are numerous Scions throughout Europe
wurl_iu,.' of the name, some are pal'ti{‘.uhlrl}’ active in the
affairs of the modern nights and in the War of Princes, of
interest to Storytellers and players alike. Players might
consider these characters as possible overlords whose
interests they might represent, or perhaps rivals to their

OWwWn CONCErns.

MITHRAS, LORD OF LONDONN

4th generation Ventrue, childe of Veddartha

it S S R R BT T,

MNature: Innovator

Demeanor: Autocrat

Embrace: 1258 BC

Apparent Age: mid-20s

Once, before even the first stones of Rome were laid,
the man now called Mithras was a soldier in the army of
a king whose name and lands have been long since
forgotten. He was sent into the mountains to root out a
rebellion against his lord. The rebels had clever leader-
ship, so it took many days of tense and bloody fighting
before Mithras could overcome them and return with the

heads of the rebel leaders — all save one, who escaped in
the confusion.

That nicght, following a victory celebration, Mithras
received a visitor — the rebel leader who escaped.
Although he tried, Mithras could neither move nor cry
out, paralyzed by the stranger's mere presence. But the
rebel leader was not vengeful, merely intrigued by the
skill and cunning with which Mithras overcame his
forces. The rebels were nothing but pawns meant to be
sacrificed, but Mithras was something more. So the
stranger offered him a choice: Immortality and great
power or a quick and painless death then and there. For
Mirthras, there was no real choice.

Mithras remained with his mentor for a few years,
learning more about his new existence. Then he and some
companions returned to one of the outlying cities of the
kingdom Mithras once served. It was a small matter to
convince the simple people there that they hosted gods.
Soon there were temples honoring Mithras and his fellows
and sacrifices readily offered to them. Mithras helped to
conquer his former homeland, then extend its power as the
centuries passed by.

Eventually, Mithras' kingdom was conquered in
turn by a greater power, an empire to the west. lts
soldiers impressed Mithras, disciplined and well-trained,
with the finest weapons and clever generals. These
Romans, Mithras decided, were definitely of interest to
him. Mithras followed the soldiers back to their great
city of the seven hills. Ever the soldier and leader of
soldiers, he spread his worship through the ranks. Soon
temples to Mithras could be found throughout the
empire. He never lacked for followers to do his bidding
or sacrifices to slake his thirst.

Mithras was most interested in the happenings on the
frontiers of the empire, not in the decadent life in Rome, so
he traveled far and wide in the company of Roman soldiers,
eventually coming to a chilly isle at the edge of the known
world. The Romans fought to conquer it, but the inhabit-
ants of the isle resisted them. Mithras advised his soldiers
and played out the battles like vast and complex games.
There were few other vampires to challenge Mithras, which
was as he preferred it. In time the Britons were subdued and
Roman rule secured.

The Roman Empire fell in time, as all empires do. Its
soldiers left Britain and Mithras lost interest in their
doings and the petty battles of the warlords and tribes left
in their wake. He tired of the world and sank deep into
the earth to rest.

Centuries later, he was awakened by the sounds of
battle, when foreigners came to the land and conquered
itin AD 1066. Mithras took an interest in these Norman
conquerors and their new kingdoms. He spent some
time observing them before deciding to exert his influ-
ence once more. Finding that his cult had long since
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died out, he reestablished it, only to have his first new
temple destroyed by priests who worshipped another
dead and resurrected god, backed by other lords of
Mithras' kind. Here was a true challenge for one of his
power and skill.

So Mithras worked subtly, recreating his cult of
mortal followers, and learning all that he could of the
new Cainite lords of Britain. He immediately saw
potential in the childer of these lords and princes,
who chafed at the idea of eternal servitude with no
chance for advancement. He forged alliances with
many of these Cainites, and began setting the princes
of Britain against each other. It took well over a
century, but the time seemed to pass quickly for
Mithras,
he destroyed the last of the princes who opposed him
and claimed control of the whole of England, with
London as the seat of his power.

engrossed in his new conquest. Eventually,

Although he paused for a time to consolidate his gains,
Mithras grew restless and has turned his eyes toward new
challenges. First, he seeks control over the whole of “his”
island, so he has begun extending his influence north into
Scotland, encountering resistance from the Lupines as well
as the local Cainite lords.

The other matters that have begun to concern Mithras
involve young upstarts in his own realm, mostly from the
Low Clans, and the presence of a Tremere chantry in his
realm. Although he would never admit it (even to himself),
the tales of how the Tremere gained their power chill
Mithras to the bone, and he sometimes has nightmares of
being sacrificed and consumed by his followers, like the
sacred bull in his cult’s rituals.

€clenne Or pOITOU

5th generation Toreador, childe of Nicholas the Younger
Nature: Gallant

Demeanor: Conniver

Embrace: AD 1098

Apparent Age: Late teens

King Etienne of Poitou is an anomaly in a number of
ways. He is the only male ruler of the Courts of Love
(besides the Ventrue Prince of Paris, Geoffrey). He is
young, Embraced at the tender age of 17. Quite aside from
leading an unlife of daring adventure, like a chivalrous
knight, he excels at poetry and wordplay. On the whole, he
was considered amusing and ultimately not worthy of
consideration...until he framed and deposed Queen
Esclarmonde the Black.

Esclarmonde, once the Queen of Toulouse and a
vassal of Salianna of France, was suddenly discovered to
be consorting with Lasombra Cainites from the Sea of
Shadows in order to increase her own holdings. Specifi-
cally, Lucita of Aragon was discovered on her lands

g

-
& T, z 3 = -
r
=

e
S T

and, according to the evidence Etienne produced, the
young Magister was heard to be mustering Cainite
forces to take domain from the vampires of Iberia,

allowing Esclarmonde to break from the Courts of Love
and become a power unto herself. The evidence was
spurious, but Etienne presented it to the court in Paris
with such unparalleled skill and eloquence that then-
prince Alexander sent for Esclarmonde, so that she
could answer the charges herself. However, the Queen
of Toulouse sent only a messenger (reportedly out of
fear of assassination) and she was summarily banned
from the Courts of Love.

Esclarmonde continues to resist, but Etienne is
patient. His true goals remain to be seen, however. His
lands lie far enough from Esclarmonde’s that he doesn’t
stand to gain much, even in the event of her destruc-
tion. Salianna would likely choose a new Queen in any
event, rather than grant further lands and power to
Etienne, simply in the interest of maintaining balance.
Some Cainite observers note that Etienne receives
visitors from nearby Bordeaux (a fief of Mithras) and
wonder if the move against Esclarmonde might not
have been the opening gambit in a far greater maneu-
ver, one that might wreak untold havoc on the Courts
of Love....

For his part, the young King remains in Poitiers and
plays the role of the Toreador arts patron, protecting the
pilgrim routes, patiently waiting for his plans to come ro
fruition. Among the chivalrous Cainites of the Courts of
Love, Etienne may well be a truly dangerous Scion.
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LORD JURGEN

6th generation Ventrue, childe of Hardestadt

Nature: Survivor
Demeanor: Autocrat
AD 989
Apparent Age: mid-30s

Embrace:

The daring and clever Lord Jiirgen is one of the rising
stars of the courts of Europe, a Scion to be watched — and
feared — in the coming years.

Of noble birth, Jiirgen took to his station naturally,
with a burning ambition to achieve greatness. His sharp
intellect, forceful presence, and dashing good looks com-
bined to make Jiirgen a man to be reckoned with. Once
he came into his inheritance, he quickly set about ex-
panding his power by making war on his neighbors and
rival lords with a will.

Most expected the youngupstart would be crushed, but
to their surprise, Jiirgen not only scored many victories, but
showed considerable savvy in adding new lands to his own
and gaining the support of his new subjects. He proved as
cunning in court as on the battlefield, sealing alliances that
allowed him to pursue his enemies without having to worry
about guarding his back. With each victory, Jirgen sought
a greater challenge and his reputation grew, until he drew
the attention of Hardestadt, lord of quite a different domain
in the Holy Roman Empire.

Lord Hardestadt arranged to meet this daring Lord

Jiirgen, and eventually revealed his true nature to him and
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told him of the Cainite courts of Europe. Rather than
frightening him, the prospects of immortality and conquest
on such a grand scale inflamed Jiirgen’s ambitions to new
heights. He wanted the power and opportunities that
Hardestadt told him of, and he told the Ventrue magistrate
this. Hardestadt was pleased and granted Lord Jiirgen the
Embrace, raking him as his protégé. Jiirgen proved an apt
pupil and a very useful vassal, helping expand the borders of
Hardestadt's vast domain.

In time, Jiirgen grew restive, and his sire recognized
that his protégé’s ambitions could not be leashed forever.
So Hardestadrt granted Jirgen a small domain of his own
and the right to expand it, in exchange for further oaths
of fealty and service from his childe, of course. This at last
was the opportunity Jiirgen had waited for, to test himself
against opponents worthy of his mettle. He struggled for
many years on the harsh eastern borders of the
Roman Empire, taking territory for himself and carving
out a domain. With the western Empire firmly in the grip
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of Hardestadt and various other Ventrue lords, Jiirgen had
no choice but to look further east for his conquests.

He moved his court to Magdeburg on the river Elbe,
an almost direct challenge to the Tzimisce lords of
Transylvania and Hungary. He extended his influence
over the order of the Teutonic Knights growing in Ger-
many. They were ideal tools for conquest, particularly if
they could be directed toward the lands of Jiirgen’s en-
emies, to weaken them and sow confusion, allowing him
to conquer. He forged alliances with the western courts of
Ventrue and Toreador in support of his goals. In a matter
of years, he was ready.

Jiirgen's forays into Hungary gained him territory, but
he met stiff resistance from the Tzimisce lord Viadimir
Rustovich. The battle between the two vampire lords
eventually resulted in Jiirgen's retreat from the border of
Rustovich’s territory and the crearion of a buffer region
between the two domains under the nominal control of the
Obertus order, Outright military conquest would not secure
Lord Jiirgen a new domain. But the Swordbearer is not
easily denied, and he is as cunning at court as he is on the
battlefield. He has continued to work on means to weaken
Rustovich’s position among the voivodes. All it will take is
for one of Rustovich's allies to turn on him — then Jiirgen
can move in for the kill.

LUCICTA OF ARAGOI)

Tthgeneration Lasombra, childe of Ambrosio Luis Mongada

Lucita was born the daughter of King Alfonse Il of
Aragon and grew up a spoiled child of privilege and wealth.
She hated the duties and responsibilities that her family
heaped upon her and wanted nothing more than her
independence. She frequently ran away from home or crept
out on her own, forcing her father’s men to track her down
and retrieve her.




Her father was driven to distraction dealing with his
spirited and hot-rempered daughter, and he sent her to
confession regularly in hopes that it would teach her some
responsibility and decorum. [t might have, if Lucita’s con-
fessor had been anyone other than Ambrosio Luis Moncada,
apriest of the Lasombra clan. Moncada immediately found
himself drawn to Lucita, to her great beauty, and to her

fierce and independent spirit. Lucita found a confidant in
Mongada, who did not scold her as her father would have
hoped. Mongada convinced his bishop that the Lasombra
could greatly benefit from one such as Lucita, and he was
given permission to Embrace her.

Moncada had not reckoned with Lucita’s defiant na-
ure, hli_'.I‘l.’r'lf.‘"."f;'!r. Iﬂ '['il'ﬂt"l !‘i-]"l:f.'_" 'i_'}'l':-l':-i'_"d lH'll._:lt‘l' hi':i- I.'.If.'_"l':lt”'.'l'.]lt'I'll
guidance as much as she had done under that of her father.
Mongcada gives Lucita as much freedom as he dares, fearing
to lose his beloved childe, but it is never quite enough for
her. Her strength and ambition have made her a force to be
reckoned with in her clan, but many (including Mongada)
feel it's best that Lucita not spend too much time at the
court in Aragon.

Instead, Lucita serves her sire as a diplomat and envoy
to foreign courts, carrying the goodwill and greetings of the
Lasombra while gathering information and garnering allies
among the other courts of Europe. It is an existence well
suited to her, although Lucita often wishes she was free to
travel where she wants, not forced to go where her elders bid
her. She sometimes travels in the company of a Malkavian
monk named Anatole, who serves as her spiritual counselor
and true confessor (more than Mongada ever was).

.........

As part of her duties, Lucita has also studied the arts
of warfare, which she always wanted to learn as a child,
but which were denied her by her father. She’s proven a
very capable student, earning the praise of war-masters
from her clan. Although she’s not as strong or powerfully
built as a man, she more than makes up for it in quickness
and skill. S
clumsie rj opponents long enough to dispatch them,
particularly with her Lasombra command over shadows
to cloak her presence and make it even more difficult to
strike at her.
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Tthgeneration Lasombra, childe of Ambrosio Luis Mongada

Nature: Rebel
Demeanor: Defender

Embrace: AD 1190

Apparent Age: late teens/early 20s

Attributes: Strength 3, Dexterity 4, Stamina 3, Cha-
risma 3, Manipulation 2, Appearance 4, Intelligence 3,
Perception 2, Wits 4

Abilities: Academics 2, Alertness 1, Dodge 2, Empathy 1,
Etiquette 2, Expression 1, Investigation 2, Leadership 1, Linguis-
tics 2, Melee 2, Occult 1, Performance 2, Politics 2, Ride 1,
Stealth 3, Streetwise 1, Subterfuge 2

Disciplines: Celerity 2, Dominate 1, Fortitude 1,
Obtenebration 3

Backgrounds: Allies 1, Contacts 3, Mentor 3, Resources 5
Road: Kings 6
Conviction: 3, Self-Control: 3, Courage: 4, Willpower: 5

WULRGAR Th€ REAVER

5th generation Gangrel, childe of Vola the Red

Wulfgar's life was so long ago and so brief (compared to
his time asa vampire) thathe hasall but forgotten it. He was
born and raised in a village in Iceland, where he was a sailor
and a warrior. While on a raid, he encountered the strange
wild woman who attacked him and then, perhaps recogniz-
ing some potential in Wulfgar, or simply out of spite,
Embraced him. Wulfgar rose with the blood of the Damned
on his lips, and he thirsted for more.
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more than a few local legends and the cause of several
disappearances along lonely roads and the outskirts of
villages late at night. Although his life and upbringing
hadn't shown it, Wulfgar was a bright and clever man, and
never gave himself over entirely to the Beast. Living like an
animal wasn't enough for him. He was a man, and he
wanted more from his existence.

So he took to traveling by night, resting beneath the
earth during the day. He met others of his kind and learned
from them. He eventually learned more about the roads,
and that he could choose his path. The Road of the Beas
was not the only way. Wulfgar set out to learn more about
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this, which he did from some of the Gangrel chieftains in
the northlands, who permitted the traveler to rest in their
halls. Wulfgar was inspired by their example, and forsook
the Road of the Beast to take up the Road of Kings.

Returning to Iceland, Wulfgar found a sufficiently
solated village and conquered it using a combination of
his force of will and his supernatural abilities. He made
himself the village's protector as well as its chief, and in
time some warriors came to serve him gladly in exchange
for the vitae he fed them to make them strong. Their
blood fury was great enough to overcome any foe who
would try to raid them, and it made them feared and
respected. The villagers worshipped and honored
Wulfgar, and he was content.

-RCJHD OFK;NM e = 1,

Wulfear has ruled his village for well over four centu-
ries; so long that no one can recall a time when Wulfgar did
not tule there. He Embraces rarely, since he prefers to limit
the number of his childer, although he has created progeny
over the years. Some of them still serve their sire, while
others have gone off on their own or met Final Death.
Rather than Embracing, Wulfgar prefers to create ghouls of
his most promising warriors, giving them great strength and
savagery without making them into potential rivals.

Although he has ruled longer than many Cainite lords,
Wulfgar is of only passing interest to the princes and lords
of Europe. His homeland is far from the events of the War
of Princes, which is just as Wulfgar prefers it. Still, he has
begun to grow restive with the current state of affairs ar
home and is considering taking some men and traveling for
a time, leaving his childer in charge in his absence. [t would
be good to see how the world has changed since he last
rraveled and he thinks it would do his childer good to geta
taste of responsibility.

5th generation Gangrel, childe of Vola the Red

Nature: Tyrant

Demeanor: Autocrat

Embrace: AD 457

Apparent Age: mid-30s

Attributes: Strength 5, Dexterity 4, Stamina 5, Cha-
risma 4, Manipulation 3, Appearance 3, Intelligence 3,
Perception 4, Wits 5

Abilities: Academics 1, Alertness 3, Animal Ken 4,
Archery 1, Athletics 4, Brawl 5, Dodge 4, Etiquette 1,
Hearth Wisdom 3, Herbalism 2, Intimidation 3, Investi-
gation 3, Law 2, Leadership 4, Linguistics 3, Medicine .,
Melee 5, Politics 2, Ride 2, Stealth 3, Subterfuge 2,

Disciplines: Animalism 5, Auspex 3, Fortitude 5, Po-
tence 5, Presence 3, Protean 6

Backgrounds: Allies 1, Domain 4, Herd 4, Influence 2,
Resources 3, Retainers 5, Status 4

Road: Kings 5

Conviction: 3, Self-Control: 3, Courage: 5, Willpower: |

Survival 5
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