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Ehe sun had already disappeared, a monstrous
black sfadom came running from thje east, it was as
if gigantic bare feet began rumbling on the sand, and
the wind sent a cold wave afong the Gackbone.

— Leonid Andreyev, “Lazarus”

Al things must come to an end.

Including the worfd.

€hese are the Sinal Nights, the End Cimes.
Can the Kindred forestall Gefjenna itself?
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Nay, up from your seat, wheresoever you are broading
this pesse oof menvy doys from hattle, mudomg the flame of mischie]
blaze up s hegven! But the imolenee of your fies goes abrosd
withinat fear in the breezy plens, while all men mock with g
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The plaring sum blinded Anatiole as he cowered beneath the
vl iaf of Vemna's mmsive chwrches. As the aged
Wlalkgrvman wached in foucmotion, well -heelad men and wesmen,
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bearing themaelves i an eristocrotic manner, proceeded up the
stepn of the chirch anad disappeared hehind the timvering doos
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warrram odl the some

Anutide hoard a roarmyg im his ears, as if the ground beneath
herr geowirsed i dinsomuant harmony usth the wibce of Kupala,
demein fromn ihe Langl bevond the foeest

What bes within? Amutole winced o the 1um rose higher in
the ey, Picromy hus flesh waeh corroies of flome | coonmet bear this
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aflame as five fell from grear dhybome heasts of seel, | sow armies
beackaen the fuace o the Land as smodee from the chemel fines Mostted o
the sum. | searched for signa that the old ones had awkened from cher
shamber, yet saw none but man ar the helm of this deversction. ™

“The sun hat wt, old friend,” Lucite soid. *You musi
replenish dhut which you have shed 5o profusely in your deep.”

Anatole kuaghed, heaving the echoes of an earlier lasughser m
bt weice. “Wondd that | could thed mome than M.‘ he said, =)
wouldd slough off these visions and succumb 0 whatever lies
beyondd death's weil "

“There ave warys w accomplish that goal, ™ she uhispered,, as
the head dime w0 muany times in the pasi

Anatole shook his head. *They will not allow ie. | am the
vuice of Cieherna and | muat be about my work, Two hands of
tens vemain hefire the last of the signs comes ta pass, and whar
ieseruction must precede their coming!™

The prophet domned his filthy coat and waited for Lucita to
prepare for thesr nightly chovade. With Lucits on his arm,
Anatode ok his place among the throngs of Vienna. It was the
1896 Anne Dy, The fusire awaited

I1's THE ENDOF THE WORLD
(AsWeKnowIT)

The final century of the millennium heralds a new age
for the mortal world, Philosophy and science usher in bold
concepes thar change the perceptions of humans abour their
place in the world. Prosperity and discovery are the catch-
wordhs of the glittering decade before the 20th century.

Bur two world wars, # global economic depression and
ideological stalomates put sn end 1o this sweet hope. Desprite
the accelerated progress of the 20th century, the end of the
millenmium brings uncertainty and dread.

For the Kindred, the century before the millennium
threatens their complacency as the lords of the night. Tech-
nokogy plices greater powerin the handsof the kine. Electriciry
conguers the terrons of the dark. New methods of transporta-
thon allow mortals to travel sufely and rapidly from place to
place. Many Cainives find it difficult w adjust, retrenting 1o
Elysium and withdrawing from contact with humaniry.
Younger Kindred revel in the changes, using their techno-
lnscal edge ro secure a place among their elders. The relative
power of the Camarillaand the Sabbat seesaws buck and forth
in the nocturnal struggle for ascendancy as the world under-
poes cataclysmic political and social change.

As millennial fever brings the sense that something
monentous will soon mark the ticking off of the years, a
handtul of Kindred prepare. Only a whisper in the halls of the
Camarilla, the word “Gehenna resounds throughout the
Sabbat. Scholars of Kindred history on both sides of the
Lainite divide recognize the signs of the Final Nighits burt few
dare 10 voice thelr observations.

In Eastern Europe, the land once known ns Transylvania
groans under the weight of a cenury of conflier and oppres-
siom, but even more transpires beneath the surface, A great

geomantic web, spun by Zelios centurics ago, draws power
from the earth isell, Within that web, the demon Kupala
stiny, sensing tha its time of awakening approaches. The final
signs portending Gehenna make themselves known 1o those
who watch. .. and wair... and despair.

These are the end times. These are the Final Nights

Moop

The procession of the centurics picks up its pace as
mortal crvilizations rise and fall. For the centuries-old undead,
the world has changed far beyond their capaciry to compre-
hend ir. Some things, however, remain changeless, among
them the certainty that Cainite history crawls inexorably
roward a sinister culmination. Gehenna approaches with a
sense of inevitabilicy. Eight signs mark its arrival. Six of the
signs have come w pas. Although most of the Kindred
remuin ignomot of these omens, a few warchful individuals
recognize the gnthering storm for what it is. Two signs remain
before the great upheaval that, once set into motion, will
wash over the world in a tide of fire and blood.

A chorus of moods hamonizes in this, the final ingallment
of the Transybvania Chronicles. The stmins of two ceruries
waft across the ages, forming amotil against which the story takes
place. The end of the 19th century surges with optimism, alive
with the possibalities brought abour by 2 scemingly endles
pamde of scientific advances. Behind the senes, the Kindred
ply out their interminable schemes in the Jyhad, orchestrating
their moves with the cascade of new sensations that favor the
night. All things seem possible as the 20th century begins.

By the end of the 20th century, the mood has darkened.
Little by little, the Kindred find their influence shipping away.
co-opted by the sophisticated wols of destruction contrallied
by mortal institutions. The children of Caine no longer enjoy
unduestioned mastery of the nighe.

The motif of destiny, with the chamcters preordained 1o
play a role in the unfolding of the Final Nighes, injects another
element into the mix. While Kindred socicty scrambles w0
maintin the delicare balance berween the Canmarilla and the
Sabbat, while Methuselahs pull the strings in the endlew
Jyhad, a few Cainites possess the tue knowledie of Gehenna's
signs. The countdown to doomaday has begun, and it seems
unstoppable. Hopelessniess threatens to overwhelm even the
most devermined of wills. Yet the absence of hope does not
necessarily mean the presence of despair. A feeling of grim
determination, of definnce in the face of the inevitable, offers
a modicum of hope. Perhaps the chamcters can siem the
destruction that nushes across the face of the Earthe

THEME

The conflict between fate and free will forms the central
theme of The Dragon Ascendant. The characters posses
knowledge that allows them 1o alter the course of Cainite
destiny, Can they change the future, despite the prophecies
and the fulfillment of the signs of Gehenna? If they cannot
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ultimately prevent the fruition ol ancient schemes, how farcan
thiey go in tempering the destruction that seems imminent!

From their first encounter with the prophecies of
Gehenna, the chamcters’ unlives intertwined with the plots
and schemes of the Antediluvians as well as those of the
demon Kupala. All oo often, they discovered the illusory
nature of their choices woo late. Suill, they held their course,
weaving a torruous path across the centuries, knowing thar
they hold the key 1o the future in their hands,

Is thus emough ! Does knowing what may come allow the
individual ro affect the course of desting? Or does this
knowledge make the future all the more cermin! Are some
things written in stone! A dark vide threatens to engulf the
world, but a few individuals may choose 1o comfront fare
head-on, swimming against the current in the desperite hope
that they con make a difference. Who knows? Perhaps they
can make the mansinon from pawn to player and add their
own pleces to the gamebonrd of the Jyhad.

How To Use THis Book

The Dragon Ascendant concludes the Transyhvania
Chronicles, an epic story thar began in the | 2th cenmiry and has
pliyed itsedf out on history's stage. I your characters participoted
m the events described in Dark Tides Rising, Son of the
Diragon and 1 Omens; they should have a furly good grasp of
thetr ploce i Canire history. They hove extsred through
centurics of upheaval and change — some of it catmsmophic
Whether thiey resasted thar change — as most vampines do — or
accepted new conceps, they have carvied with thermn a burden of
knowledge thar few of their peers possess

Mow the time has come for them to use what they know,
to put together the final pieces of a pusle thar has mken
centurics 1o salve.

Transylvania Chronicles [11: Hl Omens left the char-
acters to deal with the aftermath of the French Revalunon
and the Reign of Tetror. The Dragon Ascendant jumps
ahead to the endd ol the 1 9th century and brings them from the
turn of one century 1o the ond of another. The information
i1 this book should help Storytellers and players capiure the
feel of the modern world through the eyes of charactens who
remember when few mortals dared walk the nijght.

The three stories of The Dragon Ascendant present possi-
babitics, not cermnties, for the charcters, Use these stonies as
wntten of muke whatever changes are necesary o integrate
them into your chronicle, Depending on the particulars of your
cotetie, vou may teed o alior some of the cicumemnoe. A
Sabbut pack diesn't approach thangs i the same way as 0 group
of staunch Camarilla supporters, while independent chamcrers
{if such astance is possible ymight ke adifferent course entirely.

CONTENTS

Chapter One: Beyond the Forest bridiscs the gap berween
the endd of Transylvania Chronicles 11z T Omens and the
bepmining of Transylvania Chronicles 1V: The Dragon

STARTING FROM SCRATCH

phryed through the previous nstallmentsofthe Transylvania
Chronicles.|fyou missed the previous books i the series or |
choose not to use the earlier material in your dhronicle, you i
can wse the informarion presented here as o stand-alone -
chronicle. This is not, however, a tale for inexpenenced oc
“young” vampire chamcters. Elders with several conturies
under their belts are most appropeiate for the three stories
presented in this book. If the chamcten have not yor
encountered references to the signs of Gehenrua or the
peomantic web of Zelios, you may need 10 provide them ;
some background so that they do not miss out on crocial
knowledge. Momentous events ke place duringthe coune
of these stories; they involve some of Cainite society's most
powerful individuals and deal with the unfolding of events |
prophesied long ago. Make certain that the chamcters have
adficient resources and abilites 10 weather the som.

Ascendant, providimg informution on the workd e the end of the
19th century as well as o Jook at how the Camanlla and Sabbat
have chunged and grown since the end of the 8 contuny

In Chapter Two: The Danube by Moonlighe, the
charactens travel o Vienna in the waning years of the | 500
In the city known vhroughou Eastern Europe for ies culire
amd art, they risk: their unlives in pursuit of another plece in
the grind design which has become their quest

Mearly a century elapses before the next iwo stones
Chapter Three: The Accounting takes place i the heart of
Sabbat tereitory, us the chamcters undertake o diploonc
mission that requires them o joumey far from the land
beyond the forest. In Mexico City, they become parn of agrem
betrayal, one that may mark them a tritons
in the eyes of their compatriots.

In C!'lqnﬂ' Four: Revelations, the cvele beguan s many
centuries a0 with the building of o cotle in Trnsylemia
completes el The chumctens petum tothe coumiry oo knaown
a Homumnin, where the chosces they muke cither stem the time of
reckoning or herakd it beginning in a sroem of distr o

Chapter Five: Dramatis Personae provides dewriprions
of the individuals the characiers may encounter as they 1ake
part in the evenrs chromicled i this book. This chapter
updates familior individials and inrroduces new paricipants
in the chronicle of the centuries.

Chapter Six: Stworytelling the Chnmicle of the Ap=
inchades a bried summary of 200h cenniry Camie and o
sty s weell as idess. for upedating the plavens” chamctin.
determining how (or () they have come 1o terms wirh the gl
whiargze that maares the et hunddred vears. A system of matumieon
peints refloct the appenrmnce of Abilines wn et ey W owsherny
worhd, whale stony seeds repreent sggpestons o help Seorvrellen
insen their own sdventuees into the Transylvania Clhronicle

Finally, the Appendix gives a timeline of imgortant events

anad prowides o definanve listing of the Egdi Signs of Ciehenna
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bemooucnon

9







N piibdic Flame, nor provate, dares o shine;
W hsomam ﬁpﬂrﬂ i defr, maer ( ihmpw iy’
La! thy dread Empire, Chaos! iy reston’d;
Light dies before thy uncrnememg wemd

Thy hand, great Ananch! ete the curtiam fall:
A wmiveraal [Dirvbeniess bumes All

Alexander Pope, The Dumcind

Purknes descends upon Trmsylvania, At the end of the
19ch cenury, assauls from the Orroman Empine have weak-
ened Esstern Europe, beaving it ready for conquest, By day,
vt armies strogifle for control; by night, ancient vampines
scok 1o influence the outcome. While the sun shines, serfs
endure suffering and supenstibion, praying that the conflic
|\-.'1w;'-:|1. T]‘u: Tmiu '.|.|'n| the l‘.lmu:ln\ v li'n.'l'n (1Tl '.'ill'n:ui.
Uk the sun sets, greater horrars prowl the night, Cainites

ancient nighismikers who have succumbed o centuries of
corruption and despair— prowl the “land beyvond the fores:.”

4 the struggle in Trnsylvanm continues, so does civis
lizanon. Advances in mranspormation and communicanion
allovw vamipises fo irveddie in affairs far beyond the boundaries
of their nneestral domains. By the down of the Victoran Age,
they can peruse nightly reports of events i Loodon and
Viemce, Moscow and Madrid. The diversions of the major
cities have kept the Kindred of our chronicle busy aver the
Lt cenrury. Conflictsin Transylvania have been abindoned
for the time being... but not foneotten

This is o chronicle of ages in which the world of Caine's
childer contimually changes. OId chamcters evolve while
new ones are baptized into darness. The century between 11l
Omens and The Dragon Ascendant has aliered the social

and politicd Lindscape of Burope, even i the most remote
reyions of Transylvania

Ancient scholam stll contemplate portents of the Eod
Times. The Winnowing, the Reckonming, the Apocalypae, thi
Timne of Thin Blood call it what you will. The vigis ol
Ciehenna slowly wanifes choouehioun the world, The featueed
vampires of this chromicle i porerayesd by your players
Removar thts weedl, o llu"p' have seen many of Uhese events uinlobd
The portents lemd 1o one outcome: from the tatited soll of
Transylvania, me ancient evil s awakeniy, resdy 1o devour
anwvihimg thet challerges 1s meent w0 power. Befire we pro
coed 1o thie nexy three chapters in our connimung deama, let o
_»rtal: bttty of whint b come befone. Destiny owalis

CHRONICLESUMMARY

The Transylvania Chronicles span eight conmries of
vampiric history. Our hievoes — or villains, as the cose may be
have had opportuniaties 10 Wilness s o the most
mmiportant events in the siga of the Dimned. While mam
vamperes are swoept away by the tides of tiee, our protagonists
wre awaire of deeper currenis. All thar has oecurred, dnd will
occur, has been foretold by prophecy. Mose vampines know of
the coming of Gebenna, when the Antediluvimms will rise
und deviour ther childer. Kindred occultisn hove stadied the
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signs that foretell Gehenna's approach. Several of the proph-
ecies refer 1o the resurrection of an ancient entity, the demaon
Kupala, in the lands of Transylvania.

Eight signa foretell Kupala's retun. Much of Cainite
history — from the rise of the Usurper Tremere in the 11th
century to the down of the third millennium after Chirisy —
cam be divided into eight ages. Scholars such as Aristotle de
Laurent and the Comte Augustine d'Erletre can declaim at
great length about the most salient evenis. Curiously enough,
swime of the mostsignificant take place in the land beyond the
forest, deep within Transylvania,

In the Age of the Fut Sign, devious Tzimisce warred
with smbitious Tremere, From the peaks of the Carpathians
to the untamed forests of Eastern Hungary, Transylvania was
a land of urmoil. As the Fiends squabbled over control of
minoe Eastern European trsas and knezates, Clan Tremere
seized its position as one of the most powerful clans in the
world Tremere himsell became infamous for his diablerie of
Saulot, one of the 13 Antediluvians, His foul crime fulfilled
the First Sign.

In the Age of the Second Sign, » nocturnal alliance of
seven Kindred princes known as the Council of Ashes domi-
nated the domains of Transylvania, As the Vientrue of the
Holy Roman Empire med to bring the land under cheir
authority, petty conflicts tore apart the Transylvanian princes
whao opposed them,

At the height of the Council's power, the Nosferatu
Zelios helped its members construet a series of castles and
manses throughout Transylvania, Zelios possessed an intui-
tive knowledge of gromancy, a mlent that enhanced his skill
as an architect and eamed him fame as s master mason, With
his peomantic skill, Zelios unknowingly created a vast web of
power. The |3 largest castles served as nexus points, and the
pattern of ley lines connecting rhem bound an ancient evil in
the land. Few suspect the true significance of Zelios's nctions,
even in the modem nights. The protagonists of our story
helped establish Zelion's pattem of ley lines when they
erected the fist nexus poine: a castle in the Carpathians
dexigned to guard Tibuea Pass. At Zelios's behest, they later
placed sigils of power on the Tiluta Pass castle. As s reward
for their diligence, a few of them rose o power, claiming
positions as Transylvanian princes.

During this time, events in other regions of Europe
fulfilled the prophecy of the Secand Sign. Scholars refer to
the “threefold breaking,” when three of the Dark Ages’
greaest orders fell. The destruction of the Templars in 1308,
the loss of the Holy Lands and the fall of the magus brought
the world one step closer 10 Kupala's renumn. The legendary
magus was Tremere — his undoing can be traced o the
Embrace of Goratrix, a treacherous childe who later betrayed
his sire by forming a house of Tremere antieribu.

In the Age of the Third Sign, a new sect arose to tear
apart the political structure of Transylvania. This was the age
of rebellious childer, the e of the Anarch Revolt against the

elders of Europe. In the land beyond the forest, skulking
"sabbats™ of bestial vampires held bloody nocrumal revels.
They found commaon ground with Gratiano, the Lasombra
who conspired against the elders of his clan, and with the
Fiends who diablerized the Trimisce Antediluvian. When
Hardestndr the Elder, a highly influential Ventmee, almost fell
to a similar artempt, his enterprising childe proposed a
political solution that eventually came to pass in the Age of
the Fifth Sign.

Loremasten refer to the Age of the Fourth Sign as the era
wheen the Son of Dragon joined the ranks of the Transylvanian
undead. Many believe the third prophecy was fulfilled by the
achievements of Viad Tepes, the Impaler — a historical
figure known as Dracula. During his mortal reign of terror,
Viad the Impaler leamed of the strength granted by vamgpiric
blood. He extended his own life with the power of vitae while
his mercenary Axes brutally slaughtered thousands of inno-
cent vicrims. In his rise 1o power, he forced a Trmisce w
Embrace him and diabletized another 1o eamn his infamy in
the annals of Cainite history. Using the same treacherous
tactics, he carefully played the Camarilla and Sabbat against
each other for centuries. The fourth sign refers 1o the rising
of o Dragon in the East.

In this case, however, the Kindred scholars are wrong.
The Degon of the East is none other chan Saulor himself,
whio has twisted the Usurper Tremere 10 his own ends since
his diableric. Because prophesy is an imprecise science, few
had any inkling that the grandsire of Javaniel, the “Second
Bone Dragon®™ from an apocryphal account of the Salubri's
early struggles with the Baali, is ruly the Dragon to which
this lore refers. Dracula is irrelevant to this prophecy, though
he manages to intertwine himself with Fate later. Your troupe
should have the opportunity, if they're clever, to enjoy this
knowledge — but convincing others may prove difficule.

The foundation of the Camarilla marked the Age of the
Fifth Sign. Our protagonists were present at the Covenant of
Thorms, an epic event thar united seven clans and damned the
rest. Hardestadt the Younger, Raphael de Corsson and other
“Kindred” gathered in a village near Silchester tounite against
the anarchs and forestall the dangess of the mortal Inquisition.
At Thomns, Clan Assimite submitted 1o a blood curse exacted
by Clan Tremere. The Camarilla's formation and the subse-
quent creation of the Sabbar fulfilled the fifth sign.

In the Age of the Sixth Sign, while the seven Camarilla
clans prospered, Caine's childer created and destroyed muny
lesser broods of vampires. Entire clans were annihilated. One
of these doomed legacies, the Cappadocians, were hunted by
the Venetian necromancen of Clan Giovanni. The protago-
nists of our chronicle were drawn ino this intrigue when they
handed over Maria Asuncidn, the last Cappadocian, 1o the
very claws that would rend her limb from limb. Throwgh her
destruction, the sixth sign was fulfilled.

While Caine's childer plotted nightly, Lord Deacula
remained distant from the concems of the Camarills and
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Sabbar, retreating to hisoccult studies beneath Castle Arghes.
Through the ancient koldunic sorcery of Transylvania, he
made an abortive attempt to seize control of Kupala. Al-
though he was defeated by a coterie of wily Transylvanian
Cainites, he continued to marshal unholy power for decades
afterward. Others have tried to master Kupalan spinits by
worshiping at the Cathedral of Flesh, 0 vast underground
labwrinth flesherafted from centuries of sacrificial victims.
Most of the miscreant acolytes of the Cathedral, including a
foolsh culr of Baali, have failed. The evil spawning in the foul
labyrinth has since retreated beneath the enrth, watching
from another realm.

By the dawn of the Victoran Ape, most scholars agree
that six of the Prophecies of Kupala have been fulfilled. Two
still remain. Unaware of such momenious developmenis, the
rest Kindred society continues to pursue its diversions. The
Kindred have capinalized on grand revolutions among the kine,
from the cities of the Old World 1o the colonies of the New.
The history of the Children of Caine continues, no mareer
what occultists and masters of the lore may say. Throughout
the world, the slow march toward the end of tinwpm:mls.

STARTINO AT THEEND

Itisentirely possible thatyo Su:tnllhr have
&:nkdmunrtmdu‘thh t'ltlmlil-eluﬂllcmiil
and work mww in m&mpdﬂnﬂhm

happened. It may be that you are wlhr interested in
enacting the two modem mh:ﬂlwmw

Victorun Age. Pechaps you're the sortof mm
wlmminmmmﬂﬁmm
acts of this book 10 & stand-slone chronicle may take « |
little work, hllthmtﬁmmﬂ:h\'mﬁmmmqﬂmmﬂ
the bust three books in this series to run Act One and Act

Tmﬂmww

Act Three, however, is intended -dw:ﬂuﬂuhnnf
an epicstory, Before proceedingto the final ace, yoamay want
10 use "flashback sdventures” rotell what happened in earlier
chapters of the Transylvania Chronicles. Keep the finale in
reserve for the conchusion of your saga. For more idens sbout
this type ufc}nmth.uh&ﬁmcthm

WHeN WELASTLEFT
Our VILLAINS

Il Omens, the previous installment of the Transylvania
Chronicles, began in 1680, when the chamcters received a
plea for succor from Maria Asuncidn, a youthful-looking
(though decidedly not young) Cainite. As the last member of
the Cappadocian clan, Mana was a prize sought by several
factions of vampiric society, including the Giovanni, the
P, the Sabbat, the Ventroe of Transylvania, the Tremere
and the French court of Prince Francois Villon. Although the
characters may have protected her for a time, in the end,
Maria became the sacrificinl lamb on the aloar of prophecy —
shie met her death ar the hands of one of the many groups who

desired 1o exterminate the children of Cappadocius. In all
likelihood, the characters made powerful allies and porent
enemies as u result of their role inthis affuir. They abso became
aware of more information concerning the signs of Gehenna,
including the knowledge that Maria's death fulfilled one of
the eight signs.

The next brush with fate the chamcrers experience
occurred in 1710, when the chamcters leamed of an attempt
by an old acquaintance — Viad Tepes, Count Draculs — 10
touse the demon Kupala from its bound slumber beneath
Transylvania, Since they particapated in the construction of
the grear geomantic web conceived by Zelios long ago, the
characters may have appreciated the poetic justice that drew
them imto the effort to prevent Dracula’s ill-foumded scheme
from succesding.

The chaos and disruption of the French Revolution
formed the background for the final story told in T Omens.
Caughr up in the frenzied struggle ro survive pemsecution and
death at the handsof the revolutionaries {or the 18ch century
version of the Inguisiion. . ), the charcrers had the oppor-
runity to rescue a political prisonet — a mortal relation of one
of their Kindred acquaintances. Their uctions lead o the
recovery of another fragment of prophecy pertaining to the
Final Nights.

As the Eight Signs of Kupala are revealed, the Chilidren
of Caine continue to pursue sinister conspincies. Behind the
scenes in the Transylvania Chronicles, the same cost of
charcien marches inexombly towand the Final Nighes. Many
of these Caindres seem peripheral 1o the plot, but there’s a
reason they're here. I your characters have survived throegh
most of this chronicle, then you're used 1o the Wea ol
constructing further interludes 10 explam what happens in
the downtime between adventures. Thus, you may decide to
use a few of the ongoing characrers in these stories, or ar least
offer players the chance to intermct with them when they
describe their characten’ downtime berween chapten.

Far more takes place in the Transylvania Chronicles
than the three main stories thar appear in each book. We
have animated the skelevon of the story that dances from
hook o hook; we leave it 1o you to put meat on its bones.
Don't feed limited 1o the events of the next three acts alone.
Now thar we have assembled rhe skeleron, the cast ol ongoing
characters and their contnuing histores should provide you
with plenty of muscle and gristhe ro Mesheraft as you please.
if you like that sort of thing, of course.

ASSAMITES, ASSAMITE ANTITRIBU

An the Convention of Thoms, the Assamites submatted
tov & debilitaring ritual ndministered by Clan Tremere. The
ritual prevented them from diablerizing their victims. When
various elements of Assamire sociery refused 1o submit o the
curse, the clan divided into two facnons. Sabbar Assamires
continued to do as they pleased, but the Chioman Assamiies
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made peace with the Camarilla when the vizier of Alamur
submitted to the Treary of Tyre in 1496, Unfortunately, his
clan continued 10 vie with Eastern Lord Ventrse for influ-
ence over Eastern Europe for centurnies afterward. By the 19th
century, they hid many of their activities behind ongoing
conflicts between Russia and the Ovtoman Empire. In this
wuy, they affected several of the most important events in the
history of Eustern Europe.

Stonesof individual vampires illustrate the history of the
two Assamite fuctions. Husayn sided with the vizier and
retreated toa haven in the Ottoman Empire. Obediently, he
aided his clan by fulfilling contrscts throughout Europe.
Farig followed a more treacherous path by ignoring com-
mands from the Eagle’s Nest. Instead, he schemed with other
Asamite antiribu to violate the Tyre Treaty and assassinate
key Eastern Lord Ventrue. Karif al-Numair enjoyed even
greater success, eaming o position of honot as the first hudial
of the Angels of Caine. As the eldest of the Assamite
antiribu, he soon commanded respec ras their nominal leader.

BaaLl

Since the Convention of Thoms, a handful of Asamite
anarribu have allied with cults of infernalists. Ansen, the
Baali who converted several of them, has been destroyed.
Still, small Kupala cults have grown stronger in the shadowy
comers of Transylvania, Of course, their indiscretions later
comtribute 1o the formarion of the Sabbat Inquisition 1o root
out the diabolists, but not until the late 19th century.

BRuUANAND BRUJAH ANTITRIBU

Georghe Craciun of Clan Brujah has been destroyed,
but a much older scion of his clan, the Methuselah Dominic,
has emerged from the shadows. He has returned from an
ancient Trimisce labyrinth known as the Cathedral of Flesh,
where his visage and mind were horribly warped by centurics
of torture. After executing the miscreant Baali of Deva, he
Embraced three powerful childer and released them into the
ranks of the Sabbat. With their aid, several Beujah annieribu
terrorized the nobility of Eastern Europe. Foremost among
these soldiers was a Brute named Septemus, a tyrant who
eventually became the Archbishop of Bistria. After ascend-
ing to power, he sec his packs against the former archbishop,
the declining Radu of Clan Trimisce.

Forrowens orSer

Count Jocalo has compiled plenty of detailed informa-
tion on the Kindred of Transylvania. After trading secrets
with the Nosferatu Zelios and employing the talents of the
Ventrue Roland, he has leamed many of the weaknesses of
the vampires in the region. His motives, however, remain
cryptic. The few who know of his existence speak of the
Setite’s penchant for “cormuption.™ What end does it ulti-
matelyserve!ls he anempting to blackmail powerful vampires?
Does he want to sicrifice them to Set's ravenous appetites!
Does he destroy others merely for his own amusement!
Whatever his agenda, he remains a formidable antagonist.

GANGREL AND GANGREL ANTITRIBU

Mitru of Clan Gangrel has succumbed 1o his bestial
urges and fallen complerely under the sway of the Son of the
Dragan. After undergoing a koldunic ritual of reburial, he
emerped from Transylvania’s minted soll to become the
commander of Dracula’s Axes. Tiberiu has met 0 more
ignominious fate. He was punished for his insolence: his body
weas croelly flesherafied and his soul is forever twisted, He srill
serves as a messenger for two Feudalist Tzimisce. The first is
Count Radu, n Fiend who skulked in a erumbling fortress in
Borgo Pass before he was forced from Transylvania, The
second s the infamous Lord Dracula, who eventually re-
trested to the sime castle in the Carpathians.

CFIOV ANNI

Now that the list Cappadocian has met Final Death,
Augustus Giovannd and the rest of his clan can focus on
other goals. Don Pictre Giovanni stays well informed on
Transylvania's economy and is ready to exploit untapped
business opportunities in the region. Now that the Fastern
Lord Ventrue have difficulty influencing this Sabbat terri-
tory, Don Pietro’s biggest competitor has been removed.
Ambrogino Giovanni is interested in more scholuly pur-
suits, such as assembling lost fragmenits of the Book of Nod, or
investigating curious rumors of the myth of Kupala. In the
modem nights, Ambrogino becomes aware of the collipse of
the Underworld as it happens, which makes relations with
him interesting, to say the least.

L aAsoMBRA .

The Lasombra have little influence in Transylvania.
Relegated to their territories in Spain, Scandinavia and the
New World, they have little hope (or desire) of finding power
in a realm surrounded by the Camarilla and infested by the
Trimisce. Individuals, however, may succeed where clans
and conspimcies fail. Lucita has rejected the beliefs of the
Keepers, ignored the dictates of the Sabbat, and refused
overtures from the Camarilla, Instead, she has dedicated
hersclf 1o the Malkavian prophet Anatole, helping him wamn
the Kindred of the portents of Giehenna.

MALHAVIANS AND MALKRAVIAN ANTITRIBU
Clan Malkavian is slowly changing, falling prey 1o in-
crensing insanity. Octavio was a great prophet who stalked
the Earth in the guise of the Magyar god Havnor, but now he
has been diablerized by his successor, Anatole. The visions
Okctavio passed on to him became a curse, plaguing Anatole's
mind with overwhelming madnes. Few heed his words
anymore... save, pethaps, the protagonists of this chronicle.

NosSFERATUAND NOSFERATU ANTITRIBU

Alfter surviving the “tutelage” of the Antediluvian
Trmisce Yorak, Marusca has become a master of Machiavel -
lian intrigue. Her hatred of Nova Ampad and her other
Ventrue rivals has driven her to ally with the Sabbat. Her
childe, Ruxandra, has fled Transylvania, fearing a blood
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hunt unleashed by Nova Arpad. Her talent for disguise hm
allowed her to infiltmre the B pean CoOurts ol the Camarilla
Under a wide variety of disguises, she trades imnformution
theoughout Europe, Mow she seeks revenpe agninst Mova by
mssuming a new identiry

N coune, we must alo mention Zelios, the master
rrsent whio has conetnic ted eastles throughaut Europe, trav-
cled to the Middle East to seck occult knowledge and
unwirtingly tapped powerful ley lines in Trunsylvanza. He has
beft for the New World, wing his fame among the Kindred in
a bid for political power. As an advisot 1o both primogen
coyncils and MNosferatu councilors, he s destined toshape the
future of Clan Nosferat,

Raveos

Vassily Taltos was once s diplomat secking a homeland
for his people. Now he b o bimer monster seeking only revenge
In his rage. he sired a childe named Viadistav, an uncontrol-
[able Deceiver who wchemes 1o destroy prominent Venrme
theragghouwt Eastern Europe. This demented Cainice is ax the
center of several claborte plans tw tear apart the European
Camarills. Choe such plan concermns Vicoodan Vienna

As the Sabhat strengthens it forces in Transylvania,
Ravnos antitribu drive out Decelvers who do not swear wo
uphodd the Sword of Caine. lrydor Torenu and his childe,
Delizbieta, were once among the most respec ted Ravnos in
the land beyorad the forest, After Lydor chose to accept the
Final Death rather than fce another night, Delizhiem hos
beccime homeless mgin, secking another home. Vienna looks
funte ROHTEMTLE.. . .

Torvanpor AND TOREADOR ANTITRIRU

Although a few Toreador antitribe hiave entered
I raneyleania 1o learn the arts of pain from ancient Trimisce,
the clan lacks s seromgpresence these. The last Transylvanian
elder of thelrsaciery, Arianne, has left for London to owist the
heartstrings of a new city. Camariila Toreador are generally
more interested inthe affain of culumed cities like Paris than
rural backwatens like Transylvania, particulacly those present
for the events of the French Revolurion in H Omens, Noel
de Artots still endures shame in the courts of Parts, Audrie St.
Thierry comiinues fuis [ & iliieal rhm'hllmllnr'l.'- .-m.l l"rm'nuu
Villon maintnins a hidden authority as prince of Paris. I any
Toreador in your chronicle has watched Paris evolve, they
may be intrigued by similar events in Vienna

Imesment
]:!-'!. |!|.|_' J.]ln'n. ok l|'|1.' W WEROTRAN g, I||.:' l'llllL"lr TIrI!!r!’l.‘
have become lependary. Etrius han erecied elaborate de-
ferwes to puard the wipid body of Tremere, the clin's
founder. Since 1520, Etrius has summoned members of his
his haven b the Inner Stadvol Vienna. Over 300 yean
later, e fimanced the construction of a more (eleniatious
chantry i Vienna's Ringstrasse: Fortachritt, a 1emple of
knowledge containing the larpest occult library in ithe
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Western world. This building later became the infamous
Vienna Chantry, s monument that Warlocks throughout the
world describe with reverence.

Celestyn, the master librarian of the chantry st Ceoris,
spent centuries compiling thousends of romes for the Tremere's
storehouse of knowledge. Moving the chantry's library from
Ceorts 1o Vienna took 10 years — an arduous task thar left
him hombly demoralized. Celestyn is now researching the
mysterions [ands of the Kuei-jin, leaving his childe, an
artstocrutic French scholar named Augustine d"Erelette, o
rebuild the clan's library.

Warlocks travel from around the world to kneel before
Etrus, consult Augstine's extensive libmry, and demonstrite
their loyalty 1o Clan Tremere. Those who are interested in
more local concerns consult Ardan of Golden Lane, the
Tremere Primogen of Vienna. He is now known simply as
Ardan Lane. With his political influence, he often gathers
visiting Tremere todiscuss current eventsat silons and séince.

Tzimrsce

Sascha Vykos rejoices that the Tremere have largely lost
the war in Transylvania, consideringit the penultimate victory
over the Usurper clan. After altering “her” identity, it contin-
ues 1o play the leaders of the Tremere and Tremere antitribu
mguinst ench other for her own amusement. Marelle has risen
toa position of authority in the Sabbat, fiercely protecting the
Archbishopric of Deva. Sl infamous as the Sculptor of
Wolves, she has forged a vague truce with the comupt Lupines
wha now inhabit the former Cathedml of Flesh.

As for Count Radu Bistei, he has been driven from the
Borge Pass Castle and deposed as the Archbishop of Bistria.
Fleeing 1o protect his very soul, he had no choice but to call
upon the hospitality of other Old World Fiends. In the
process, he gathered enough political infleence 1o become
the first Cardinal of the Land Beyond the Forest, No one else
dares play the dangerous game of speaking for the
Transylvanian Tzimisce, the most fract ious group of Cainites
on Earth. By the end of the 18th century, he is rewsirded with
a archhishopric in the New World, bur intrigues in
Transylvania repeatedly draw him back 1o the Ol Country,

VeENTRUE

Nova Arpad, the last remnant of the Arpad dynasty, has
continued her efforts 1o forge alliances between Habsburg
Ventrue and Eastern Buropean Tremere. Her centuries of
scheming have paid off, for she now acts as an intermediary
between the two clans as the Ventrue Primogen of Vienna,
She: has sl maintained contact with other members of the
former Council of Ashes, including Cardinal Radu. Her
blood hunt against the Nosferatu Ruxandra has continued
into the Victorian Era,

Bulscu, the wamior who led the Magyars in a crusade
against the Holy Roman Empire in his breathing days, has
risen from tovpor, The Man of Blood's mortal descendants,
the nobles of the Arpad Dynasty, have died our, and many of

his Kindred descendants have fallen to the Angels of Caine.
Although Bulscu’s former lackey, Vencel Rikard, is still
Prince of Budapest, the Man of Blood has become an outsider
among the Ventmee. Since he is unable to overthrow the
Ventrue Methuseluhs who Embraced him, Bulseu has estab-
lished a haven in Russia where he seeks revenge against other
enemiés. His grearest concemn i uniting the Ventrue of
Eastern Europe against the schemes of the vizier of Alamut
and his Onoman Assamires.

Frince Vencel's servant, Roland, has fallen under the
sinister influence of Count Joecalo. By the Victorian Age.
Roland has secured a profitable slave trade in London, under
the nose of Mithras, the prince of the city. Prince Mithras is
also remembered for a very intriguing audience with the Son
of the Dragon. In the early 1880's, the Transylvanion count
strempted 1o establish o haven in the heart of Victorian
London. This scheme failed utterly, forcing Viad back 1o his
castle in the Borgo Pass. Exacting revenge, Viad hired a
struggling Irish writer to shatter the Masquerade by writingof
his tmagic defear. His chosen pawn reworked the Impaler's
saga into a most remarkable novel: Dvacula

THEARTOFWAR

Prophecies once again call our heroes 1o battle against
Fate. Let us arm them for war. Between the last chapeer of 11l
Omens and the first story of The Dragon Ascendant, the art
of war has changed considerably. Among the undead, only
ancient vampires rely on wenpons like swords and bows,
Madern Kindred have leamed the wefulness of concealed
firearms. Young vampires consider them an important edge
over Disciplines and supernatuml abilities. Elder vampires, of
counse, consider them little more than an sffectation of the
age, s poor substitute for powess granted by the Blood, Either
way, a lew Traits for typical Vicrorian firearms may help your
troupe’s charscters survive the next act of our story, If the
characters don't use them, their adversaries certainly will.

Victorian Weaponry

Mclee Weapons: In the Victorian Age, discreet weap-
ans for hand-to-hand combar include the billy, a club
commonly employed by the British police, and the sword
cane, a slender blade concealed in a walkingstick. Als in this
category is the singlestick, a dueling cudgel used capably by
fictional heroes like Sherlock Holmes.

Light Pistols: The most concealable handgun is the
Demnger . One-shot, two-shoe and four-shot varieties are all
available. However, the mechanism is crude enough that the
firing pin must be moved each time before the chamber is
reloaded; only one shot per tum is possible.

Heavy Pistols: Most handguns of the period are revoly-
ers. Bulky revolvers are available in 38, 41, 44 and 45
caliber. The Traits of the Adams & Webley can represent
various British revolvers; Americans variants are represented
by the Colt Peacemaker. By the starr of Act One, the British
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Mauser 7.65 mm pistol | .a'
Colt "Peacemaker” 45 pistol
hnﬁmrdmﬂemm
Enfield bolt-action rifle i
Wuﬂmtfwﬁ-m:ﬁa
nnﬂe-hnrd'tl-mm
Slnﬂe—huﬁllwm
. Sap or Blackjack =
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Sword cane E

* Um... it's hidden in a walking stick,
. Damage: Indicares the demage dice pool. V

considered bashing damage wnless the head is mgered, in which case the damage s considered lethal. :
wmuthpmﬂmumrh_hwmhfﬂnﬁmmm-m&mwm

range (difficuley B).

Rate: The maximum numberof showsa mmnhh:mﬂw

marked witha*1/2" rate. require

that single oction pistols,
the hammer to be maually deawn back before the trigger may be pulled and another buller fired. Drawing back the hammer mkes one
action, which means that unless the shooter wisnis w suffer a dice-pool penaley, he mary fire only mmmhﬂ nem.

_Concealment: P = Can be carried in a pocker of vest; | = Can be hidden in a jacker o cape; T = {hhthdhm:mhnm‘

or beneath n cloak; N = Cannot be hidden on a persan.
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navy has accepted the Colt as the standard service revolver.
During the Victorian Era, inventors also developed the
predecessors of the modemn semi-automaric pistol. The fire
wli-loading fircarm was manufactured in 1893, By 1897,
when our story resumes, one of the finest examples of this
technology is the Mauser 7.65 mm, colloquially known as a
“hroomhandle.”

Rifles: Long guns in the Viciorian age are typically
repeaters. Lever-action rifles with wbular-magazines and
bolt-action rifles with box maguines are both common.
Lever-action rifles, such as the famous American Winches-
ter, are typically faster, In England, the British army still uses
bolt-action rifles; they have just switched from the Lee-
Metford to the Lee Enfield. Of course, huge hunting rifles are
also available, bur they are typically one-shot or rwo-shot
weapons. One type of heavy elephant gun is included as an
example just for comparison, though someone in your play-
e’ coterie may still want one.

B e Mg Y-

Shotguns: In this era, pump shotguns are mre, prone to
malfunctions and expensive. However, double-barreled or
single-barreled single-shot shotguns are commaonly available
in 12 gauge and 20 gauge. We won't bother including Trains
for the freakish 10-, 8- or 4-gauge bores, which probahly cause
death withowt all thar awkward dice rolling.

Machine Guns: Finally, for the sake of completeness, we
should say that while machine guns are technically available
during Act One, they're not really practical for the next story
in this book. Yictorian “machine guns”™ are hand-cranked
wenpons that must be hand-fed with box or barrel magazines,
Hiram Maxim developed the first true machine pun in 1884;
it wais adapted for use by the Bratish armay by 1891, However,
Gatling guns are typically used by Brivish colonil soldiers in
places like South Africa. Storming into a city with a mpod-
mounted machine gun is like carrying polearms into a medieval
city eight centuries ago, Using such a weapon in a major city
like Vienna is as indiscreet as breaking the Masquersde.
Thius, Storytellers are encouraged 1o ignore or restrict their
use in Act One.
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“Lifeless, sosalless, haated amed feared
monater whom breathing men woudd Kl | am Dyvaciada, ™
— Crary Ofdmon s Bram Seoleer’s Dvacuds ( 1997)

For many Camarilla vampires, the Victodan em is a
gokden age. Through careful cultvarion of their reources,
the Kindred have created domains where amt thrives in
TIPS -“"l-.i ll}l:'-'l'l'l.'l‘\-. ATISTOC T "J'll"j{"- [‘l'r'-l"h'r centunies

if teadition, saloms bost intellectual debate and universities
i hi I':lhﬁ"l iTeTnenil "ﬂ':.“'nl"‘l:I:i “'l'.l.l [ K |.'- i TR hary Doy lIl.l"lI
humanity often cultivate theit nfluence in the mortal workd
for cenmuries after their Embmee. Neardy half o mills
after the Convention of Thoms, the Camanilla has not only

1L

sed Kindeed o rernain hidden behind human
socieny, but also encounged thetr civies 1o flourish
Victorian Vienna s no exception. The city s the model
for what the Camarilla can sccomplish of rhe Kindred within
it set anicde their differences. The domain proapers bec ause of
the famous "Triple Alliance™ of the secr: the Toreador
Tremere and Ventrue. Toresdor are stteacted by the arvistic
anid social world, for Viennn is anguabdy the “musical capdml
of Europe.” Beethoven, Brahms, Mozan, Mahler, Schubernt
anid Seraniss thiived i dhis inspirarional ciey, Ventnae hover
atound the court of Emperor Frunz Joseph |, a Habxlunyg
maonarch the Blue Bloods praise as o paragon of nrstnemey
TI"“'H'!'!.' ire H.H'l'“ni?‘l“.‘!l !.rl T “Ifl-i IIH' \\.'a.rrlnj L[4 ] lhtl'. &rpli'ﬂ.

illowed cavili

of Fartschingt, Vienna's newest and most extensive chaniory.
For these three clona, Victorinn Vienna s o brief and shining
moetnent in the hswory of Caine’s childer

Hear mie! [ am the

Yet hidden behind the beauty of Vienna, eragody awalis
Consider whar happens m the century that follwe. Within
o year, Emperor Franz Joseph’s wife i stnbbed to deah on the
street by o onarchist. After Frams Joseph's nephew, Anch
duke Ferdinand, is asssinated in Sarmjevo, the Grest War
forever alters the political landscape of Eastern Europe. The
madness of the 20th century discards the amniquared ideals of
gentility, Democmaric and commumist revolutions rransform
ENtire nationa Tf"l'_l'l.nl.'l]r.li,'lr.ﬂ ﬁ‘\'-.il.uTu'n.\ i h..ll|.|,:r CVETY A%
pect of worldwide culiure, When the Victorian Em ends, the
decades that follow begin an age of fraweratien, pariculaly
for cennuries-old vampires who reast the ch
evalving world

Within decades, the instinations of the Viciorian Ape
are 1i'"|'|-ll-|'u"” po ke winy fof i new century " st mcwt juise vt
Before your moupe’s chamcrens sre overwhelmed by the
imsquiries of the modemn oge, let us offer them one L chance
to enjoy the Victorian ideals thar Vienna buas to offer. [vcan't

s of an ever

bist, of contrse — already, factions conspire against the Kin

dred of Vienna. From the bestial new generation of Salbai o
anarchistic rebels of the Ravnos elan, packs and kumipanias
are gathering vo cear apart this( “amarilla city, Lintil then, we

wmiay enjoy a beiel stroll slong the Danube by moonlight
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AcT ONE: A MASSIVE
BeTRAYAL

Act One centers on a tome rumored to contain revela-
tons concerning Kupala, In 1498, a coven of occultists
assembled what fragments they could find concemning this
maleficent demon, The result was a voluminous handwritten
manuscript called the Incunabulum Kupalam. Although most
of it i in academic Latin, portions are encrypted in meta-
phors, ciphers, diograms, quarmins, Enochian revelations
and, of course, prophecy. A team of scholars could spend a
century unmmveling the layers of meaning within its text, and
each would arrive at a different version of the tmuth behind
the myth of Kupala.

After the coven compiled the manuscript, they finsnced
the prinning of hundreds of copies. By the middle of the 16th
century, they were ready to disseminare once obscure knowl-
edge throughout the circles, covens, sabbats and chantries of
Ewope. Before the fimt printing was complete, however,
clencs of the Inquisition unmasked the conspiracy, smashed
the preses, hunted the conspiraton and bumed as many
coples as they could find. Allegedly, a handful of surviving
munuscripes found their way through dhe flames to Arcanum
chapterhouses, the cellars of the Vatican and other reposito-
ries of knowledge. Within the oceult history of mankind, the
tome became legendary, almost mythical,

MNow the legend flashes forward to 1897, when the
revelations of Kupala are known to & slightly larger circle.
Vassily Taltos, s Ravros, was exploited after trying 1o find a
home for his clan in Eastern Europe. In his rage, Vassily raised
his childe Viadislav on lies, false history and raving paranoia.
Vassily believed that a conspiracy among Balkan princes
prevented the Ravnos from ever finding permanent domains.
Thus, the deranged Vindislav has swomn vengeance against
the princes of Eastern Europe.

Viadislav has devised an elabomite scheme. It begins
with the theft of the Incunabubum Kigpalam from an Ascanum
chapterhouse in London. He doesn’t care how dangerous this
knowledyge is, but he knows that several vampiric factions are
willing to do almest anything 1o obtain it. Some occultists
claim the rituals within its pages were intended 0 bind
Kupala. Others insist that the tome can be used to summon
and control him instead. Either way, many elders crave such
knowledge.

With the help of his kumpania of Gypsies and ghouls,
Viadislav dispatches messengers 1o the interested parties.
Foremast is Etrius of Clan Tremere. The ancient Warlock
loyally guards his torpid master in a Viennese chantry, while
nearby, visitors to his domain consult the most extensive
librury of occulr knowledge in the West. Etrius immediately
makes an offer, one so generous thar Visdislay almaost recon-
siders trading the book directly to him. He sets out for Vienna
just in cose.

In a labyrinth beneath the crumbling ruins of a castle in
Wallachin, a master of the koldunic ans also learns of the
tome. In previous installments, we referred 1o him as Viad
Tepes, the Son of the Dragon. In the Victorian Age, he
attemprs to shatter the Masquerade by hining Stoker 10
chronicle his sagn. He is now a shadow of the legend he has
created: a powerful Carpathian vampire known throughout
Europe as Dracula, Viad is not quite the Romanric figure he
makes himself out 1o be, but he is known for many achieve-
menis. He has significantly advanced the art of kaldunic
sorcery, a mystical practice of commanding the spirits of
Transylvania. While others might use the tome to contain
Kupala, Dracula wants to control the ancient demon. He
dispatches his Axes — an assemblage of rogues, Gypaies,
Ravnos and violent Gangrel — 1o make anofferon hisbehalf,

Within a week, a Cardinal of the Sabbat also receives a
mesenger in his antechamber. Hours of torture reveal that
Visdislav sctually has the book and has already set out for
Vienna. Eager to prevent Clan Tremere from leaming more
about Kupala, the cardinal dispatches Black Hand removers
to recover the tome. Failure means succumbing to the sume
fare as the flayed messenger, who has by now been “rein-
vented” by fledgling Trimisce flesherafters

Three factions seck the ncumabudum Kipalem. Upon
hearing this news, the Deceiver rejoices: Omee the Viennese
Tremere, Draculn's Axes and the Black Hand encounter each
other in Vienna, the prince and primogen will be over-
whelmed! Someof the Ventrue who rejected hissire still walk
the night in Vienna — Viadislav is eager 1o give them what
some Ravnos call “the Treatment.” Throwing caution to the
winds, Viadislav rushes toward the Austrian capital

In his haste, the Deceiver falls into the hands of the
Arcanum investigators who oniginally guarded the book.
Unbeknownst to the Kindred of Vienna, Visdislav has been
captured by skillful hunters and the tome recovered. His
Rroma allies are still at large. Eager for knowledge, Arcanum
agents scour the Deceiver’s mind 10 leam more about his
vampiric allies. Viadislav offers little resistance, welling them
about an elnborate undead conspircy in the city of Vienna

And why not! Once the three factions descending on
Vienna encounter each other, they fight for the book. In the
mumulr, as the defenders of the Vienna Camarilla are dis-
tracted, the hunters can strike at Viadisho's enemies!

A cabal of Arcanum hunters sets out for Vienna to leam
more. To aid their investigation, they foolishly bring the
tome with them. Unfortunately, Viadislav didn't tell them
that the three factions are also descending on one of the mist
renowned Camarilla cities in Europe, looking for a Ravnos
wha's not there and a tome that's already in the wrong hands.

A CONSPIRACY ASSEMBLES

One last complication: the unsuspecting characters of
your troupe arc contacted by Cardinal Radu Bistri, the former
Archbishop of Pistritz. While visiting ancient Fiends in
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Transylvania, he leasmed of new develapments in Kupala's
sagr. Sabbat informers told him of the Incunabudum and its
possibilities for advancing koldunic sorcery, From his former
messenger, Tiberiu, Raduleamed that Dracula has disparched
his Axes to find the tome.

Asaresule, the cardinal sends Tiberiu to contact an okl
acquaintance of his, a former Transylvanian prince who s
now the Ventrue primogen of Vienna. Nova Ampad and
Cardinal Radu share a common interest: preventing Dmcula
from obtaining the tome. Within a marter of nighs, they
gather an entourage of vampires who have a personal interest
in the myth of Kupala. They, wo, want 1o consult this tome,
or at least be present when Vienna s overwhelmed by
Kindred vying for the same illustrious prize. Visdislav doesn't
need w arive in Vienna o give local Kindred “the Trear-
ment”; by the start of Scene One, he has already succeeded.
This story details the consequences.

Scene ONE: A SUMMONSTO
VienNA (SuMMER,1897)

Time changes all things. Elders who remember the Dark
Ages tell themaclves that they still sway the world, but they
have acrually been cast adrift by the tides of history, Some were
swept up in the cnsades of the Sabbat, others recruited to
support the Camarilla’s Masquerade, and a few remain distant,
pursuing the politics of more independent factions. Nonethe-
less, elder Cainires remember, and sometimes maintain,
alliances that defy the boundanies of sect, clan or domain.
Hopefully, your chamcters are still civil enough 1o continue
searching together for the portents of Kupalla's retum.

If you've played the Transylvania Chronicles from the
start, you no doubt already know the techniques for gachering
together vampires with vastly different political affiliation.
The most obvious relies upon a rather diplomatic Cainite who
it aware of activities in both the Camarilla snd Sabbar. Radu
Bistri is now a Sabbat cardinal, but he still maintains contact
with Cainites old enough o remember the nighis before
Sabbat Cainites and Camarilla Kindred. The approach of
Giehenna overshadows their trivial political concems.

CoTeRIFS AND CONSPIRACIFS . ]
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centuries. Since they've managed o set aside their differ-
ences, at lenst long enough to find. the Incunabulum
Kupalam, we will refer to them as a “conspimcy” of

vampires for the rest of the act. , R !

Emntmu THE CHRONICLEWITH THE
RAGON A SCENDANT

IF ehsis s your first foray into the Transylvania Chronicles,
you don't need 1o overwhelm your players with the events of

the layt seven centuries. Instend, your troupe’s characters
should have common ties to sires, mentors or elders whio have
already participated in earfier chaprers of the story, and know
the prophecies of Kupala because they have warched them
unfold firsthand. W you like, you may Inter decide to “flash
back” and recreate these vignettes.

If you prefer this approach, we also suggest forming a
coterie concept for the characters’ sives. First, all of them
should have been Embeneed before 1500, This ensures thae
the chamactens’ sires, at least, already have ties thar defy
boundaries of seet or elan. One childe may have sidied with
the Sabbat, while another may have been converted to the
Camarilla's paine af view, but if the sires’ coterie prodates
such conflicts, it's easier to form a rationale for their childer
w work together, On behall of the elders who Embrced
them, the characrers must set aside their political differences
o acquire this valuable tome. They are the next generation
of a conspiracy that has existed for centuries.

Next, the characters and their sires should all have a
common enemy — Lord Dracula. This simplifies the plot
considerably, since new charmcien can focus on one adver-
sary instend of four. For beginning pliyers, you might aleo
reduce the number of confrontations with competing fac-
tions. Having several conspircies present increases the tension
for ancrent and powerful characters — by the end of this
story, the blood flows freely — bt neonares don't need 1o
fuce the same challenge. Finally, we've included u few scenies
where they may leamn the significance of the prophecies of
Kupala and the importance of finding the book. Beginning
chamcrers don't need 10 know abow evervthing from the
start, but they should have the opportunity 10 learn. Augus-
tine of Clan Tremete can answer their questions.

GerTiNa THE CHARACTERS INvoL ven

Cardinal Radi disparches his messenger o gther 8
vampiric conspiracy that's intimately fmilinr with the threat
of Kupala. Tiberiu, Radu's twisted Gangrel slave, has become
absolutely loyal 1o the cardinal. Yet ar his behest, Tiberiu s
remuained behind in the Old Country 1o serve and ultimarely
berray Viad Dracula. Theough subterfuge, Cardinal Radu has
leasned that thie Son of the Dragon has already dispatched his
minions o retrieve the tome. If your chamcrers wirvived Act
Twool lll Omens, they've no doubtt developed a fierce rivalry
with Deacula. If they haven't, he's still a perfect adversary for
Camnites new to the chronicle.

Tailor Radu's invitations to the various charac ters. Play.
ers have different preferences, after all, You might enact o
brief interhule with each chamcrer before the game, pass out
withered pieces of parchment, simulate an interview with
Tiberiu, or just summarize what each chamcter leamed
before meeting everyone else. By now, you already know
what motivates each character, and each player

If the characters ave Sabbar, Rada's invitation s cloaked ax
an imperative fram a cardinal loyal to the Sword of Caine,
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Older and expenienced characters who can read between the
lines know that Radu's bold letrer isn't really a command bur
a marvelows opportunity. The chance 1o uncover the true
nature of Kupala should be enough to motivate the chamcters
1o investuigate further. Radu his no trouble finding support for
his activities. Although the Sabbat Inquisition hasn't begun
yet, the sece still worries about demon worshippers within
their ranks. The ramors of an ancient evil slumbering be-
neath the Transylvanian Tzimisce force the sect into
immedinte sction.

If the chiracters ave in the Camamila, then Radu's missive
(o Tiberiw'sspeech ) menrions that Cardinal Biseri has gained
the support of the Viennese Ventmue instopping Lord Deacula.
This is possible because of his familiarity with Nova Arpad,
an elder Blue Blood who has spent centuries expanding her
influence in the region. Since Nova has spent centuries as an
intermediary between Eastern European Ventrue and
Tremere, she has risen to a position of esteem as the Ventrue
primogen of Vienna, Radu has armanged a meeting between
the charicrens and Nova 1o discuss their common threat,

If the chavacters are imdependent (as is the case with
Ravivs, Giovanni, Assamites, Setites, most bloodlines and
unaligned Kindred of any stnipe), Tiberiu contacts them on
Radi’s behalf, stressing the threat of Lord Dracula. He also
states that the Ravnos who invited him 1o Vienna infamously
defies the Traditions throughout the Camarilla cities of
Europe; Viadislav continues 10 destroy what fragments of
respectability the Ravnos still have. If their conspimcy gath-
ers enough information on the current crisis, they may eamn
the gratitude of the Habsburg Ventrue, prestation from the
Viennese Kindred or even assistance from the highest ech-
eloms of the Tremere. For outsiders to Camarilla society, such
an oppartunity i hard 1o refuse.

Reganlles of who s involved, Radu's message mentions
aplace tomeet. The conspiracy is to assemble on Friday night
at the Cafe Elan, a Viennese coffechouse. A dare and time are
set. Il any character arrives bite, Nova waits for them each
evening at the proscribed time until the conspircy has
assembled. If the chamcters are not members of the Camurilla,
Nova has obtained letters from the prince announcing them
as accepted guests within the ciry. Each letter is signed by
Prince Leopold and marked with his wax seal. Because of
tradivions preserved since the Dark Ages, these guests should
immediately appear before the prince to thank him for his
hospitality, This implies an obligation to respect the prince’s
domain, mt least until the tome is found and Dracula is
stopped. OF course, a chamcter may forego this arbitrary
etiquette and become Autarkis.. ..

Wienna has many Cainite visitors, but few remain in the
city for long. Because the local morml population is barely
sifficient 10 support the Kindred who claim domains in the
ciry, Prince Leopold has strict demands regarding feeding in
Vienna. Visitons are allowed 1o hunt in the villages surround-
ing the ciry, but they cannot feed in the heart of Vienna

without the prince’s permission. They may bring their own
ghouls, herds or even pets to sate their thissz, but Vienna lacks
the kine to support the dotens of vampires who visit each
year. Most visiting Kindred only stay for a few nights and
leave. Thus, Radu recommends that the characters act quickly
With so many fctions descending on the city, hunting
should become extremely difficulr.

Scene Two:
THe ConspiRACY GATHERS

Picture a Viennese cale in the early evening. The city is
home to hundreds of such establishments. Inside, gas lamps
wanly illumine the eracked plaster walls. The aroma of coffee
hangy in the air, and the susurrus of the patrons carries the
Iatest news from the world of the kine. Nearby, intellectuals
discums the city's many political parties. The next election is
only afew months away. A few tables over, an artiste critiques
one of Grillparser's plays, King Ovtokar’s Rise and Fall. Appar-
ently, a wealthy patron has paid to have it rewritten as an
opera, and the adaptation debuts tonight. By an open win-
dow, two elderly gentleman play a game of chess. They
oceasionally mutter about how much the city has changed
since they were young.

Relaxed mortals discuss the events and issues of the day.
Newspapers in French, English, and German (the local
language), rest on sofas, settees and chains, providing the
most recent updates on events in other parts of the world,
With true Victorian etiquette, the patrons are civil and kind.
As the tables fill, many of the mortals here sip their coffee or
leave it untouched as they are drawn into animated discus-
sions. A cup of coffee bs expensive here, but well worth the
price. Visitors pay handsomely for the cafe’s ambiance of
social progress, intellectual debate and artistic appreciation.
Cafe Elan is an ideal place for Kindred to watch the unfolding
drama of the living world.

The cafe is located in the Ringsrrasse, an area of town
that has prospered since the ascension of Emperor Fran:
Joseph. Nova Arpad can be found warching the procession of
mortals from the shadows, occasionally using Auspex 1o
overhear a choice plece of gossip. As promised, she sits
behind an array of high tea regalia in a remate comer of the
room, awaiting the chamcters” nmival. She is dressed in the
height of Victorian fashion. Her jet-black hair cascades down
the buck of her lavender dress. With a look both regl and
predatory, she warches the room over a teacup. The warm
vapors bring a slight tinge of color to her cheeks. Beside her,
a handsome young ghoul sips Maraschine liqueur; the cafe’s
owner has just received a fresh shipment from Dalinatia,

The ghoul seems slightly nervous as he warches the
erowd. Nova merely smiles when the first conspirator amives,
Sabbat vampires may feel slightly uncomfortable; after all,
the Vienna Camarilla anticipates the arrival of the Black
Hand. Nonetheless, Nova introduces herself respectfully 1o
exch character, regarding them much as she would a Trimisce
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Tue RINGSTRASSE ol Sl
Many of the locations of this act can be found either
in the Inner Stade, the u&lmﬂ_ﬂi:&h ot the.
Rmgsorasse, an area of relativ recent construction.
Prior to the Revolution of 1848, v mmded
by massive city walls. In 1857, th e nol-
ished, and the many small towns just cutside the city
became part. proper. Twentyyears of extensive
archirecturl reconstruction followed — where the walls
anice were, the Ringstrase is now. It forms a semicircle
around the inner city. In the 1890'y, visitors can ride in
o hovse-drawn hackney along its circumference, observ-
ing Gothic, Meditermncan, Renaissance and Classical
archirecture within a few blocks of each other. I

or fellow Ventrue during the Long Night, before divisions of
sect and clan tore the Childer of Caine further apart.

The characters may have mer somewhere else before-
hand or make their entrances one by one; it makes no
difference. Give the chamcters s chance 1o react 1o nearby
conversations while they're waiting. Soon the conspiracy is
assembled at a table in the back of the room. Nova offers to
escort them to a private room where they can talk undis-
turbed. Her muscular ghoul stands outside as she offers
hospitality to her guests. Although there may have been
much unpleasantress between the chamcters and Nova car-
lier in the chronicle (particularly in Act Two of Dark Tides
Rising), she s unchamcteristically relaxed. A perceptive or
romantic vampire might even suspect she s in love.

Nova is quick to downplay the struggle between the
Camarilla and the Sabbar, stating that some dangers tran-
scend such desultory boundaries. After dropping Cardinal
Radu's name, she summarizes what she knows about Viadislay,
“an infamous Deceiver who is coming to Vienna to offer up
an ancient tome 1o the highest bidder.” The Ravnos sent
messengers to representatives of three different factions.
Each received a handwrinen copy of the book's first page to
verily its authenticity, The Viennese Tremere are thrilled at
the prospect of obtaining the Incunalmadan, already knowing
its worth. However, as an affront to the Camarilla, Viadislay
i also extended the offer to n second faction, a Sabbar
conspiracy known as the Black Hand. And, of course, Radu
has already mentioned the third faction: Dracula's Axes,
sinsster minions of the Son of the Dragon.

Nowva has heard numerous ramors of whar the book
contains. Since she is a far more skilled politician than
occultist, she's unsure which stories are the most accurmie.
Allegedly, the book can be identified by an elaborare sigil on
its cover: a "star” with 13 points. Some speculate that the
pages within contam the secrets of koldunic sorcery, possibly
through insights into natural spirits. Others insist that the
tome may actually be used 1o coneral Kupala, granting its
ownier a servant of ungodly power.
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Because of these rumors, Nova's primary concern is that
Viad Dracula should not gain possession of the book. He has
tried to summon Kupala before, He must not be allowed 1o do
so again. Recently, Dracula attempted 1o shatter the Mas-
querade; he is too unpredictable to ever be entnsted with
such power. Because she knows of the reputation of the
chamacters (or their sires), Nova hopes thar the conspimcy
finds the tome, or at least ensures that Drsculs does not.

Nova Arpan L
Tth generation, childe of Gregor

Mature: Architect v, '
Demeanor: Celebrant
Apparent Age: eatly 305
Embrace: 1050 .
Physical: Strength 2, Dexterity 3, Stamina 3
Social: Charisma 4, Manipulation 6, Appearar
Mental: Perception 4, Intelligence 5, Wi 4
Talents: Alertness 4, Dodge 3, Empachy 2, Expreasion 3,
Cimce 4, Intuition 2, Leadership 3, Subrerfuge 5 i
Skills: Crafts 2, Eviquatt:3, Performance 2, Ride 2,

1
Knowledges: Academics 3, lavestigation 2, Law 3, Lin- |
piﬂh(ﬁmhﬁnuﬂhm.ﬂmmﬂn}llﬁthu
L, Occule 1, Polities § !
Disciplines: Animalism 2, Auspex 3; Celetity 2, Domi-
nate 6, Fortitude 4, Obfuscate 3, Potence 1, Presence 5
WMLhﬂm].ﬂhﬂmiﬁutuﬂ
thﬂm:bnml.&ﬁ-ﬂmh;ﬂl.ﬁum# r
Morality: Humanity 5 . '
Willpower: 6

Tue HINDRED OF VIENNA

Tonid the conspiracy in s task, Mova recommends a lew
Kindred its members may wish to consult. The first step
toward evaluating the problem is piecing rogether what the
various clans already know. Since Novi labors under the
delusion that primogen are the most quallified to speak for the
clans, she recommends talking with them first. Also, Nova
casually mentions that one of the more knowledgeable Kin-
dred in Vienna is her whip, Gustavus. She can abso summarize
the current political situation in the city.

Three Toreador have domains in Vienna. Foremost
among them is Prince Leopold. The Viennese Toreador
endure the same problem as their counterparts in Pars:
because of the city's reputation as an artistic haven, the
prince is besieged with Degenerates who want 1o prove they
are worthy of establishing a domain here Leopold tires of
this. Contrary 1o the stereotype, he is not an artist, a fop or a
dandy. He isa politician and diplomat, one of the few who can
keep peace between the incredibly influential Habsburg
Ventrue and the magi of Clan Tremere.
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As for tonight, the Viennese Toreador are preoccupied
with a f2re they are holding at the lmperial Opera House. The
prince attends, but no doubr is besieged by fawning harpies
who wish to fully experience what many Toreador call the
“musical capital of the world. " Camaorilla characters may steal
enough time from him o observe the Fifth Tradition and
introduce themselves. Non-Camarilla characters may enjoy
the scandal of obeying the same madition and ensuring the
prince they can be discreer.

The Tremere are offended if the chamcters don't rush 1o
consult them at once. The conspimcy may want o visit
Foreschrite, the newest Vienna chantry. There, they can prob-
ably obtain an audience with the chanmry's master librrian,
Comte Augustine d"Erlette. Although the chantry already
has o reputation among the breathing as an extersive private
library, reconstruction in the Ringstrasse allowed the War-
locks 1o add a series of underground chambers 10 howse their
miost valuable tomes. Etrius also has a haven in the lnner Soadt,
However, he i loath to receive visitors, reserving his home for
his personal observances and frequent periods of rorpor.

Although Etrius is still at the wp of the Warock's
pyramid of power, the curremt Tremere primogen s Ardan
Lane. Tread lightly — like the Toreador, the Tremere re-
ceive many visiors *just passing through town.” Many are
eager to prove their loyalty to their elders. Although anly four
Tremere clim extensive domain in the ciry (and one is in
torpor), it is widely known that Ardan is organizing a cabal of
foreign mag o search the ciry for Visdislay and the tome.

Asfor the Ventrue, the charscters may either find Nova
Arpad at the Cafe Elan or Schonbrunn Palace, Emperor
Fran: Joseph's summer estate. The Emperor usually retires
early to his home in the Inner Stadi and rises promptly ae
dawn. Thin gives the three Viennese Ventrue and their
frequient visitors an opportunity to meet in Kabinetkansled,
the emperor’s private office. Mova offers 1o have her ghoul
wait for the conspiracy in one corner of the court park should
they require sn audience with her.

Mo Brujah have permanent domains in Vienna, bui
there is one Gangrel, His name s Ledn, and he faithfully
serves s Keeper of Elysium. Because of the high number of
Camanlla “tourists,” Vienna has several areas of permanent
Elysium, including Schimbrunn Palace, the Belvedere, the
Hofburg Estate (and its Winter Riding School), the Imperial
Opers House and several others. Most of these places are
surrounded by vast public parks. Ledn isfrightfully busy, since
most of his nights are spent patrolling #s many areas of
Elysitm as he can,

Nowvat has a low opinion of Malkavians in general, but she
is pleased 1o hear thar Lord Adolph Nonesuch is in town.
Diespite his strange name, he is the sinest and most insightful
Lunatic she has ever met. Asa renowned scholar and alienist,
he can often be found visiting #19 Berpestrasse, the office of
Doctor Freud. Nonesuch has also studied under the esteemed

Kindred archaeologist, Aristotle de Lavrent, and is well-
schooled in prophecy and lore.

Finally, rwo Nosferaru mainmin permanent domains in
Vienna. Alexander, a rather resourceful Sewer Rat, brokers
information in Vienna's storm munnels and sewer systems.
Don't spend too much time looking for bim; it issad that if you
really need his services, he finds you. If the conspiracy is
indiscreer, Nova cautions, they may also encounter the second
MNosferans. Vaclav Petalengro, Vienna's shenff and scourge,
performs hisduties swiftly and silently. Fledglings and neonates
who have no business in town have a habit of disappearing. Not
surprisingly, Vaclav on't seen much either.

There is one last fact Nova cannot reveal, for none of the
Vienna Kindred suspect it: Sheriff Vaclav has been silenced
forever. He has already met Final Demth ar the hands of
Arcanum hunters. Blood has been shed, and Vienna's tran-
quil peace is abour o be sharrered.

ELDERSAND INDIVIDUALS "

Nova has suggested characters consult with the |
city’s primogen, the individuals she belicves are best
informed about current events in Vienna, Before they
do so, ome cavent is necessary. Though each of these
elders believes he speaks for hisclan asa whole, clins are
collections of individuals. Primogen pretend that clans
are unified political affiliations w prop up their own
power. Eldens like to believe that within any given city,
each clan is of one mind, but this Is rarely the case.

Clan Ventrue kes credit for the achievemens of |
the Habsburg dynasty, & Clan Tremere docs for the
Golden Dawn, but in the end, historical movementsare
often the results of individuals, or at least the machina-
tions of individual vampires. This act is easiest 1o finish
if you only portray the Vienna's elders, but youcan add
depth by having additional Kindred conmadict the |
opinions of the primogen: Members of the same clan
don't dress or act the same; there’s na reason 10 have {
them think the same. !

Scene THREE:
RecerviNGg RECOGNITION

Previous Austrian monarchs settled for the construction
of austere and functional buildings, but Emperor Fran: Joseph
has made rejuvenating the city and its art a priosity, particu-
larky in the Ringsirasse. Since the emperor’s cotonarion —
and the rise of Prince Leopold — the Austrian government
has sponsored great works of archivecture in Vienna, The
Imperial Opera House, or Staatsoper, was the first of the
Ringstrasse'’s gmnd bulldings o reach completion. The first
opera performed there was Mozart's Don Giovanni in 1869,

Opera is notan obscure are form in Vienna, Citizens from
all strata of mortal society enjoy the lavish performances.
While the wealthy can afford theater boxes or balcony sears,
the common folk swarm into areas so packed that only
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standhing room & available. Those who amive early tie ban-
dannas .1|unu the nnlutgs o mark [Pt spsols as theirs. Those
whoarmive late probably bought s discounted ticket at the bist
moment and deserve what they get.

safely ensconced within a modest theater box in the rear
of the theater hall, Prince l.xn‘.’lrhl marvels at what his clan
hues achieved { orat least mken credit for). Tonight, 1o carn his
tavor, n Toreador dramaturge has financed an adapeation of
one of the most esteemed works of Austrian liermare, The
Rise and Fuall of Kmg Ovodar. The spectacle is grand enough w
completely distrace Leopold from murrerings about Sabbat
cs .IJ':-:I lelilﬂu Ravnoa E\'rh i few Upnnue TLITEY CRAT
Afver all, it was Rudolf [V"s victory over the Crtoman King
Ortokear in 1278 that first established the Habsburg dynasty
in Vienna. A few Blue Bloods here remember thar em fondly

The Habsburg Ventrue nre enchanted with Leopald's
claim to princedom. He does not “control” Vienna as many
Kindred princes proclaim elsewhere. Insread, he is a diplomat
whio soothes ensions between the most powerful Kindred of
the city. The scene the characters witness here is o testimony
0 hin patience. Because he skillfully manages political dis-
puted, visiring Toreador are free 1o indulpe in purely artiutic
punsits. Each month, visiting Degenerates Gill the hallways
outside the prince's theater box, all eager to impress the
prince, increme theid statun snd remain in Vienna. The
charctens miust endure the bickering, jealousios and wocial

sctobatics of Vienna's eminent Kindred il they want to cam
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SHIPPING THE OpERA

Your players may decide w just skip the opera, figuring |
it may be easier 1o find the prince later in the weekend, This
has two complications, First, the prince’s social ealendar 1
full. Hee has many sch affaits all weekend. If the charcten
don't show up, they may prefer to mest the prince ot an
equestrian demonstration of fine Austrian stallions in the
Winter Riding School, an exhibir of Gustav Klimt's new
paintings in ooe of Viettha's suseums o some similar affair,
Uniforunstely, the Toreador's Degenenite guests sty for
the whole weekend, allowing the Storvreller o chance to nm
this same scene Liter at o different location. .

The second complication is more vicious. Nova has
already told the prinee about ber guests. I they dion's show '
up, Prince Leopold makes an offhund resnatk tothe Tremere
primogen later that nighe. Who are these egoristical Kin.
dred ! Why didn't they show up? What are they really doing |
in Vienna! Scene Six detiuls some possible consequences
for skipping this gala. ]

an audience with the prince of Vienna. Here's o chance fon
the more socially skilled characters 10 come 1o the fore
While Prince Leopold masterfully handles diplomacy
the other three Viennese Toreadir are some of the most
vicius harpies in Ewope. The first s an sccomplished
musician who has wimessed pedormances by countles
Viennese luminaries, including Mozart, Beethoven and
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Brahims. How can Kindred compete with such talented
maortals! The second is a rebelliows neonate amused by the
Secessionists. He closely observes the early career of Gustav
Klimt and the burgeoning of art noveaw; Kindred posewrs
invoke his wrath. The third Degenerate is the patron of
tonight's opera — any who find fault with it dhould prepare
for devastating social retribution.

While the emperor’s entourage gathers for tea a few
rooms away, smbitious Toreador flock in the hallways. Those
who gather here are observant and savvy Kindred eager for
scandal. All ace as adept st Auspex as they are at humiliating
those who do not belong. Regardless of whatever seraps of
paper the charactens obtained from Nova and Tiberiu, a
passionate Kindred offended by boorish behavior doesn't stop
to read them. Rudeness of any kind may inspire o nearby
gentleman duclist to challenge the lout faster than you can
say "breach of the Masquerade.”

Prince Leopold s so swarmed with sycophants that he
hasn't had a chance 1o enjoy the performance. His patience
runs short. Characters who force their way in 1o see him must
pass several ghouls who sort out who has the prince's favor and
who does not. Anyone here 1o introduce themselves should be
made 1o wait to show how esteemed Leopold really is.

If the characters insist on being recognized but you do
not wish to roleplay the situation, one member of the con-
spimscy must sueceed on 3 Manipulation + Etiquette roll
(difficulty 7) to approach the situation correctly. If she fails,
the chamcters must perition someone else who is entering.
Thus is almost invariably met by the same question: “Whao are
vou, and why should 1 know you™ Subterfuge or Expression
tolls may be necessary 1o explain why they are more than just
another coterie of social climbers wanting 1o make their
bavens in Vienna.

If any charscters are thrown out of the perfformance,
scandal results. Consulting the city's primogen is more diffi-
cult once the harpies spread the news. Although no one told
the characrers, the opera house is Elysivm tonight. Anyone
cought using Obfuscate to sneak inside (in an opera house
anended by numerous Toreador, this is not easily done)
CHUSES AN eVen greater oultage.

Between acts of the opera, the characters are esconed 1o
the prince. Inour world, Ottoker was so innovative thar it was
boced on its opening night — the audience didn't “get ic.” In
the World of Darkness, Ventrue patricians have poured
maniey into the production. The spectacle on stage speaks of
the omate, elaborate and decadent aristic mstes of the
Toreador. Dull rumors about demons and the Black Hand
cannot compete. The mortal audience, imaware of the Kin-
dredd influence, is awed by the gmndiose performance.

As the characters approach Prince Leopold, they see he
is a wealthy Victorian aristocrat wearing immaculare and
outrageous fashions. If Lord Byron seduced Oscar Wilde's
sister, their union would produce the same ostentatious
peacock. Leopold tells the characters to introduce

themselves quickly. He's done this so many times before thar
he is not surprised by anything, The prince has been over-
whelmed with too many stories of every possible derail of
undead life in Vienna. He's incredibly jaded. “Yes, yes,
demon book.... Sabbat spies... Transylvanian Tzimisce count.
Very good.” At the beginning of the Transylvania Chronicles,
the thought of so many elder vampires in the same city was
astounding. By now, the prince corsiders it commonplace.
Leopold is confident thar the local Kindred can sort our the
current problem.

Camarilla characters are rushed through their lineage;
the prince does not dwell on them for long. Vampires who
announce themselves as members of the Sabbar actually
amuse him, since Nova risks her reputation by speakingup for
her old nequaintances (or even worse, the childer of her old
noquaintances). He briefly states that his primogen are open-
minded, but the city's neonares may not undenstand why
followers of the Sword of Caine are in their city.

Afiter a perfunctory remark about being discreet ("1 know
vou will observe the Masquerade, for if you don't, [ shall leave
you to the amusement of the scourge.™), he shushes them and
resumes warching the play. Relaying every detail of the
current dilemma o the prince is pointless. There is, however,
one opportunity to triumph here. Any of the characters who
score five successes on an appropriate Social roll (Charisma
+ Eriquerre, Manipularion + Palitics, Appearance + Seduc-
tion of the like) impresses Prince Leopold so much that he
grants the characters the right to feed inside the city.
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Scene FoOuR:
THETREMERE CHANTRY

Prior 1o the Ringstrasse Em and the restoration of the
city, the population of Vienna was relatively small. By 1850,
Etrius, Augustine, o Toreador prince and a Habsburg Ventrue
held the only stable domains among a population of abour
400,000 kine. Although the popularion occasionally surged
with visiting Kindred, the walls of the city had kept Vienna's
boundaries contuined since the Durk Ages. In such modext
times, the Tremere lacked a massive Viennesse chantry 10
intimidate necnates. Tremere summoned 10 Vienna were
often simply called before Etrius in his haven.

Owver the last century, the city's moral population has
almost mipled, and the Viennese Tremere have responded
accordingly. Etriws has always held an ungodly amount of
influence here, especially since Prince Leopold refuses 1o force
hibs will upon the local Tremere. When Etrius demanded the
construction of a more suitable monument for his clan, the
prince did not oppose the decision. Fortschritt is an elaborate
libeary within the wallsof a former church. Behind this fagade,
the Warlocks have built a remple o oceult knowledge.

Tremere throughour the world know thar when a War-
lock is "called 1o Vienna," he may retumn forever changed by
whatever happens in the chthonic depths of Fortschrire. The
Tremere do not read lightly up the marble steps of this
Gothic forress. Allegedly, an Anrediluvian shimbers in the
sancrurn sonctorum of this edifice. The security around it is
commensurate with this tsk. Mo one enters or leaves withour
the permission of Clan Tremere,

THE VIENNA CHANTRY

In 1853, a deranged u&mtdmm ;
Emperor Fran: Joseph in the area of town called the
Malker-Bastei. The city took up a collection 1o build 2
massive chuthmpﬂhlhlfmﬂh-h M.'ﬂlu
archirect Heinrich von Ferstel used those funds P'hﬂ
the Votivkirche, s church contining many ¢ in
hmﬂﬂdﬁiﬂ&nhm&ht&ﬂuﬂ Dark-
ness, however, arrempts to gather fell shsrr.
Worken began on that spot in 1856, but the
church was never hﬂ.lmm

lhnmdmﬂnmidhlumhdmpmdﬂrm
mdhnmuw&:rwhihndmm _ |
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A Goruie FORTRESS

Twa stone gargoyles wait faithfully ar the bottam of the
chanmry’s marble stairs. When the moon is right, their eyes
weem 1o glere at passers-by. Ifa vampire s foolbardy enough w
grasp the iron ring bolted in the building's massive cak doors,
hits presence is eventually acknowledged. Knocking isn't nec-
essary; through their command of Auspex, Tremere in the
vestibule know when they have visitors. Just as the iron nngon
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the door is raised, 2 narrow slit opens, revealing lifeless eyes
peering from within. Once the conspimcy can prove their
business by showing Leopold's letter, the doors swing wide.

Supplicants are admitted to the outer chambers of the
chantry. The coterie feels a cold chill as every magus waiting
in the lobby turms slowly and scrutinizes them. Vampires who
have introduced themselves as supporten of the Sabbar
should feel even worse as they hear the aaken doors ¢ reaking
shut behind them. Should extra security be needed (say, in
the presence of one of Gomtrix's house), three massive
Gargoyle vampires surround the chamcters like faichiul
hounds, awaiting orders to rend and slay.

The waiting Warlocks part like the Red Sen s August-
ine enters the antechamber. Long black robes thai il
behind her augment her aristocratic bearing as she glides
ncross the floor. Her cold blue eyes gaze off into infinity as she
approaches. Like the subjects she studies, she is not wholly of
this world. She appears about forty and is unusually thin.
Deferentially, the Tremere around her nod and appear 1o
exchange greetings without uttering a sound. Save for foot-
falls, any sounds made by the chamcrer are met with icy stires.

*You are expected,” says Augustine. “Enter our temple of
knowledge. | will escon you to the vestry.” She does not give
her name, nor does she speak again until she reaches the altar.
Pussing through velvet curtains, Augustine leads the charae-
ters into the nave of the church. A massive room where
services were once held has been converted to the first room
of the library. No one is allowed beyond this point without an
invitation, promoting the mystique of an eccentric privaie
collection. Since Vienna houses so many museums and
libraries, this hardly seems unusaml. Scholars are odd folk,
particularly in the Victorian Er,

Visitors allowed inside marvel at a library compiled over
eight centuries. Ghoul librarians scurry through thie siacks,
muking sure that private conversations remnin discreet and
that no one speaks above a whisper. Despite the expensive
leather upholstery and exquisite fumishings, privileged visi-
tors may already suspect that this s merely the fagade of the
real collection, Layers of Thaumaturgical wards preserve the
illusion and prevent scrying of any kind into the lower levels,
magical or atherwise.

The buttressed ceilings, massive paintings and great
open spaces rising toward heaven were once meant to make
one seem small next 1o the might of God. The same architec-
ture now reverently speaks of the majesty of Clun Tremere.
This is a temple erected 1o the glory of accult knowledge.
Where there were once pews now stand shelves full of heavy
tomes. Where candles once bumed to dluminate hymnals,
they now light the way for the undead to uncover the
mysteries of the cosmos... and exploit them. Throughout the
first floor, one sees small conclaves seated in circles ol massive
chairs. Magi gaze at each other in the depths of silent
communion, never speaking.
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Augantine leads her puests rownnd the pulpir of the
temple. Along the walls, visiton se huge steel shuttens
thrown wide. During the day, they protect titanic suined
gl windows. At night, the windows reveal glorious histori-
cal scenes illuminated by the nacreous light of the moon. A
shaft of moonlight fulls on the altar, where mn open tome,
circles of black candles and -Icilmmu' relics wwait riruals
juests dare not ask abour.

Om either side of the altar, circular seamrways bead down
imto shadowy comridors beneath the Eanh, Baleful stanses
stund beside each entrance, looking ready to crush any
imwelcome guest. Warding, e wwerful T ]'l.lmn;.uurg\' and vigs-
lunt ghouls prevent interlopers in the Jower levels from
making it far. Any foalish Cainires who per close 10 the
|E‘i.'€1'|-'-!-‘lh' wmctum sanctorum where Tremere slumbers may
forfeir their very souls. A powerful force repels anyone whao
approaches the statrway, regardless of generation, magical
strength or mtent. Shadows dance along the comidaor of the
stairway, hinting ar the homons behind the veneer of civilin
on the first flooe

Inatend of making the dreadful joumney below, the
comepimey’s host escorts them twa vestry on the first floor, *]
armn Awgustine, filiw of Celestyn, guardian of the Outer Circle
I honor you with the chance to visit our humble temple so
that you may sce what we treasure. We have risen to power by
I.I"J'Il"l'lil'l.].]' Ilbr Lll"'r“pe-lil of !E'u_'- Wuflu_r;, mystifics 1'1-'.;- w.th o
juaidd the I:Ellr.-llﬂ'.lng seciets contained within the tome you
seck. The Fncunabubium could unleash grear danger should i
full into the wrong hands. Thus, | offer my services & a
comsultant 1o prevent Lord Draculs and the odiows Black
Hand from g influence over a force they cannot con-
trol. In this, we are unitedd.” Polire inguires then vield a
torrent of indorsmation,

THESIGRNS OF Hupara

Whether the characters have survived every ¢ hapter of
the Transylvania Chronicles or merely want a glimpse of
Vietorian Vienna, they may be wise enough o ingquire about
the signs of Kopala's awakening. Aupustine firmly belicves
that the demon’s return threatens more than the realmas of the
living and the undead. She iy centain tur the swakening of the
Antedibuvians follous Kupalo's recem. The demon's stirring
hemlds the earliest nights of Gehenna

H the characrers ire new 1o the sagn, Augustine is crypric,
staring that six e o somme terrible I:ran's{u;'; have been
fulfilled and rwo remain. After all, your playess may want o
uncover the enrlier signs on their awn in 1 series of fashbacks
lacer. If your troupe has played through the chronicle, Auguost
discusses the six signa and their significance to put events intwo
pempective. The chronicle summary in Chapter One details
the signs witnessed so far and how they came 10 pas. The
appendix also details the prophecies. Augustine s siger 1o
charify her opinions regarding the Eighr Ages theory. She s
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cerain that the Incunabulum contains the nformation her
clan needs 1o prevent the coming of the End Times.

Augustine has an unusual interpretation of the Fourth
Sign, which concerns the Dragon in the East. According to
Augustine, Viad Dracula of Wallachia is clearly the dragon.
Anything that aids Dracula’s ascent 1o power, such as the
Incunabuhiem, heralds the coming of the Final Nighes, Thisis
why she must aid anyone who can prevent Viad from obtain-
ing the book.

Devpen SECRETS

A resourceful conspimey may ry 1o call upon other
Tremere they have met, especially if they have previously
performed services for the Warlocks. While some of Vienna's
Kindred are distracred by other concerns, the Tremere are
fanatically interested in any information abour the tome and
its whereabouts. Their primogen, Ardan Lane, isunavailable,
but if the characters ask to consult a member of higher rank,
you might grant them a brief audience with Etrius himself,

Erius does not allow visitors to arrive at his haven in the
Inner Stadt unannounced — several Warlock neanates have
been reduced 1o ash for such presumption — but he may
schedule an appointment with the conspiracy at Foruschi.
He insists that his clan must have this tome and spares no
effort to ger it. Any petition for aid is met with stronger
demands from Errius. If the characters owe him any huge
favors by the end of thisstory, he most certainly collects them
in the next chuprer.

Scene Five: ERpLORATIONS
AND CONSULTATIONS

Once the characters consult Nova and Augustine, the
drama can take several paths. For the time being, the con-
spiracy can choose which Kindred 1o consult in their search
for Viadislav and the Incumabulum. The characters’ inter-
views with local Kindred, explormtions of the city and
encounters with their rivals can be run in any order: the
events in Scenes Five and Six are nonlinear. Regardless of the
approach they choose, all paths evenually lead 1o the same
destination: the cemetery in Scene Seven

The conspirucy must act quickly, for within a marter of
nights, the hunters Viadislav led to the city slaughter more
Kindred. Viadislav has already given thens the information
they need to kill the sheriff. After disabling the lone defender
with a mystic assault and dispatching him swifily, the inves-
tigaton have greater freedom 1o search the city. Once blood
is spilled and all discretion lost, the violence steadily esca-
lates. By the time a faction leams where the tome is hidden,
a very old rival assaults the conspiracy. Until then, let the
more social and intellecrual charmctens enjoy the carly stages
of the investigation.

WispereD RuMmons

Regardless of whom the conspimcy consulls, vicious
stories circulate among the Viennese Kindred, Alexander of
Clan Nosferatu is the only Kindred who gathers all these
stories, but each primogen knows at least one or two, In any
encounter with one of Vienna's vampiric elite, you might let
a chamcter cajole & fellow Kindred, using Manipulation +
Substerfuge, Charisma + Politics, Appearance + Etguette or
some other Social roll to wheedle our the rumor, Here are few
of the salient facts:

— The Inquisition bumed hundreds of copies of the
Incunabudum. If Viadislav has one, he may be bumed as well,
Because the tome contains a wealth of occult knowledge, the
Arcanum must also be interested.

— Vaclav, the Noderan sheriff, is a linde wo efficien:.
He is already a formidable warrior. His command of (s
cate makes him lethal. He does his job as o scourge so well that
Prince Leopold has become somewhar liberal with the Third
Tradition, allowing too many Kindred 1o visit his ciry.

— The sheriff confronted o pack of Ravnos in the
Wurstelprater several months ago. Since then, Gypsies and
other disteputable types have been running scams there.
Some have set up a tent city in a neatby secrion of the public
park. As long as they work at the nearby camnivals, the police
don’t harass them much.

— Alexander heard a rumor that Visdislav never acius
ally arrived in Vienna, but may have already been caught by
the Inquisition. This rumor is incomrect, for the Arcanum is
actually responsible. Alexander withholds this information
until he can find the right price for i,
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Once all of these rumors are revealed, there is one lnst
scandal for the chamcten to investigare. This information
leads straight 1o Scene Seven.

~ Something strange has been happening at one of the
lncal cemeteries. A momal spotted & deranged madman
leaping over the walls of the necropolis and screaming of a
need for blood. Fortunately, the sheriff rracked him down and
destroyed him. Damn efficient, thar Vaclav!

THE WHID AT THE RATHAUS

The conspirscy may decide the visit Nova's whip,
Gustavus. Her protégé is an ambitious young vampire exhib-
iting many of the trais Nova did ceniuries ago. She has
taught him the ways of monal politics. He can usually be
touind ini either the Parliament house or the twown hall nearby.
Despive his tlent, he also embodies Venrrue ammogance st its
worst. His beliefs are extremely conservative, even for a
hegemonic domain like Vienna.

The Parliament building resembles a Corinthian temple.
The interior is rich with soruary. The town hall is 8 Gothic
building with open arcades and immense windows. Gustavus
has instructed his ghoul to wait in the lobby of the Parliament
house 1o keep an eye out for the conspiracy. Although the
characters have not met him, he has received a descripion of
them from Nova. After the characters state their business,
the ghoul leads them to a room filled with ledgen where
Crisstavus sorts through minutiae.

How Gustavus resces depends on who is present. Al-
though the Camarilla hasextended an invitation of membership
ta all of Caine’s childer, Nova's whip looks down on so-called
“independent” vampires s fools who have rejected the
Camarills’s generous offers. If the conspiracy mises any ques-
tions about the Ravnos in particular, he mges. He corsiders
them all anarchists with littde 10 do but make unlife hell for
powerful Ventrue. “Ugh! Dirty Gypsies, to the last!”

If the chamcters sympathize with his attitudes, orat least
maintain their composure, they leam part of the reason forhis
hatred. Several months ago, a pack of Deceivers armived in
town and tried to set up tents in the Wurstelprater, a part of
town known for its camivals and festivals. The Habsburg
Ventrue have little tolemnce for that sort of thing. Gustavus
immediately did the proper Ventrue thing — he dispatched
the sheriff.

*Damned rpscallions!” he exclaims. “We mught them
a lesson, We won't see their kind here again! ™ Stick your nose
in the air; he's o haughty bastard. He brags thar if there ane any
Ravnos in town, the Vienna Camarilla has methods of
dealing with them. The Gangrel Keeper of Elysium should set
up a patrol 1o drive them out like the curs they are, and the
Nosferniu sheriff should swiftly eliminare them thereafter.
“Nodoube they will be riumphant!™ he boasts. [f the charac-
ters have already leamed that the sheriff has met his Final
Death, Gustavus isshocked 1o hearof it. Within moments, he
becomes petulant, insisting thar he must return to his work.

If the characrers are rude, or flaunt the fact that they are
Sabbat, Gustavus turns hostile. He throws in a remark abour
posting exira sentries near the ciry'sgraveyards to prevent the
Sword of Caine from spawning any more their kind. He
entertains the false belief that all Sabbat vampires have the
same creation rites. According 1o Camarilla legends, a priest
ritually buries them, they claw their way 1o the surface and
the poor bastards get bashed in the head with a shovel. What
a brutish custom! Gustavus speaks 1o any professed Sabbat
with contempt, and after a few brief remarks, insults them by
expressing his wish “that your visit should be a brief one. And
wou will stay clear of our cemetenies, won't you™

By Saturday or Sunday — within a night or two of the
death of the sheriff — Venrme begin to die. Gustavus is the
first to disappear. He is staked by Arcanum hunters or
tormured by the Black Hand. Hopefully, he isn't killed by the
characters first.

Gustavus AT
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Hnnsnu RO \Frtrrnuen THE SCHONBRUNN

Emperor Joseph is a meticulous man, His schedule is
rigorously documented and maintained. During the day, he
conducts business at Schonbrunn palace. Atnight, he retires
to the State Apartments in the Hofburg Quarter of the Inner
Seadr. Knowing exactly where the emperor is ot all times
benefits the Blue Bloods of Vienna immensely.

MNova is preparing for an upcoming assembly of the
legislature. After her evening “1ea time,” she can usually be
found at Schénbrunn Palace conferring with other Ventrue
lang into the night. While she pores over stacks of books in
one of the estate's many libraries, her ghoul waits in the
Roman Ruins, a pretentious garden on the edge of the estate.
Because she's eager for a distraction, Nova listens o
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everything the churactens have vo say and offers advice, since
it ultimately allows the chamorers w figure our what to do
next. Oince their nivals increase the tension in Vienna during
Scene Six, this privilege is revoked

you M P\'hl'llill’ll'-'ll FESCar |!'| foe VORIl ¢ iirur:m. h:\-_ Nu\'.q
can also tel | anecdores about the Emperor's strange habirs, his
current political smns or his love for his enchanting wife
-n""l' e !II.I.‘ LII..lr.n { (o ] |1|:|L|I;_"1: hl"l in r|'||1 ri TRl AP -.h._—
tsts them. Although her stories seem trivial, ihey are
viluabde in some circles A few of the Ravnos in town gladly
trade information if they can find out moee abour 1!11‘rl11.|\f.ru'r
of the Venrmie. The Deceiven love to give the Vienna Bluc
Bloods “the Trearment,” especially within the sanctum of the
} | '||"-t|"l|r'|," "A.'f'nllm'

MaLAaviANs AND Doctor Farun

Although i o dangerous 1o make generalizacions regnrd

ing any assemblage of madmen, we may safely say that the
Malkavians are evolving from a clan of vishionaries plagued
with mystical curses to a psychological and intellecrual soci-
ety. Mowhere 1 this more true than in Vienns, Medbeval
pdess conceming insmity are being replaced by the innova.
tive theotics of one of Vienna's most Nt Cibisens
Sigmund Freud

In 1897, Doceor Freud works ur #19 Berpestrasse. Only
kit year he was in a ~tr1.‘|~ depression over the death of his
faiber, bur hie buss now fourd new vigor working on a treatise

concerning female hysteria. He keeps appoinmments during
the day. He alsy works Luter for his more unisial clients
Currently, he receivies prest deals of money 1o confer with an
eccentric scholar for o few hovrs each e ening. Doctor Frowd
has even offered his -“:*.rmr thie wie of hus study, thoueh he
cannot exactly remember why he granted this reques

1 one of your players enjoys Malkavian ploes, be may bs
refermed to Doctor Freud's msociate. Lord Adolph Nonessch
has become fancinated with Freud's theories and thrlled by
the prOEpects of !_ul,'n:,luuLll:l,' As i weilthy scholar, he's
compiling o series of emays concerning the phenomenon of
":lhﬁi‘ll.lj.ﬁ" a manin for the consumption ol anim il Blewxd
Soveral breaches of the Masguerade have been covered ugp by

it 'Eh.unmu"l Invesihigations ||.|_ 1 et 1o q-;_-_.l ak

a maidman cumrently
residing in a London Asylum. He has extensively studied the
curious case of Renfield, Demcula’s tavoriee ghoul

“i"l‘-. l.'!i'fl'x I-I“'|' hl-.‘ prige specimen

L-.‘!'l-i -"’hiﬂl[“!'- SECITIS INC I:i':l'-h CNm e .!_ .[--|||.' !'i. bwryd
v0 nppear sane. At any moment, oie expects a furious mad
ness tiomanifest, but hisonly apparent peychosis ks an intuition
of peychological problems. He speakes with an unusmlly sofr

Lord -“ltj'l"!["]'l is Famillar with theories reparding the six T
of Caindte history thar have come o pass by the Victorian Era
(see Chapter One's “Chronicle Summary™). He can reveal
maore of his interpretations i approached comectly

Tia D o Mooseoe




Adolph Monesuch can maintain his composune for hours
at 5 time, but he has 5 weakness: a strange fascination with
fire. Luckily, Docror Freud's office is lit by electric lamps, as
are many of the wealthier homes, If the chamcters ask the
Malkavian for advice, he says that he must meditate on the
problem. “Never fear! The answers toall problems,” he states,
“are trapped within the depths of our own subconscious
minds." He walks toward a nearby candle, lights it and stares
into the flame. With concentrated effort, he temporarily
transforms humself into what he calls o "monster mving
erm... il.” His Victorian manners fall by the wayside as he
begins babbling about where the charactens should look next.

Consulring this Malkavian in the midst of this rmunce is
the ultimate technique for developing nonlinear subplots.
Lond Adolph may provide clues as o who to consule and who
toignore, but can only do sowith baffling analogies and crypric
nsghts. One might, he may be cermin the solution lies in
talking to a blind beggzar in the Wurstelprater, while another,
he thinks that the only the dead know the tnath — he advises
digging up a few skulls in the cemetery for the answers. Lord
Adolph’s mances never last more than 10 minutes. Once it
ends (probably when the Storytel ler is exhausted), be awakens
from his hypnotic suite, reverts to the model of Victorian
decoram and bids his visitors good night.

Lonp ApoLpu Nonesuen L
9th mim.m&mmw
Mature: Visionary ,
Demeanor: Perfectionist e
Apparent Age: ﬂ"'fﬁ' y i, . Jr
Embrace: 1872 O Sty
Physical: Strength 2, Dexteriry 3, Smina 2
Social: Charisma 3, Hmhiﬁm : :
bknnl:hu:pﬁtnllnnﬂllauﬂ{.ﬁ'} g
Talents: Mmm-;. Brarwl I",Eh# l anlﬂw'
(alienist) 4
Skills: Etiquette 2, Stealth 2 0k
Knowledges: Academics 3, Investigation 1, m.-.?u&
(pharmacology) 1;0:&:{“} 4, ML
Science (psychology) 4.
Disciplinest Nm}.ﬂumirq:!
WMLMLMI hﬁmn!.
Resources 4, Staus |
vmcumml&lﬁ:hmﬂs,cw}
Morality: Humanicy 7 :

Willpower: 7 i a2 ‘
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ALTHANDIR IN THE STORM TuNNELS
As a last resort, if your players are stumped, have a flunky
of the Nosferatu approach them. He's your fail-safle in case
your players near the énd of the story and have missed some
particularly useful clue. If the chamcters are crazy enough o

ko trudging through the storm wnnels in their desperation,
one of Alexander’s ghouls finds them.

In the World of Darkness, the underground tunnels
beneath Viennaare o Victorian wonder. Just as Zelios assisted
the construction of magnificent castles above ground, several
brilliant Sewer Rats designed this labyrinth beneath the
earth. Massive tubes in Stygian darkness are tall enough for
a single man 0 stand upright. The wnnels are far more
extensive than they need ro be, and the most remote sections
are only accessible to workers with the correct keys, pass-
wordh or Protean powers for shifting into the form of a rat, bat
or mist. Zelios himself once visited this abyrinth; he gained
many unusual ideas for designs in the New World. If H.G.
Wells, HR. Giger and Jules Verne developed a sewage
system, it would look like this.

Mot long after the conspiracy begins searching the storm
wnnels, they are surrounded by a mist thar wafts out of o
broken pipe along the wall. Within moments, a short, grubby
man regands the chamacters with a curious air. He wears an
elaborare wiloved suit stained with muck. Tiny spectacles
perch on his monstrously hooked nose. Although Alexander
is eager 1o trade information, he doesn't give it out for free. If
the characters can update him on current events in Vienna
— or any other city — he can offer up some rumors as trade.

If you want another interlude in Vienna before proceed-
ing to the next chapter, this encounter can set off a mther
vicious subplot. The Nosferatu primogen is not who he
appears 1o be. Alexander is mther well maveled; he has
changed his uppearance while travelling from city o city,
gathering the most useful commodity a Sewer Rat can ac-
quire: information. He still evades a blood hunt placed upon
him by the former Prince of Mediasch, Nova Arpad.

Because Obfuscare can be countered by particularly
perceptive Kindred, he has insiead fleshcrafted every aspect
of his appearance. This is an extremely painful habir for a
Nosferatu to adapt, since o Sewer Rat's appearance cannot be
permanently altered by Vicissitnde. Because his old deformi-
ties eventually return, he must nightly resculpr his tormured
visage. Only his skills a3 » consummarte actor and maser
Neshcrafter allow him to hide his true identity. He is actually
quite skilled ar deception: “he" is acrually a “she.” Ruxandm
of Clan Mosferatu prefers to remain in & position 1o watch
Nova Arpad very closely.

BAVHOSATTHE WURSTELPRATER

Giustavus spoke of Ravnos gathering in the “Prater.”
Severl primogen have heard of Gypsies finding work there,
Chamcters who mmavel to this section of town are hardly
surprised ut its connection with the Ravnos, The Wurstelprarer
is a series of long avenues where entertminers offer a wide
varniety of amuements. Hundreds of booths compete for
atrention. Organ music echoes through narrow alleys. Bark-
en anncunice chances tosee legless ladies, preserved mermaids
and African pygmies.

Thasesmwpoan Crmomarues [V




—_—

“ALPHANDER

Sth peneration, childe of Mitusca
Nature: Celebrant
Demeanor: Autocmat
Apparent Age: 17, when not alvesed
Embrace: 1175
Physical: Strength 4, Dexterivy 3, Stamina 3
Socialr Charisma 4, Manipalation 5, Appenmance 3
Mental: Perception 5, Intelligenice 4, Wi 3
Talents: Alertness 4, Arhletics 2, Brwl 3, Dodge 4,
Larceny 3, Subterfuge (esplonage) 5
Skills: Body Crafts (impemsonation) 4, Herbaliam 2,
Melee (knife) 3, Performance 5, Srealth 4, Survival 2
Knowledges: Academics 1, lovestigation 3, Linguistics
{Gierman, Hunganan) £, Occalr 3, Polivics 4
Disciplines: Animalism 2; Auspex 3, Obfuseate 5, Pro-
tean 5, Vicisingde 5
Backgrounds: Contacts 4, Herd 2, Influence 4, Re-
soiirees 3, Seatus 4
Virmes: Consclence 3, Self-Control 2, Cournge 4
Morality: Humanity 4
Willpower: 5
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During the day, children deligh ar the sight of Pancli-and
Judy puppet shows. In the evening, frustrated banbunds and
wurkers vent their anger at Wanchermenn: punching-hag dolls
with ywollen cheeks. The most remrkable landmark is o titanic
Fermswheel completed ony base year, Instesd of caryving firpoen
in cramped seats, the wheel has 18 small rooms attached along
its periphery; each holds several people comfortably

CiveMATIC GEOGRAPHY

The Fernis wheel in the Wostelprater and the sewers
of Vienna sre shown in' The Third Man, a postwar espio.
nage thriller with Orson Welles. Some Storytellers like wo
leave a movie munning on the VOR while their players
sssemble. On the evenimgs when you anticipate scenes set
ateither of these locations, this film ts an excellent choice

Clever characrers may e k down one of the local ";‘l"
sics, or even a Decetver or pwo. Diplomatic chaniciers mighi
even pet some informution out of them. Pecawse of thei
wandering ways, any Ravnos who have appearedin the chronicle
centuries ago may tum up here. Once the Romanian Gypaies
frrive, SOMCONe may recogmniie the childe of Isvddior Towreru,
Dielizbicta, 0 Raviiom who may be extensively famil i with the
conspiracy from earlier in the Transylvanis Chronicles.

Of course, the comnection between Ravnos and Iy
has always been exaggerated. The conspiracy may wind up
hanssing Rioma who know nothing about the Talos Ravins




L

Some may instend scam the characters if they are insistent in
theirdemands. If the conspiracy can actually comer a Ravnos,
she might bargain what she knows, Malkavians are chal-
lenged to games of chance, Ventrue asked to part with large
surns of money. Gangrel might mmde valuable information
from other parts of Eurape or even  promise to help the
Deceivers travel tothe next city. The Ravnos and the Gypsies
might know a few particularly important facis:

— Gienenally, the Ravnos have a fierce hatred of the
Rogues, the Ravnos antimibu. The Deceivers are happy 10
betray their presence to the Camarilla if they know of one.

— Many Ravnos have heard the full story of Vassily
Talvm's betrayul (described in earlier installments of this
chronicle). Viadislav has ressons for doing what he does. He
doesn't act merely out of & tendency roward chaos, as some
Camanilla flunkies believe,

— Vassilyschilde, Viadistav, is loved by some Deceivers
but loathed by others. He is a hero because of hisepic schemes
agninst Ventrue princes. He is a villain among the Deceivers
because many Ravoos get blamed for things he has done.

— Because Viadislav is infamous among the Ravnos,
they take great delight in hearing of his victories and defeats.
If the charactens can offer anything o the Ravnos (especially
anything Nova told them about the Habsburg Ventrue or
Emperor Franz Joseph), they reveal a ramor that Vassily has
been detnined by hunters.

— If the characters offer to misinform the prince and
primogen about the number of Ravnos thar are in town,
they offer their assistance in return. They watch for any-
thing unusual and even have their Gypsy relations watch
during the day. If they learn that the characters have ties 1o
Teanaylvania, they say that  kumpania flecing Romania is
in town.

— If any of the characters spent centuries stalking the
forests of Transylvania, they have no problem spotting the
traditional dress of s small family of Romanian Gypsies in the
nearbry tent city. If this happens, the conspiracy may recog-
nizc ome of them in Scene Seven,

Once the characters accumulate this information,
there's one last rumor to disclose. If the characrers spend a
fair amount of time speaking to Rroma and Ravnos in the
"Prater, two Gypsies who secretly serve Dracula’s Axes lead
the chamceers astray nesir the end of this scene wirth a
dangerous revelation,

— “The stones abour the Sabbat are true! Someone's
probably found the tome by now, because we heard the Swond
of Caine plans a crusade against Vienna to retrieve it. They
mean to take it by force. One of our brothers saw vamipires
performing Sabbat rituals in o local cemetery. The city is
doomed! [t istime for the Rroma 1o move on. 1 you value your
souls, do the same.”

SceNeESiH: COMPLICATIONS

While the conspiracy gathers information, they may
encounter one of the other groups in town searching for the
tome. OF the three, Dmcula's Axes have the most succes,
The Black Hand and the Tremere are less successdul; they are
included in the story to worry Camarilla or Sabbat characrers.
You do not need o stage confrontations with all three
factions. Inatead, the number of complications you throw
into the plot establish the difficulty of the seanch. Experi-
enced characters should sce plenty of oppasition, but neonates
should survive most of Scene Six relatively unscathed.

OF course, a fourth faction, the Arcanum, has already
artived unannounced during the day. To the morals of
Viennu, the hunten appear as cultured and wealthy tourists,
Just as the Kindred of Vienna must be discreet, the investiga-
tors have carefully concealed their sword canes, derringen,
stakes and shotguns. An alliance of refined gentlemen has
come to Austrin, and the most important event in Scene Six
concemns their activities.

Tue Husnters RevearLen

Nowa has already disclosed that Vaclav has not been seen
for a few nights. This is hardly surprising, since there arc
enough visttors in town 1o keep him busy. On Sarurday, the
second night of the drama, events take a darker tum. The
Keeper of Elysium discovers thar the sheriff has been destroyed
on the grounds of the Hofburg Estate. Ledin uses Auvspex to
track down the site of the murder and, more impormntly, the
stake that was driven through Vaclav's heart. Prince Leopold
himself then uses Spirit’s Touch to confirm the identity of the
killer. A momal hunter is responsible.

Any of the primogen can give the conspiracy all of the
detalls. Regardless of who it is, she blames Viadislav Talvos for
this turn of events. [t seems unlikely that the presence of such
skilled killers is a coincidence. The primogen has a theory:
the tome is little more than bair. Vladislav Taltos wanted 1o
draw the Black Hand and Drmcula's Axes 1o the same city s
the Viennese Tremere, playing them agninst one anothes.
Then, omce the three factions begin competing for the book,
the hunters exploit the confusion. Although the chamcien
may be convinced of this theory, the other three facrions
searching for the tome are not and continue 1o scheme
ngainst ench other.

Simplifying the Plot: 1f you want to run a shorer version
of this act, the discovery made by the Keeper of Elysium can
setup ashorrcut through the story. After the third night, have
the charicters encounter one of the Arcanum hunters ot
work. Ilhe is not destroyed outrighe, he can be... persunded...
to give the name of the location where his allies have sought
mncruary: St Stephen’s Cathedral. This leads directly to the
events of Scene Eight, the final scene of this act.

Teassrionen Craceciss [V
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Mental: Perception 4, Mymal%
Talents: Alertness 3, A:hhhi. gu,ipl#

The Vampire rulebook
also has nu-::in- ﬂi ﬂmhthn such pum -]th
vampiric Disciplines. -
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THe BLACH HAHD

The Black Hand is the most violent of the three factions.
While some of its members are quite subtle in their schemes,
these brutish Sabbar are not. Confrontations with them are
perfectly suited to belligerent characters, vampires who just
don't obey the Six Traditions or players who like lots of
combat. The Black Hahd warriors have no chance of being
recognized by the prince and cannot politely question anyone
for leads. They have three strategies: Find a primogen and
torture her for informartion, shadow the other factions to see
what they've found, or create expendable fledgling vampires
1o keep the Camarilla busy. Which option you employ
depends on the type of story your troupe enjoys.

Shadowing: If the story slows down, secretly roll dice
when any of the chamacters travel alone through the streers.
A highly perceptive vampire (using Auspex, Perception +
Alertness or a similar roll) may notice a shadowy figure
following him. The spy leaps from rooftop to rooftop or
perhaps a pair of red eyes watch the character from an
alleyway. If the players want a brawl, they may decide o lay
an ambush for one of these spies. Torturing a captured Sabbat
scout reveals that his allies are performing mass Creation
Rites in a cemetery, preparing to assault the city and ke the
tome by force from whomever finds i fim.

If the players are interested in something besides social
scenes, Camarilla characters are also fair game for a chase
through the streets. A member of the conspiracy may even be
captured and interrogated to see what he's learned, giving the
Sabbat a chance to complicate the investigation. In the New
World, the Purchase Pact theoretically forbids Sabbar packs
from attacking each ather, but here in the Old World, the
Black Hand has no such restriction. If there is any duplicity
ot deception mvolved, he continues to shadow the character
to see if he's relling the muth,

Torture: After the characters proceed through one of
the first few interviews, one of the primogen they've

s il

consulted disappears. Gustavus is an excellent first choice, 1
you like, let the conspiracy find the flayed body of one of their
contacts floating down the Danube. Smked through the
heart, the body has slowly shriveled from lack of blood. The
characters may actunlly decide to save a primogen who might
bttll‘.’ﬁl].ﬂrﬂ'lccu'upimc! mﬂlﬂupa.mtlnnmlrlmun
ambush to buy themselves more time. Once this happens,
Nova spends more of her evenings at the Habshurg estate
surrounded by bodyguards, and distruses any known members
of the Sabbat even more.

Mass Embrace: The Sabbat has many ways to conduct
Creation Rites, but when they need 1o muster shock troops,
the most comman method is the mass Embrace. Several
members of the Black Hand perform abductions to create
shock troops. Innocent mortals are given a quick-and-dirty
Embrace, buried immediately and given the chance 1o dig
their way 1o freedom. Those who succeed are forced into the
Vaulderie. If the Hand needs ro take the tome by force, they
lead & brief crusade to ger iv.

Within a night or two of the charactens’ amival, mortals
witness starving fledglings leaping the walls of the graveyard
in search of blood. Once this happens, any known members
of the Sabbat are rreated with disdain by the primogen, even
if they are protected by Nova or the prince. The mortal
nuthorities also get involved, requiring characters to act with
even greater discretion. If the chamcten search the grave-
yards, proceed directly to Scene Seven. Onee they amive, an
old rival slays the Black Hand warriors performing the rite
and sets a trap for the characters, attempting to destroy bath
rivalsat once. This leads to n rather grisly climax for our story

BLACK HAND SOLDIERS P I
Generation: 12th -2 X A
Physical: Strength 4, Deaterity 4, Samina 4~ |

Social: Charisma 3, Manipulation 3, Appesrance 3
Mental: Perception 3, Intelligence, Wits4 =
Talents: Alerness 3, AMLMI%L
Strectwise 4 iy

Skilles Security 3, Stealth 3 0 ;2
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Disciplines: Celerity 7. Protéan 3, Obfisscate 3 !

Virtues: Conviction 3, Instinet 3, Courage 3 . }
i

Morality: Path of Catne 3
Willpower: 5

ARDAN LA,NF'-; Corene
Warlocks summoned to Victorian Vienna are not al-
lowed 10 feed within the prince’s domain and thus keep
their stays relatively brief. Only a few Tremere have perma-
nent domains in the city, but Vienna has many visitors, In
times of danger, Ardan Lane may ask visiting Tremere to
perform some tasks to keep Vienna secure. After the first
night of the chronicle, the Tremere primogen leads a small

e
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cabal of visiting Warlocks through the city o pursue a
sepaTate Investigation,

If the characters give up on being recognized by the
prince in Scene Three, Leopold asks Ardan Lane's coteric 1o
watch the characters more closely, Ardan also acts on behall
of the chanery if the characters fail to consult with Augustine,
refuse 1o give the Tremere the tome or are simply indiscreet
in their inquiries. If any chamcter reveals that they are
Sabbat, Ardan sends a ghoul to shadow them for a few hours
each night

The Tremere primogen doesn’t have to trust the charac-
ten, and if he is confronted by the conspiracy on the streets
of Vienna, his rivals are fir game for Thaumaturgical harry-
ing. This doesn’t require a toe-10-toe slugfest — magi are
mare subtle than that. Fog might roll past a horse pulling a
carriage, casing a crash, Lightning strikes near a character’s
temporary haven. Mortals who have offered to help them the
conspiracy suddenly forget they ever met them. Use bizarre
applicationsof the various Thaumaturgical paths tomake the
characrens’ unlives difficult, but keep the Warlocks in the
shidows. This option adds paranoia and mystery without
adding mindles fights in the streets.

Vmunﬂt-'lnmmelﬂmnmmm
Generation: 11th %
Physical: Smwduwmn wmina 3 .n.-.::_
Social: Charisma 3, Manipulation 3, Appearance 3~
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Tdmﬂmhﬁdﬂaﬂhﬂiw iqdes

Skills: Security 2, Stealth 4 e
Knowledges: Investigation 3, Dmlh’{ 4ol
MMMMHMFH::
the Storyteller chooses
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Morality: Humanity 6 . i
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This faction is the most effective. While a few Gangrel
and Ravnos wait outside Vienna by night, the Axes disparch
several mortals and ghouls 1o enter the city by day. As was the
case in the 15th century, many of Dracula’s minions are
Ciypsies. In fuct, 10 years ago, a kumpania helped Dracula flee
from Londan 1o Vama on his way back to the Borgo Pass.

On Friday, the first night, the Axes go directly to the
Wurstelprater. Immediarely, they leam thar Viadislay never
arrived in Vienna; he was caprured by hunters. Some of
Talton's Gypay allies fled straight for Vienna when he disap-
peared, but within a few nights, they gathered together
enough of thew band to leave. Dracula's Axes later uncover
a rumor about the Arcanum arriving in town., A night or rwo
after thar, a member of the kumpanida learns that the Arcanum
agents have sought sancruary in St. Stephen's Cathedml.

By the time the Arcanum hunters are found, the Gypsies
report back 1o the Axes’ leader, who decides to set a trap for
their rivals before assaulting St. Stephen’s Cathedral. Of
course, the characters probably survive the ambush, forcing
one of the Gangrel to llee directly to where the tome is kept.
This evennually leads seraighe to Scene Seven, in which the
characrers have a chance 10 get revenge against a very old
rival: Mitn the Hunter.

Scene Seven: THE FeastoF Fear

Dracula'’s Axes are formidable adversaries, particularly
because of the bestial Cainite who leads them. Several elders
have hinted at events transpiring in the graveyard. By now,
the mortal nuthontics may also be aware of sinister activities
theee, If the characters dispatch someone w survey the
grounds, or leave a ghoul or mortal to watch, they leam of
unspeakable rites performed by a coven of vampires in one of
Vienna's cemeteries,

Victorian cemeteries are more than final resting places
for loved ones. In this era, funereal splendor is the vogue.
Some Viennese justify lifetimes of achievements by saving
money for ostenmatious, expensive and epic funerals ar the
end of it all. Masterful undertakers indulge these desires.
They are also trusted to employ preventative measures to
erdure that a loved one sn't buried alive, One local funeral
parlor offers to attach a rope from the coffin to a brass bell
hanging near the tombstone. If the docor has made a terrible
mistake, the departed may summon help at once.

Memorials are Victorian monuments 1o sentimentaliry
and excess. Nineteenth-century Vienna fully indulges this
vaniry. The local cemeteries are swarmed on Sundays with
devored survivors leaving large bouquets for the deceased.
Extensive displays of Gothic moumning follow. The most
famous residents of Viennese necropoli receive visits from
cults of sdmirers. One can judge the fame of a deceased artist
by the heap of flowers left on his grave. The conspiracy also
has an opportunity to pay their respects to the dead, not by
leaving Alowers, but by destroying their bodies 1o grane them
final peace. Black Hand vampires have been creating enraged
and starving childer and burying them deep beneath the
moldering soil.

The conspimcy may devise several clever strategies 1o
find these fledgling vampires. With Auspex, they may use
Spirit's Touch on the entryway, the walls, or the grounds
themselves 1o seck out the undead. With Animalism, they
may speak 1o the creatures thar inhabir the cemerery. With
Seealeh or Security, they may examine the soil or look for
unusual tracks. With Necromancy, they may even choose 1o
speak with spirits of the deceased. All such investigations
lead to the same conclusion: bestial creatures are gathering in
the graveyard, and if there are any fledgling vampires nearby,
they are atill underground.

The cemetery is huge and imposing. A scent of danger
hangs in the air. Tombstones glow in the hideous moonlight.
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As I|1.r CEMVSMTIACY l-L;lItL*- mg Iilr: ETav e, the shad: W
whisper of penl nearby, The boughs of an cak e creak over
aneglected pauper’s grve. A faint wind stins leaves across the
grmss. The chains of a nearby masoleum e softly with the
breeze. The statue of an angel gases down upon the Damned
The characters may notice a shovel propped irreverently
mgomst o oombstone or the Jn'nn“-.nu-.,; bodies of slain
viumpires in the shadows. The same croel wind thar seirs the
grass disturbs a pile of ashes

Scattered in the derknes, the smoking hady prares of
decensed Cainices dissipare neatby. One of the sovaged bod
ies twitches, decompasing to ush., The victim's body was
mintilared. Four coude arrows protrude from his ribeagee, juse
below his henre. His flesh withers awny. His clothes are Lisn,
and a tatioo |I|l.1!tlfl|ll15;ll.llll o o member of the Black Hand
s clearly visible. His rorting fingers are w rapped arourul the
wooden handle of a shovel. If the conspiracy bas been chused
through the ciry before, they recognise this poor bastard, The
corpae’s head slowly mums . and graes seright an the bestlal
fignare thut killed him.

The miost Perceplive vampire in the CUMSHIACY e the
dim outhine of a feral vampire nearby hibs red eyes blise
malevalently in the night. The animal Lasgbes o barsh ehroary
liugh and lumber away. As the foul creprure tums, the
WeEmApn 'M-Tr-'l[.!".'":d acroms his back |-.Mll.h|nH|1. ontit ol F" . Mo
e il—lF !"I"'liCJ o o vew bow i o defense since the Durk _'Ilhlr i
" [|5I1-' CONSMICY "J-‘lht"l 1o catch this ¢ ICatie, I“' le i inko
the shadows with 4 surprising burst of Celerfty. The dark soil
of the graveyanl wembles in antic ipation. The mitual the
Black Hand was performing isn't finished et

TI'II.' II‘I.!HINIIILlI‘ ol ll'lt‘ COTIS[MIRCY & errl 18 O ATt
The earth shakes. One of the chancters may notice thar the
graves surmounding them hove been uneanhed recently. The
soll abowve them is loose, and something burted i ETVARE o
claw its way to the surface. Hours after the Black Hand pack
T‘i'ﬂllfﬂll"ll s ceremany o ll'l-"'IlT'I!ll.. doser of unidead bodies
are rising from moldertog soll of the cemertery, A clawed hand
emetpes from the moist carth, desperately clutching ar any
thing nearhy. Give the conspiracy an instant o reacr. Then
“rlrultru'l l'iil'lh '\-I-'III'I \]Ih!l.'Jui Iveisiuates L'| W r+1|_-|r WY O
the prave. Fremsy moll! Difficoliy 8!

Before the conspiracy can fight or flee, roting ilesh
l."l'llf'l.\ from lhl_‘ -c.'lrll'l- I‘h 'A.ll{"l dlu ch I"..' a ulr-.|'rl:|lr I||,;|||_-|_-r
for blood climb from cheir graves. Two thowighs commme
the tortured minds of these vampiric corpses as they figh
their way o the surface. They must Gind Moo s guitckly as
[-ﬁﬂHl‘. and thiey must kill anyching thar gets in their way
In their fury, the victims of this mas Embrace sssauly the
first source of vitae they can find the members of our
tmpped conspitacy.

Tia D av Mocsacan
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FLEDOLING (FANGREL ANTITRIBU
Generation: 12th
Physical: Strength 3, Dexterity 3, Stamina 3 ot
Social: Charisma 3, Manipulation 2, Appeanance 3

e

Mental: Perception 2, Intelligence 2, Wi 2~
Talents: Alertness Z, Arhletics 1, Brawl 3, Dodge 2
Skills: Security 2, Stealth 2 -
Knowledges: Investigation |

Disciplines: None.

Virtues: Conscience 1, Self-Control 1, Cnml =
Morality: Humanity 2
Willpower: 4 |

Swirrm each charcter with three ﬂnlglmga thirsteng for
blood. None has Disciplines. Their strength lies in numbers
and the fury bestowed by frenzy. Howling for blood, they sink
their teeth into the nearest character available. A fledgling
who succeeds in a bite attack may drain three blood points
each tum. Rejoicing ot his triumph, the bestial assassin
watching nearby Earth Melds into a nearby grave. A highly
perceptive charcter {Perceprion + Alerness, difficulty 8)
may remember the exact gpor. Curiously enough, the grave
hias a brass bell mounted on its tombstone.

Onee the conspimey shnugs off this macabre assaul,
turning the tide of buttle against their foes, the brass bell peals
drimatically. The monster beneath the Earth s giving a
signal for reinforcements. In response, a pack of Gangrel
warriors, the sinister minions of Dracula's Axes, rise out of
Earth Meld. The second wave of attacks begin. The pack’s
assault is as inevitable as death itseli

DrAcuLA's GancreL MINIONS
Generation: |Oth
Physical: Strength 5, Dexterity 5, Smmina 4 _
Social: Charisma 3, Manipulation 3, Appearance 3
Mental: Perception 3, Intelligence 3, Win4 = *
Talents: Alermess 3. Achlesics 2, Brawl 3, Dodge 3,
Streetwise 4

Shedllss Securiry 3, Stealth 3

-

Knowledges: Invesrigarion 3
Wt&mlm.‘ Obfuscate 3
Virtses: Conscience J, Self-C , Cournge 3
Morality: Humanity 4 ol
Willpower: 5

You must carefully judge how many Gangrel reinforce.
menus are needed for this scene. A neonate coterie should
probably face one or two sttackers, but if the conspimey s
experience, feel free to conduct an epic battle in the grave-
yard (assuming your players enjoy combar), Either way, the
Gangrel who orchestrated this macabre melee cannot resist
returning to the surface o observe it from afivr. As the undesd

dance in the moonlight, the animal readies an armow for his
yeuw bow.

If the characters were present in the very first chapter of
this chronicle, the monstrous Gangrel who lurks in the
shadows already knows who they are. He almost destroved
them cenruries ago tn the dark forests of Transylvanio. In Act
Oneof Dark Tides Rising, he assaulved them forentering the
domain of Cluj-Napoca. Now he's had seven centuries 1o
grow stronger. From the shadows of the graveyand, a hail of
arrows streaks toward the weakest chamcrers in the con-
spiracy. The vengeance of Mitru the Hunter is at hand,

MrmrurHE HuNTeR

Clan: Gangrel
Sire: Amulf - -

Generation: &ch
Embrace: 1190 |

Skills: Aninlll{ml. hrnlur.'r. Melee 4, Stealth 4,
Survival 4 © _ s

th Oecult 2
wmamiwsm
cate 5, Protean 5

Vistuest Conacience 1; Courage 5, 5elf Contnl 2 - |
Morality: Pathof the Beast 2~ !
Wilﬁu-mi

A huwrhgﬂng: in the night, Htrruﬂsc Humcrhuh
on the periphery of the skirmish, using his command of
Obfuscate o stay hidden until the time to strike. If he needs
to heal, he Obfuscates again to recover before leaping hack
into the fray. He can also cover incredible distances between
turns of combar. If the conspiracy is old and powerful, he may
fire several arrows at them each round. His goal is to weaken
his victims enough for the other Gangrel 1o finish them off.

Once he iscertain of his rivals’ demise, Mitna the Huner
nushes from the graveyard to rampage through the city. Most
likely, he is certain that he can retrieve the tome unopposed.
He has smashed the Black Hand and doomed the conspincy.
If the chamcters withstand his assaule, on the other hand, the
Hunter realizes thar he cannot defeat his rivals so easily and
must obtain the book now before they get any further, Either
way, his task is done here. He flees into the night.

Afver the first few tums of combat, Mitru leaps over the
wall of the cemetery, runs to a waiting carriage and specds
away. A Transylvanian Gypsy, perhaps the very one who
tipped the chamcters off 1o the camage in the cemetery,
maps a whip over the horses’ heads. Even in the midst of o
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melee with the dead, a perceptive vampire may notice
Mitru's destination. The coach is headed straighe for St
Stephen’s Cathedral. Its spire is easily visible in the distance
= ot 450 feet, it's the highest in all of Europe. Enact a chase
seene through the streets of Vienna, if you like. Unless the
characters actually grapple with Mitru arop a speeding
carriage, this should be a “frustration game” in which their
rival is always one step shead of them (Celerity 7!) until he
nrrives at the cathedral.

If Mirru’s puersuers lose track of him, you can still leave
clues to his ultimate destination. Mitru's noctumal mges
require an impressive amount of vitae, so he has adopted the
“Celenity technigue” of hunting. On his rampage, he snatches
the occasional moreal off the street and rapidly drains him on
the roof of the carriage. He haphamardly discards the husks as
he makes a dash for the cathedral. Following the trail leads
struight to St Stephen's. Since his trap has failed and the
conspiracy 18 onto his plan, he has no time o lose.

If even ome of the characters mumages to keep wp with Mioru,
they can follow him all the way 10 the cathedral, just in time
w sce him leap off the carriage and catapult through a
stained-glass window. Within moments, he comes back out
screaming and covered in flames. His face is contorted in a
rictus of sheer terror. The eabal of Arcanum agents has had
time to set its defenses, and the Gangrel is completely
unprepared for them. Mitru flees into the night consumed by
flame. Each rurn, he must soak 1 level of aggravated damage.
Ifeven one chamcter assaules him on his rampage through the
streets, he may finish Mitruoff. fyouhave read Transylvania
Chronicles 111, you've already leamed that the Hunter's
death is close at hand. An old, experienced conspiracy may
have the distinct pleasure of dispatching Mitns themselves.

If rwvome chases Mimng, or if the characters are too weak to
battle the Black Hand, the charactens have other ways
deducing Mitru's destination. If they have been shadowing
Dracula’s Gypsies, they may capture one and force the infor-
mation out of him. Otherwise, another Kindred encounters
them later that night and tells a remarkable story about o
Cainite who sctually tried to assaulr St. Stephen's Cathedml.
The description should be thorough enough that anyone
wha's played this chronicle for more than one chaprer recog-
nites Mitru. Failing that, any of the primogen can explain
who he ts. The informant should also describe the aura of
True Faith at 5t. Stephen's — it's enough to ward off all bue
the most humane of vampires. There is something in the
church powerful enough 1o punish this ancient Cainite.
Diramnatically pause, then repeat the rumor thar the hunters
who captured Viadislay are now in rown.

SceneBiGHT: HoLYy GROUND

By following Mitm, tracking him through the city,
following the trail of bloodless corpses or just noticing the
direction in which he traveled, the conspiracy rushes to-
wanl to the towering spire of St. Stephen's Cathedral. For

—— N~
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the Damned, the church is imposing, to say the least. Even
the Tremere chantry looks humble compared to this monu-
ment. The most powerful Cainites of the Sabbar blaspheme
by calling their leaders archbishops and cardinals, but they
suspect the truth. They cannot destroy the power of the
faithful. This is a temple 1o all that is holy, o realm thas
Kindred cannot enter without placing their souls at risk.
The power of True Faith holds evil at bay, How ironic,
considening the diabolical tome the conspiracy is trying 1o
recover from inside.

If the charactens find themselves at an impasse, they
may rush off to a familiar primogen to help them figure out
a solution. Ghouls and mortals wre the only creatures who
can enter the church without resistance. The conspiracy
needs to find a mortal servant who could walk into the
church, pick up the book and walk out. His chances of
success are improved ihis undesd allies can stay inside with
him long enough to create a diversion. A lone wonshipper is
turned away from the door, met with some stary of “repains
and restorations to the church ®

Clever Kindred may think of other ways inside. Animal-
ism presents several possibilities. A tiny mat can evenrually
find the tome sitting on the cathedral's altar. But larger beasts
are chased off by the agents inside; there is lintle hope, for
instance, of a lage canine bounding out of the church
unnoticed with the book in his teeth. Characters may v
Auspex toread the minds of the huntens, revealing the details
of their defenses. Vampires with Dominate might even be
nble 1o force one o walk outside with the book. Of course, the
other agents immediately restruin their companion, and any
element of surprise is lost.

ﬂw&mnmhmmiduhwmuchdmgn they ok
on when they came to Vienna with the tome. Once Mitry
burst in, they had no choice but to drive him out, bolt the
door and await the light of dawn. The charcters have one
night to get the tome back. After that, the agents of the
Arcanum leave Vienna at dawn in a desperate attempt 1o
escape — and the tome (sn't seen again. With the resources
at their disposal, the agents could travel in any direction. The
time tostrike is now. Ready your swords, your pistols and your
Thaumarurgy. We're going in.

THe Fivar BatTie

Storming the church is an obvious tactic, but a risky one.
Several sets of double doors lead to the cathedral. Because all
entrances are locked and bolted, breaking in mkes consider-
uble effort. The wsk requires an effective Swength of 13,
Severnl vampires could smash through the doors together if
they time their attempt correctly. An ally who makes at beast
three successes a successful Strength + Athletics roll (diffi-
culty 6) can add half her Strength 1o this fear.

Mitru pursued a different option by leaping through a
stained-glass window, This is still possible, but only with at
least three successes on a Dexzeriry + Athletics roll (difficulty

Toe Dot o Moosaer
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7). Since this wetic has begn wed before, an Arcanum
gentleman watches the windows over the barrel of 2 rifle. If
he obtains more successes on his Wits + Alermes 1ol
(difficulry 6) than the leaping vampire scored on his jump,
the bullets fly.

Ht”hr r"'lf“:"' [‘t'.‘l'\ Ii'l."' r*lf‘ll SMCTUry remains e
Although none of them have True Faith, the holy ground of
51, Stephen's Cathedral has seen centuries of reverent wor-
ship. Trear the entire area o3 though the grounds of the
church itself have Troe Faich 1. Vampires who have Human
ity 7 or grenter may enter the church, but less humane
vampires {or Camites who have repecied Humanity entirely)
must make Willpower rolls ar difficulty 9 w walk inside
Unless a vampire scores ar least ane succes on this roll, he
cannot advance toward thie aloar, Inaread, he s overcome
with patn and his skin beging mamoke 2 though smote by the
hand of Gl

Further violence invokes further rerribution: Fangs and
cluws are mwwered with pistols and swords, If & vampire
frenzics on holy ground, his skin begins to burmn and blacken
For cach tum a mmpaging vampire remaina inside the church,
he takies one level of er.'wnlui d,.],rt:,;,l.;f a5 srmoke rises from
hids flesh. If o vampire meets this fare, have her player roll for
Reschreck. Mitru wim inhuman enough to actually burst
into flames — feel free to be suitably dramaric. To those who
ERPOLEe the way of the Lord, the characters are creatures of
evil and must suffer sccordingly!

If vamgures iy o snienk inside ghe church, Obfuscate,
Chimerstry, Obtenebration and Quiens are obwvious [isci-
plines 1o wse. Don't forget that the Ancanum has recruined
agents with formidable mystical abilities to aid them on their
quesis. Sroryrellers may want wo sdd in a few of these powers
1o spice up the scene. Trained occultises should st least be
able to make Perception + Occult mlls o spot such deception
(difficulry 3 + the level of the Discipline used).

Once inaide, 3 vampire needs 10 tums to reach the aliar,
ancd 10 to return to the door. Even Mitru, with Celetuy 7,
conshd owot et hvere amd bock fast enough to evade the bunten
irsiche, If o character picks up this book and makes it 1o the
door withoput |H:nl.|1mg. the tome is hers. If she fuils, the
Ascanum agents wait until dawn then flee the city, never to
be seen agsin. I this happens, the only comfort comes from
the fact that Dracula’s Axes and the Black Hand failed o
feOveT '}lf tome as wf! L

Scene NINE:
MvysTeRIFS REVEALED

As the smake clenrs, possibly from the smoldering flesh
of the chamcters, the corsplrmcy I'"—"H'r has the tome. [tisa
thick, ponderous volume of yellowing parchment. Just s
Nova mentioned, the cover s marked with o sigil of @ star
with 13 points, Each page s covered in rypeset lines of
scademic Latin, mysterious diagrams and disturbing woodeur
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illustrations. The book cannot be deciphered quickly — a
scholar could spend years perusing i1 and only gain mere hints
of its real contents. Even Augustine or Aristotle de Laurent
would be overwhelmed at first. The characters have three
immediate option: they may keep the book and study it
themselves, ally with a scholar who can decipher it for them,
or offer it as a gift 1o a vampire they trust, Each option has
different mmifications on the chronicle.

Keeping the Tome: Everyone wants this damned book. I
the conspiracy chooses to study it on is own, its members are
harassed by various Kindred during the downtime between the
remaining chaptenof this chronicle, particularly by the Tremere
and Tzimisce. If youroleplay interludes between the actsof this
book, playing out a session where other vampires try o steal the
Incumabubion is highly recommended.

Monetheless, such tribulations have their rewards. The
most important information hidden in this book involves the
sigil on the cover. Further study allows an occultist torecreate
a diagram correlating the lines of the sigil 1o a series of ley
lines in Transylvania. Zelios of Clan Nosferatu has unwir-
tingly used the castles he erecred in the region to sct as focal
points for this energy, resulting in o pattern that can cither
bind Kupala or summon him. If the knowledge is put to good
use, the pattern continues to bind Kupala beneath the earth
unitil the Eighth Sign of the prophecy of Kupala is fulfilled. If
this knowledge is peeverted, however, an oceultist can rrans-
form the pattern to one of summoning and gain control over
the demon.

In previous chapters, the chamcters (or their sires) have
reinforced this partern by inscribing vanious sigils on the
castles. If they can actually hold on to the book, they may
deduce the significance of these wards before the final act
begins. As a result, the events of the last act do not need 10
be explained by anoutside agent, but may instead be prompted
by a revelation one of the chamcters has while reading the
book. No one passage reveals the solution to the mystery of
Kupala. A scholar should expect 1o spend several decades in
isolation studying the book to become an expert on the myth
of Kupala. Just brushing up on vulgar Latin, occult mysteries
and elementary Enochian to decipher it takes years. The
revelation comes right before Act Three. Asaside bonus, you
may also justify an increase in the chameter’s Oceult or
Academics Trait.

Contacting a Scholar: If the characters forged an alli-
ance with Augustine, Aristotle or some other leamed master

NN e
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of lore, that character begins her translation of the Incurabu-
kum. Perhaps the Vienna library suffers a litde, or Aristotle's
lotest treatise gets delayed, bur the scholar reveals all the
background the characters need for Act Three. Of course, if
the scholar is Tremere or Trimisce, she might share the same
information with others of her kind.

A Gift: The chamcters score a significant boon by
offering this book to the Tremere. A century of study of the
book reveals to the Warlocks the significance of the odd
diagram of Eastern European ley lines. By the next act, the
Tremere realize the correlation o the castles Zelios con-
structed throughout Transylvania. By Act Three, they decide
whether they want the pattern of warding that contains
Kupala to be active of broken. Do they summon the demon
in an attempt to destroy the Transylvanian Tzimisce once
and for all, or is the chance of advancing the Final Nights too
big a price 1o pay!

Loyal Sabbat may choose one of the factions of the
Tzimisce. Count Radu may even sdvance an offer for the
tome on behall of o noteworthy Transylvanisn Fiend. If the
Trimisce have the tome by the end of the chronicle, they
decipher the significance of the dingram after s century of
peudy and do everything they can 10 reinforce the sigils of
warding as best they can. 1fthis happens, consider all the sigil
on the nexus points of the pattem 1o be active by the
beginning of Act Three.

MaTuRATION

Maturation pumumuﬂu«nhndml i'mnﬁnm
time. The nﬁuuﬂﬂmﬁtdﬁmlﬂ huhhdh

Chaprer Six.

Denouement

Regardless of what the chamerers decide, they have
certainly attracted the attention of the highest-ranking
Warlocks of Clan Tremere. Faced with opposition from
several factions of powerful Cainties, they have proven their
ingenuity. For this reason, and others, they are contacted by
Etrius himself a centuay later to help resolve another monu-
mental dilemma. Thar, however, is another story — the next
chapter of our chronicle.

Te Dot o Moosuian

4







s
L

L

ol

»

#

C13

'_;I:--*

e

Cn the dark wight of eountig all the sears
Ch the dork l-lj{’l.l whn rramith el sean are namrihered

C) et vy naome b given ik 16 mee

— The Egyfetnm Book of the Dead, “"He Holdeth Fast to
thie Memory of His 1denuoy™

The roots of this I~ wiien of the T eansvlvanda Cheonicles
reach far bock in Ca
what Clan Tremere
From g G vampires

iite history. They represent much of

LI'H T OO ETTUNGE 1]"1'![ TS At o

At the end of the fimt millennium sfver Chirise, gremt
imstubility rocks the world, reweaving the very Gabric ol
reality. Where once magic Mliurished, iv beging to die. With
(1] .J-|:.1I!|_ e J-ri'lrl'hil Tl O EaHC to uu1.|i|11||r:|11\-|;[1. ™
know their immaortalicy is lost. In 1022, the wizards of Howse
Tremere of the Order of Hermes discover who they believs
i new way oo sistain themselves. The mages capiune an
elder Trimisce. Under tomure and with Tremere’s promis
that he gocs free if he cooperates, the vampire rells all he
knovoes of vampitic exsence and Embmces rwo apprentices
who failed 1o live up w expectations. Once the vampire does
this, Tremere reneges on 'Iul-;w.uunw.uhlnl.-l.\lum.l R LIIe ]
aciing under Tremene's ondend, experiments upon and Hinally
sy the spprentices, creating an elixir from their vampiric

blood. Tremere, Gorarmy ond six of Tremere's most loyal

follomens E'.alt.lh' ol the el dugmyg: b puonkeerind ity il, i
'Il'h.hl!l_[:l: iy tl:-h'rhl;-.r!n wel AT --r.-.Im, [l_ e } ||“ Y hi.. i T
vampites. None canay if Tremere knew whin would happen
o if b voo wak raken by surprise

!-i'h' rirw " lan” N L]', T L4 [13RT .\!!n I Ve
The

F'III! ‘h‘l.: gt

hate them for their wurpation of the curse of Caine
chunged ones Embrice other Troemene mogs
|-IIIL1 'I'I-]'Il-ii' E'.Il1'lll|,.' agninar the ] mmae whine |JI'..-|'- thiey
Thi

Ciangre]l and

Woar erween the v ¢ lms fodlionws Iru et
create Clarpovles from capiured Taimikce

Mosferurn and surround thietr great chanen

inhnbin
il s ul""r'
rsirical ond mundane desthitraps 1w hinder their encmies
Although they secretly foree allionces with certuin Blue

P, wha seée the Teemiore s o tool to diseract the Tzhmisc

ind open Eactern Europe 1o Ventrue control, the Usurpers
tight mosn of their barthes alone

IL'hl'i g I|'|.'|1 thir athict ¢ lans haoldd them o o et
hecaiine they lave i 5 .'1\.||I-.'L.|:|||:|.-.||. fomituder, Tremere Jdis
covers that by "I'.!.I!:'.' e an .’!‘:1 = pEalome Ao emiy and
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dnimboeng s Blood and esence, hie can inherit the creatune’s
power. Although Erone, rival of Goetrix, is against auch a
phani. e ssists Tremere m o ating the resting place of dne
of the near-mythical Antediluvians. Tremere chooses to
dinblerize Saulot, founder of the Salubri

In 1133, Tremere and his seven lieuterunts trmivel o
Sadot’s Hghaly guarded resting place and Tremere feasts upon
the sleeping Arediluvian. The deed s anpicionly easy. As
Tremere completes the task, Soaalet's thied eye in the centerof
his forchend opens and serenely gases at his slayer. The siph
somewhir duaken, as are his eutenann, Tremere retums o
Cieomia high in the Transylvanian Mounsains and continwes his
studies 1o restore the magical knowledge the Usirpers Jost
upron becoming v nmpires. Bickering berween the rah Corstrin
andd the cantious Errus breaks intomagical wa

e o U iomrrig
tomrmeiits the other Cainite with

ental assaules, Etrius barely
survives. Memben of the clan chioose sides

Tremere summaons his lievtenants and makes plans to
bring different areas of the world under the influence of the
wven, incidentally seprirating them. Against his berter in
stincts, Tremere sends Goratrix 1o France, then the most
prostygious and poweriul emmitory available. Errius stays in
Ciris, where he becomes Tremere's guardian as the Aneedi-
luvian falls into rorpor from which he mrely arises

In 1205, Pope Innocent 11 calls for the Fourth Crunade
10 destroy the Cathars, called hesetics by the Church. An-
gered by the Church's inrrusion in Frnce, Gorerix's Apenils
infiltrate the Church mnd creare dogmaric schisms inside i
} I |.h k oo wighw |1;. ty Ir.l-.,,l:'n. on T||||.-_.|. I-|.||- ll'lr'l]l.:li-“lll'l‘l"l Investigat-
iz migpes and orher supernaturals [n 1314 Gorarrix geses oo
far, influencing Philip the Fair, King of France, o amsck and
il bur destroy the Knights Templar in a greedy bid fow
treasute abd power. The fall of the Templars fulfills one of the
signaof Oehenma. Tremere recalls Goratrix 1o Ceoris o stand
trial. The charcters may have been among those who es-
comted Uiomimix to that meeting, The Tremere council censures
Lrorairix and revoles his suthorivy. Fearing sssnssination,
Laoranrix flees, dissppearing into the eastern mountains

Concerned for Tremere's alety, Etrius improves an
obder chanry in Vienno and moves the resting Antediliuvian
there, Rumors circulate that Tremere & changing into a
white worm. Etrius denies the rumoss and strenjthens the
warth around Tremere, Ermius works in concert with Meerlinda
1o help form the Camarilla. Several younger Tremere disap-
peat in Trnsylvania; some time later, Etrius realizes they
were not victims of the Toimisce

In the wake of the Anarch Revolt and the Council of
”lﬂrh!. Ttl‘rl'ﬁ'h' rosises froem Lo I,mm [ uugl-. IO st in
thie ritual that curses the Asamites, He also magically bronds
thise Tremere who do mot I-1|Iu'||lf the clan's |...Ilr. futes with a
telliale sigil that only true Tremere can sce. The Sabbat profit
from the mysoical abilivkes of Tremere antimibs. Flumors
abownd thar the rogue Gomirix lesds these “antl-Tremerne.”
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In the 15th century, evidence comes to light proving
that Gomtrix has joined the Sabbat, is creating childer and
binding other Tremere antitribu to himself through
Thaumatmgical oaths. Word spreads that the dispraced
Tremere iscreating his own faction known as House Goratrix,
Maost Tremere antitribu become a part of the house, forming
a privare mystical brotherhood within the Sabbar. Despite
scattering into different packs, the Tremere anderiby seem
closer o one another than any of their packmates. The
Trimisce make cermin thar the Tremere antieribu gain no real
power within the Sabbar, citing their secretive ways and
untrustworthiness.,

Clan Tremere spreads throughout Europe and North
America and attempis to gain power in Africa and Asia &
well — arvemprs that are less than succesful. Staunch sup-
porters of the Camarilla, the Tremere muintain a web of
chantries linked through various officials to the ruling Coun-
cil of Seven and the main chantry in Vienna. Though the
membership of the council changes over time, they remain
the most powerful vamipires in the clan. Due o its infrastnuc-
ture, Clan Tremere becomes one of the greatest, if not the
greatest, clan of the modern nights,

The millennium approaches. The signs of Gehenna are
futfilled asall that was believed is broken down and twisted into
new shapes. The End Times have arrived. Tremere awakens.

THeRFAL STORY

The rank-and-file Tremere (and most of the Council of
Seven) are mot privy to the mue story behind Tremere's
diablerie of Saulot and his subsequent torpor. Etrius is the
only councilor o know that Tremere is two beings in one —
himself and the being he intended vo destroy. When Tremere
first leamed of diablerie and its benefits, Saulors agents
planted that knowledge for the magus to discover. When he
learn of the resting place of the Antediluvian and chose w
diablerize Saulot, he did so by Saulot's will. That his own
death through disblerie fulfilled the first true sign of Gehenna
merely added spice to the evil one's plans.

While Tremere gained power e with the
other Antediluvians, be had no way of knowing thar the
Ancient was not desroyed in the process, but moved his
consciousness into the vesse| of Tremere's flesh. By opening
himself to the power and knowledge of Saulor, Tremere also
opened himself to possession by one of the most subtle and
fiendish masters of the Jyhad.

Although he remained quiescent at fiest, Saulot insidi-
ously worked his way into Tremere's flesh and wok control of
certain portions of the wizard's thoughts. Once he held the
reins, Saulot exerred his will onto Tremere's actions and
decisions. As Saulot has foreseen the signs of Gehenna, he
has been able to orchestrute their fulfillment while remaining
hidden from those who might thwart his asime. The other

Antediluvians believe Smilot 1o be dead, sliin by Tremere
Irnstead, Saulor found the perfect hiding place.

But he did not count on one factor. Saulot conceived of
his plan to use Tremere, then expected 1o force the weaker
vampire's conscioustess out and take over for himself. He
never expected the strength of will and purpose he found in
Tremere. Rather than destroying a novice vampire, Sauloy
faced o centuries-old, disciplined and intellipent wizard
Tremere might be a newborn in Kindred circles, but he
possessed the experience and wisdom bom from long yean us
a powerful mage. Saulot could not overpower Tremere.
Irstead, he found himself bound by Tremere's will as cer-
tainly as he himself bound Tremere. For centuries they have
remained locked in combat, vying for full posession of
Tremere's body. One or the other has temporarily nchieved
dominance, but could never entirely throw off the other's
influence — until now.,

Lising every moment when he controls his own body,
Tremere has created a ritual 1o free himself while keeping
Saulot trapped inside his body. Working with Ermius, Tremere
has also discovered a way 1o recreate Saulot’s feat and move
his consciousness into Errius. Knowing the dangers of sharing
a body, he and Etrius conceived a plan to find another body
capable of supporting Tremere's essence while not severely
lessening the sorcerous Cainire's abilities. This means inhab-
iting one of his original seven councilors. Tremere has no
invention of sacrificing either Erius or Meerlinda, the only
rwo of the orginal council remaining. Only one other soill
exists, and it Is he whose body Tremere plans 1o ke — the
outcast Goratrix,

One problem: Goratrix has cast his lor with the Sabbat.
He has long since overcome Tremere's influence over him.
Further, part of the difficulty between Goratrix and Etrius so
bomg ago arose from the jealousy each held for the other. PBoth
vied for Tremere's attention and cold love. In the end,
Gomirix's rashness caused his downifall. Errivs has had Tremere
1o himasell for centunes, bot now he must find Goratrix and
convince his old rival 1o meet with him so thar Tremere can
make the transferal. To draw him out requires finesse, bold-

ness, planning — and a group of rustworthy Kindred woact
as go-berweens.

ActTwo:
SINSOFTHE FATHERS

The scenes thar introduce and conclisde this act may be
used as cut-scenes to add drama to your game. Cut-scenes are
scenes in which the playens’ characters are not present and do
not know whar happened. They canniot use information from
the cut-scenes in the game. Nevertheless, describing the
scene, particularly 1o creepy o stirming music sets the mood
for the whole game.
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Scene ONe:
Excrusive INVITATION

Act Two takes place in 1998, This story assumes that
the characters have experienced the events of the other
three Transylvania Chronicles. By now, with several cen-
turies experience, the characrers are elders and possibly
important movers and shakers in vampire society. They may
have left Transylvania for almost anywhere in the world.
Individuals might have allied with the Sabbat, the Camarilla,
the anarchs or the Inconnu, or instead opted for true
independence. Whether they maintained ties with one
another or not doesn't matter, nor do they even need 1o be
on friendly terms. [f the players choose to portmay different
chamacrers, the Storyteller may have to adjust the invita-
tionsand reasons for involvement to reflect that. Otherwise,
each character receives the same invitation miking her to
assist Exrius in a vitally important matter, though no decails
are revealed in the letrer,

The charactens are chosen because of their prior associa-
tion with both Etrius and Goratrix. If they are loyal to the
Camarilla, the characters are told they represent an official
delegarion for the Camarills entrusted with this delicate
encounter. [f they are members of the Sabbat, they have the
honor of escorting Etrius to & meeting by request of their
superions, If they are independents, a distinct possibility in
the 20th century, Ettius selected them primarily because they
da not espouse ties 1o either the Sabbat or the Camarilla. If
the group consists of mixed elements, they also have been
chosen because they know one another and represent differ-
entintetests, Even Teimisce characters seceive the invitation
desrite the centuries-long feud between the two clans.

The following letters are individually addressed to
cach characrer. Choose the letter that best fits each one's
political affilistions.

LeT1en 10 CAMARILLA CHARACTERS

Cireetings,

‘r'nnnmjrmumbnmmm:mwmmdu}mr At
that time.. your assistance proved of great benefit. Adchenigh we
hrmwlmm_n:un.!mnmmh]p.lmdﬂm
Jur a jowerney and wish 1o have those with me with proven abiliies.
While | understand that your standing among Kindred would
waally preclude accepting much a task as beneach you, this
journey is of vital tmportance w0 both Clan Tremere and the
Camarilla. Further, your reputaion is the very reason | am
contacting you with an imwitation to act as one of my chosm
compantoms for this mission. The underusking is quite dangerous;
thevefure the revards of asststing me ave equally genevous. Please
find enclased an itinevary and all documentation necessary for
you to travel t Vienna, where | shall meet with you and discuss
further terms. Transportation is via privase jet and the accommo-
damms!hwmmwdfwmm?ﬂmﬂmﬂpm&fmm
your safety and comfort M!ﬂﬂfﬂuﬂﬁ:mdﬁt‘rl
explain more ahost it, you will be retemed t0 your haven with the

understanding that you reveal nothing of what | have told you for
one week. After that, you ave free 1o speak with whomever you
please. In any case, | shall owe you a boon merely for meering
with me and listening. Clan Tremere and the Camanilla will
amply veward further assistance,

My thembs,

Erius of Clan Tremere

Lerten 10 SABRAT CHARACTERS

Cireetings,

You may remember owr meeting some time in the past. At
that time, your assistance proved of great benefit. Although we
have not met in many years and while our paths have diverged, |
agum ask your help. | need escorts for a joserney and wish 1o have
those with me wth proven abilities. While | understand that your
standing in the Sabbar would wually preclude accepring such o
task, my contact with the Sabbat's upper echelon has asnered me
that they support both my joumey and your participation. | am
nox cuvensly ar liberty to name the principles whase permission
I sought, though that will subsequenty be made clear. Further,
yout reputation is the very reason | am contacting you with an
fnwatation to act as one of my chosen companions for this mission
The underaking is quite dangerous for all of ws; therefore the
rewards of assistmg me are equally generows . Please find enclosed
an iwmevary and all documentation necessary for you to ravel to
Vienna, where | shall meet with you and discuss further terms
Transportation is via private jet and the accommodations | have
and comfort. Should you refuse the joumey after | explain more
abowt it, you will be returned 1o your haven with the snderstand.
g that you reveal nothing of what | have wld you for one week.
After that, you ave free to speak with whomever you please. In
any case, | shall owe you a boon mevely for meeting with me and
listening. Further assistance will be amply rewarded. | hope that
you may find it wathin you to trust me at least far enowgh to speak
with me,

My thanks,

Etrius of Clan Tremere

Lerten 1o INnepennent CHARACTERS

Use this letter for anarchs, Autarkis, unaffiliated Kin-
dred and members of independent elans and bloodlines.

Gireetings,

You may remember our meeting some time in the past. At
that time, your assistance proved of great benefit. Although we
hunmminmm:m:nduﬁdempﬂh:hudqu&.l
again ask your help. | need escorts for a joverney and wish 1o have
ﬂmuﬁhmuﬁhpmmnhﬁw.mmndnmdmw
statws and your standing with regard 10 the warring sects of the
Sabbat and the Camarilla would wnaally prechude accepting such
a task, I hope that the veward | offer will entice you to meet with
me. Further, your reputation is the very reason | am contacting
you with an iswitation o act as one of my chosen companions for
this mission. The undertaking is quite dangerous for all of us;
therefore the rewards of assisting me ave equally penerous, Please
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find enclosad an itinevary and all documentation necessary for
v to travel i Vienna, where | shall meet with you and discuss
further terms ., Transportation b via private jet and the accommao-
datiione | have arranged for you in Vierma should provide for both
vour wfety and comfort. Should you refuse the journey after |
explesin maore about ie, you will be rermed o your haven with the
understanding that you reveal nothing of what | have told you for
ome week . After that, you are free o speak with whomever you
please. In any case, | shall owe you a boon merely for meeting
with me and listening. Purther assistarnce will be amply rewarded.
I hope that you may find it within yoti to st me at least far
encugh i speak with me.

My thumbks,

Errius of Clim Tremere

ACCEpTANCE

Assuming the chameters accept Etrius's invitation, travel
viathe jet and stay at the intended sccommodations, they have
no problems with customs or any other part of their entry int
Austria (except dealing with the weather — see below).

Errivs plays this pare straight with them. Sending private
jets to My them to Vienna, he makes certain that they fly at
night and arrive before sunrise. He sends a car 1o take them
o the accommaodations he has armnged in St. Catherine
Appartemnent-Pension, a first rare and very exclusive pension,
the Viennese equivalént of a bed and breakfast. All eight
mooms are permancntly “rented” by the Tremere to accom:-
macdate visitons to the city and have been made proof against
the sun. The stalf — Dieter Einhard, his wife Miei, his cousin

“onmd and Mizis sister Tilda — are all Tremere ghouls
trained to overlook any irregularities in behavior unles
visitors engage in activities the ghouls think the Tremere
ought to know about. Etrius armanges for each character to be
given one of the rooms and have ssienance waiting. He
keeps a room for himselfas well, though none of the waffever
enter his room due to the ward verss ghouls thar surrounds
the chamber.

Due to o rising storm, there is lintle else the characters
may wish to do before sunrise except sty in their rooms or
tlk. They may wish o carch up on news or lay 1o rest any
difficulties they have with one another. The charncters may
sleep through the day fully protected by the ghouls and meet
with Etrius the following night. When theyarise, Conmd, the
head clerk tells the characrems that a private car is coming o
collect them for a meeting in approximately half an hour.

CoMpLICATIONS

Marurally, nothing is as simple as it seems. While Etrius
needs their guardianship during the joumney, he has no
intentions of telling the chameters his true reason for his
impending tnip 1o America. The characters have 1o discover
that for themselves. Further, should any chamcter refuse 1o
participate after learning more, Etrius does indeed allow her
to leave. Although he regrets the necessity, he also puts
Fortschritt 1o work on a ritual designed o prevent the

chamcter from revealing what she knows. Still, even more
complications arise. There's more poing on than Etrjus's
smoke screen.

Refusing the Mission

If any character refuses the invitation outright from the
beginning, explain that there is no second chance 1o join the
expedition. Refusal means the chamcter is out of this parr of
the story. Noone outside the conspimcy can locate s and
the others once they meet. Further, Errius has plemty of
ghouls and lesser Tremere to make certain his movements
remain untraceable. The participants themselves are later
magically prohibited from contacting anyvone or betraying
Errius. Therefore, following the conspimcy to mke action
later is nigh impossible. Should a chamcter manage to tmck
Errivs for a while, the Storyreller might armange for her o
eventually make o mistake and be taken captive by those
whose job it is to see that Etros isn't followed.

Weather Difficulties

A minor complication comes in the form of a powerful
storm. Although the characrers’ flight is uneventful, they
notice gray clouds as they approach Vienna. By the time the
plane amives over the city it s mining heavily and the plane
is delayed due o unmanageable nunways, Sunrise looms and
the characters may become nervous as they realize they might
be trapped on the plane. After what scems an etemity of
waiting, the plane lands — dipping and veering down the
runway. The shaken charcrers may then disembark. The
remperature is dropping precipitously and a cold wind screams
nround the buildings. The characrers should be glad to pile
intoa warm car sent totake them to their lodgings. The driver
stands just inside the gate for private planes at the atport. He
holds a sign with each chamcter’s name on it. Bagmage and
customs matters are handled in a mateer of moments and the
conspiracy can be on lts way in a luxurious, if a litte old-
Guahioned, limousine. The storm s just the beginning, hewever.
Everywhere they go after their arrival in Mexico later in the
story, storms of one sorr or another plague the characters,
mirroring the terrible upheavals of nature throughout the
world. Eventually, the chamceers may discover whut these
storms have 1o do with them — and with Gehenna,

The Etriua/Tremere Problem

The greatest complication lies within Etrius. Althouh
the head of the Tremere council prepared himself to become
the vessel for the Amtediluvian's consciousness, the strain
shows. Occaslonally, Tremere overrides Errivscontrol, shov-
ing his devoted ussistnt sskde snd mking over. The conflicring
personalities make Etrius mentally and emotionally unstable
and prone to abrupt fugue states in which e freeses up uneil
he can regain control. Further, Tremere has been a victim of
unconircllable Vicissioude for centuries and has bartled the
changes Saulot inflicted on his body 1o drive him out. Etrius
is now subject to the same bodily changes that are boch
debilitating and excruciating. As the mission proceeds, the
characters can count on Errus less and les. Should they
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attempt w harm Etrius, however, Tremere ruthlessly seizes
control and artacks them. Dealing with the Antediluvian’s
writh — even secondhand through the Methuselah's baody
= 18 not @ fate to be contemplored lightly.

Alternate Arrangements

Itis hughlly likely (parcicularly if they are not members of
the Camanilla) that the characten suspect some sort of trap
laid for them. The fact that they each receive a letter — even
#f they muntain hidden havens no one is supposed to know
abusut — should make them a lintle nervous. In fact, however,
no one has set a tmap. Nevertheless, should any charcrers
make their own armangements o forestall any tricks, they
should be allowed 1o do so, Elders do not become elders by
taking everyone at their word.

Those traveling under their own armngements must
make cermain they amive after dark. If not in some sort of
scaled travel container, characters must have valid passpores
(or identity cards if they live in Europe) to present upon
entering Auwstria. Then they must deal with hotels thar are
not sun-proofed and whose maids are awfully pesky about
cleaning the rooms in the early moming hours —despite the
wishes of sleeping vampires,

Thase who refuse Errius's armangements knock around
Vienna early the following night unnl Exrius discovers where
they e staying and sends a car to bring them o the meeting,
Regardless of whatever protests they make. the characters
cannot convince him to change the plan for their meeting.
Etrius does not alter that even to accommodate suspicious
characters, and if they want 1o meet with him they have o
accept being driven there in the private car he sends w pick
them up. Should a charcter refuse 1o tbe the car, the driver
(i ghoul named Johannes) phones Etrius and explains their
refusal then tukes the car back to a garage on the outskires of
the ciry rather than on to the meeting. Errius tells Johannes
to explain to the reluctant chamicters that their services are
not required after all and it s best if they leive Vienna within
24 hours. Make it clear that Errius is quite annoyed and fmay
deal unpleasantly with them later.

While it is conceivably possible that a chamcter could
follow the driver and interrogate him abour the meeting place,
prior conditioning makes it difficult 10 ger any answers. Domi-
nating Johannes 1s an option, but the charcter must achieve
fout succemes to overcome the Tremere ghoul's programming,
Walking from the St. Catherine is usually easy, a mere four
blocks, but the characters don't know the meeting plice
beforchand and the rermible minstorm pounding Viennamakes
movemenit on foot almost impossible. 10s hard enough getring
through in a car; most streets are deserted and much of the city
has shut down 1o weather the storm,

Going to the Chantry

Should the characters attempt to go to the “Tremere
chantry” they may have visited at the turn of the century
rather than waiting for Etrius 1o send for them, they will be
tumed away and informed that the clan operates a “new

chantry™ in the Ringstrasse. Traveling to either location is
difficult in the storm and may sorely tax their patience. Once
the characters are admitted, they notice that the chantry is
quite crowded. Kindred gather rogether in small groups,
nervously talking. Their whispered conversation echoes
throughout the main room. Anyone using Auspex to over-
hear what s being said gather thar these Kindred don't
actually kenwow what is going on. They have been rousted out
of ather havens in Vienna and ordered to gather here with
onders not to approach the real chaniry under any circum-
stances. All are extremely nervous and speculation rnges
from a Sabbat crusade against Vienna to an impending all-
out war with the Asamires to the idea that Gehenna his
started (not unbelievable in light of the apocalyptic wm the
weather has taken). Successful reading of their auras reveals
Fear, uncertaingy amd confusion

All the occupants stare at the chamcters when they
enter — obviowsly, if somewhat passively, hostile. They ask
why the chamcters are avoiding the meeting with Errius. It
should be clear that every Tremere in the city is here and thae
each knows who the characrers are and why they wre in
Vienna. Any Tremere who spots one o more of the charac-
terswhere they should not be reports this to Exrius immediarely,
allowing him to find them quickly and easily.

Characters with good memonies may notice that the
chantry they are in now is not the chanery they visited a
century ago in Act One. It's just not the same place. Inquisi-
tive chamcten receive terse answers regrding the nature of
the “move.” Those wha become too cririous may find them-
selves in trouble with dhe Warlocks.

Uncomfortable Truths

This scenario puts the charactens in the position of
discovering the fate of the Tremere amtitribu. They canno
prevent the antitbu's destruction, though they may try 1o do
sa, Also, one of the playens in your troupe may portray a
Tremere antitribu. What can you do to include him rather
than forbidding the player v portray o favorite chamcrer —
especially one that has gone through the rest of the
Transylvania Chronicles! Allow him 1o go along, but wam
all the players that their characters may die in this story. Give
them all the choice to roleplay their usual charcters or use
alternate ones. Altemnate characters should be given enough
experience points 10 make it believable that they might be
chisen for Etrius's mission, but fewer than the ones who have
played through the rest of the chromicle. Also, it's quite
possible, if o bit melodramatic, to allow a player's Tremere
anuitribu character 1o survive the imminent destruction, but
such a decision should not be undertaken lightly by the
Storyreller, Unles handled well, such sccommodations make
the rest of the events trite.

Since the characters do not know Etrius's sctual goal —
getting close enough to Goratrix so Tremere can take posses-
sion of his body — it doesn't matter who accompanies him.
Ifa player chooses 1o risk her Tremere antitribu character, the
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story b more significance, of course, nnd pood play should
be rewnrded with a grear death scene. You may have Tremere
ot Errhus exrend one chance lor the charicter 1o survive in
u::.]:l.m.;t: for pood service — by Joining the clan and ngreCing
to a blood bond o ensute continued coopermtion. Allowing
Tremere antiribu chamctens 1o ssicape the fate of their fellows
without convernting and becoming Uninarilla | remere is nos
recommended unles you relish the (dea of storyelling the

st Tremere anribu”™ all ewo thowand or so of them
played by every other annioribu (an..

In the end, however, it's your me and your choice
Future supplements, however, asume that the Tremere
antitribyg were wipe d omat. Yiews can let youron wipe discover the
plot, kill Etries and Tremere and keep the antderbu from being
destroyed — assuming they re capable of defeating an Ante
diluvtan. (What kind of game are you plaving!) Just make (ta
memaorable strugele and remember that if someone diablerizes
Erriua, he 5*!1'!'.'4"]'- find himael! n-'n't'TlJrlwl!nr | h. Tremete,
moAning the while liuhq:‘ wis for nothing since he's now
under the Antediluvian's complete control unnl Tremere is
alls u:-.l Eis Lth' Ciarntrin's I‘Nl\iﬁ' "iult\'l". ever =il |l-.'.:||tll..|'
with Antediluvians wis euny,

SceNe Two: MeeTING IN VIENNA

."'|.'|.'|ll:l1'ltlll::"lr1l'-|il..:lr'.h LT i,'p!‘.i'.r' invvitatiom anad allow

Johanne w drive ithem 1o the meeting, they ravel four Block
tei the Judisches Museum (the Jewith Museum). Even those
few blocks are difficult o tivernse. There are no other cam on
the sreete. Thee car slips and dides along the oote, ot times
almiont blown ingo buildings as i makes is way. The musegm
8 clewed, but Johannes parkas the car and leads the characten
tnside. The chamcters pass through the covered courtyard om
1i'u' g."l‘nlh.l 1].--r .'1 ilu;.;l' 1"t.'H'-\.|. Ll'lh-,-r rhi-,r-.* Wi {Jua o
from the Tomh dominars the aren. Armving on the secomd
floow, the charac

ters enter a noom that seerns almost empty ol
firit glance. On the wall are written the following words, a
qaote froen Walter |=-"r:|| amin, a4 Marcisr Jew _”'u.' [T Can
onuly be seized oo an image which fodhes wp at the st when
it can be recomized and b never seen nmin”

."uih.u.' Y Llllli. J.i'a.ll.rll-l. Illu' -\.'El.1|.|1 TETS NOH e WY EF 1| ffee

stancling plas pancla. When viewed from the correct angle
holograms become visible, moving on the panels, showing
images mnging from views of the Holocsust o plotures of

modern Jewish life in the city, From among the glastly

Mnagcs Stops & tawny hasired mun diessed | 4 thyifug
long woolen coat and square-toed shoes. Those whohave met

hien before recognize Ereus. For those s have not met Bim
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Ernus introduces himself and usks them all to sccompany him
to a small recess where they may sit and wlk.

Twe Pricu

Etruss keeps the meeting formal despite the difficulties
he 15 having integrating Tremere's consciousness with his
own. He does not wani the characters 1o realize that Tremere
has taken up residence inside of him. He wants to get Tremere
into Goratrix as soon as possible and e hopes to convinee the
characters wo assst him through the entire process. He does
not want to tip his hand yer, but he is willing to offer the
characters almost anything to obtain their help. If they realise
this, the characters can ask for quite a lot. Even if Etrius might
be reluctant 1o give them cemain things, Tremere demands
that Etnus make whatever promises seem necessary,

Once they all appear comfortable, Etrius thanks the
characten for coming and tells them the following (feel free
o paraphrase )

“From my letter you know that | wish you all to escort me
ona dangerous journey. Since youare here | assume you intend
to sccepe the risks. | apologize that the weather is so difficule
and hope you had no trouble with your travel armngements. As
| promised, if after hearing the details of the trip you prefer not
toassist me, you can retum home. | still owe youa boon for your
trouble. Should you accompany me, however, the Tremene
clan is prepared 10 be extremely generous.

“We will be raveling to America for a secret meeting
with one of the leaders of the Sabbar. Although | eannot
reveal to you the exact nature of our business, | hope that you
can understand that these talks are vital to our continued
existence. Regardless of the differences between our sects, we
all stand 1o benefit from this meeting.

“Due toa complication you need not concemn yourselves
with, | may not be capable of intervening if emergencies arise.
That is why you are along. You provide security for the
mecting area, assist me as | need it and protect me. You may
be called upon to take part in certin rituals 1 must enact for
our own safety and comfort. While these duties may sound as
though any member of the Tremere clan could perform them,
| assure you that your reputations prove of more value in this
undermaking than any Thaumaturgical skill. Indeed, it is
better that we are not all of one clan, for this broadens trust,
and we must engender tnist in those that we intend 1o meet
if we are 1o succesd.

"Nonetheless, you would think me foolish if | did not
take any steps to ensure your loyalty during the journey. For
this reason, | require each of you to surrender a small amount
of your blood to me. | shall perform a brief rirual that
tempaorarily binds you from harming me and makes it easier
ta include you within my rituals of protection. There are no
lasting effects. | prefer 1o simply accept your word of honor
since | am asking you tw extend your tust to me, bur this
mieeting s [0 important o st o chance. [ wish itcould be
otherwise. | realize | ask a grear deal so | offer you much in

return. The Tremere clan has acces to many tomes and
secrets, should you with to avail younselves of some of them.
| could even reach you Thaumaturgy or offer you wealth,
influence, or some other reward of your choice. Please talk it
over of decide individually what you will ask. [ will leave you
briefly o consider what you will request as payment.”

Etrius rises, but as he does so, he doubles over in pain,
then tums away. Alert charcters, or those who succeed on a
Perception + Awareness roll (difficulry 8) can discern thar
the skin of his face and hands (all they can see of him) seems
to be rippling. Three or more successes allow chamctens ro
note that there is some sort of movement under his coat (his
body swells and recedes). Etrius resists any artemprt from
chamcren who try to help and motions them 10 go on with
what they're doing. Stmightening, he moves out of the alcove
and to the far side of the room, where he studies the holo-
grams and tries to compose himself,

The chamcters may discuss things or decide individually
whiat 10 ask as a reward. Unless they ask for something that is
literally impossible or so ludicrous not even Etrius could obtain
it for them, Errus agrees. Of course, if they are too greedy orwhar
they demand compromises the Tremere or their Antediluvian,
Etrius agrees, but finds a way around fulfilling the bangain. The
only thing Esrius does not agree 1o do isshow anyone Tremere's
“uleeping” form or reveal where he is hidden (of necesity, this
means he cannot reveal the location of the real Tremere chantry
either ), Characrers who refuse to give their blood and tike pan
mdltrimlmmuqm:luamdugu

Protecrive Sicn oF Virae

Omnce an agreement ks reachied, Etrius accompanies the
group back to St. Catherine's, where he has his own room.
The trip back through the storm is even more of a nightmare
than the ride to the museum. Etrius asks the chamcters to
enter his room and assist him in the ritual that binds them all
together. Once within the room, Etrius lights candles 1o form
a circle around the characters and stands in the cenrer. The
characters notice a stack of books with what looks like a
personal journal on top, piled beside the bed.

Etrius takes a small amount of blood from each characrer
and from himself, mixing them in a small bowl. Sabbar
chamecrers may be amused by or wary of this near cousin of the
Vaulderie. The blood bubbles and tums black as Errius
intones a quiet chant in a language none of the chamcrers
recognize. Moving around the circle, he dips his fingers into
the blood and smears a tiny mune on each charcrer's fore-
head, then draws the same rune on his own, The touch of the
blood briefly burns, then fades, but there is no other immedi-
ately apparent effect.

Although he places the rune on his own forehend as well
as the characters, the ritual, known as the Protective Sigil of
Vitae, has no effect an Errius. It prevents the charscters from
taking harmful actions toward him or from remaining passive
while anything or anyone else threatens him. In essence, the
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ritual affects the chamcters like a blood bond withour the
fuwning adulation or false love. ‘While they may not sacrifice
themselves to save him, the characters should feel respon-
sible for keeping him safe. The cffects weat off in a few weeks
(see below for information on breaking this effect if the
characters wish todo so). After the ritual, Exrius explains that
the flight to America leaves as carly as possible the next
evening. From this point on, the charscters assume responsi-
bility for guarding Errius and making certain that the meeting
proceeds as smoothly as possible.

SceENE THREE: SUBVERSION

Wharever the chamcters decide 1o do after the ritual,
one or more of them encounters Tilda, the maid ar St
Catherine's. Tilda has fallen to Saulot’s subversion. Using his
powers when in control of Tremere's body, Saulor reached
out to Tilda, slipped into her mind and made her his puppet.
Though Errius and Tremere have curmiled much of Saulot’s
activiry through their ritual binding, he is still able to exercise
his dominance of Tilda. Saulot originally intended to have
the maid slay Etrius while he slept. Now, he's more interested
in discovering what Errius has written in his private notes
{and he knows Errius well enough to understand thae the
Swedish Kindred always writes everything down). Saulot
needs to make certain nothing he doesn't want known is
revenled. To that end, he has instructed Tilda to find Errius's
journal in his room at St. Catherine’s. The problem! She
can't get in his room since it's warded against ghouls. Since
shie knows the chamcters were inside his room earlier, Saulot

knows also.

At Saulot’s behest, Tilda approaches the chameters on
behall of her unnamed “master” asking them to enter Errius's
room and steal his journal. In retumn, the tells them that her
“patron” promises them a significant reward — be it in
knowledge, riches, influence or whatever else they desire —
even guaranteed protection from the Antediluvians when
they arise from torpor. She believes that her master is Tremere
and that she is following his orders. Masquerading as Tremete,
Saulor has old her that he wants the joumals mken away
from Etrius and returned 1o him. He has also assured her that
Errius currently lies in i deep sleep akin to torpor. Since she
believes this, attempts 1o discover if she is lying show that she
i telling the muth.

Although the room is locked, Etrius, in his exhaustion
from dealing with Tremere, did not place any other wards on
it. The characters can easily gain entry and grab the journal
they saw during the rimal. Errius doesn't awaken. In face, he
doesn’t wake even if the chamcters make a concerted effort
to rouse him. Their choices decide where the story goes from
here. Deliberate attempts to overcome the rirual with Will-
power (difficulty 9, three successes required in an extended
roll) may allow them 1o throw off the constraines placed on
them and act against Emius. Or they mighe decide tha
protecting Errius & in their best interest.

=

ANwHToNTHETOWN g

Etrius expects the characien 1o rcluinqumhin
thelrrooms or gather in the parlos downstairs. He claims
fatigue and locks himself in his own room. Whay Etrius
expects may not be what the chamcters decide to do,
however. Some chamcten hududwrwu
discover more of what lies Etriuy's decision 1o |
meet with mml!ﬁyhbmmm&n’
chantry, they have undoubtedly noticed dhar the Tremere
appear nervous. If they have lbl'lhilndlhthuﬂw.

they may have noticed mare watchers stationed
along the route from the hﬁﬁﬂmﬂi-—
Kindred uuhudmmnnulmunihh'-m

ing with the characrers.
Should m.mmu&maum

they can find a younger Tremere named A . She
is either in the chantry or leaving her g !‘ . -1.
since Etrius is now back in the sfe bouse. Annaliese
tells themwhat she knows in exchange for a promise to
protect het — from what she isn't sure ﬁ“"'
know is that all Tremere in Vienna have

into the “showcase” chantry (she does not call

howeves, instead: w‘ @ it us di!.tulmml
chantry) and told o in part of town.” The

Ifﬂse:hnm:mﬂmhmmchmm
they visited in the last act, Fortschrirt, the Storyteller

_— t tying,

If the chamctens somehow Etﬁmqh and
under the ancient MWL"II_I characters
must achieve three successes on n Willpower roll (diffi-
culty B) to avoid the overwhelming mental suggestion.
If they fall under his sway, Saulotallows them to accom-
pany Etrius in order 1o monitor his movements. It bsup
o the Storyteller whether Saulot liss them ingerfere in
Tremere's plans (thus tipping Saulot's hand). Once they |
are far enough from Saulot, hll dmulttthme }
eachnight. Ifthey can resist @ 1o Vienna for two
months, the control breaks completely (after all, the
nlnn.'l ix not at his full power),

o e s aE s vk 1 o
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Although the journal halds copious notes on every-  entries on Thaumaturgy, the following excerpts should
thing from the nightly running of the chantry to cryptic  prove the most interesting:

- iy ';'1:"".1', - il '?”:"'ﬂﬂ-.‘ s :-\ ;
hat 1 have b f“"fb is true. Tremere Does not 1 t alope.
*ﬂm essence of Sa.uﬂs which 1 be  Jong extingwis #ﬂ o

-~ supremacy within his i'lel M g AQO SCOMIS |
owt by thisrevelation. Idare noteven tldn ut this ut Hmﬁ"

- from Tremere that he controls his own flesh. Too of ten | have bli -

. followed orders detrimental to our I?oals under the delysion thar

: Lcamief romihim, Theothersmust not wumﬂlcanbﬂtrmimthﬂrﬂth
" of thematter, % |
" ‘.H |

Kindred throughout the warib will shudderin the aftermath of an - '.
Ancient’s risc and demise. We have kmnown for some tisme thatﬁ '

=

awakening of the Antediluviansis imminent. Evernow weseek to
the clan to'arms for the coming battle. We cannot assume the
Antediluvianswillwekcomnie Tremercamangthem. Fromalllhave heard
said, the othersfoved Saulot as the best amiong them, A h Saulot
undoubtedly misled them, thuf.,nre wnlikely to of ferquarter 1o the one A
they believe slew their brathc ;

Tremerenorperhaps Itwuhuhukmwafihc Ancient’ simmhblns o 4
fallbefore our utrohserf told him. Is there somie connection among the
brood of Caine's :hllbt.'r that one fﬂ:h what another cxpcrlcmes" And #

what doesit mean i tso ma.ﬂu disparate forces wnite to slay the One
Who Riﬂ‘: Although we wicld many pawns and elaim many allies, |
fear that we may Tack enough t n'o ASAINSt OUr MIANK CHEMICS.
Without Tremere wl-wlcanbsi havenohopeatall.

Imust questionwhether the Ancient mentionedintheprophecycanb 1
Iru destroved. Allevibemﬁnbfmtcﬂhatﬂher tshavchwﬂ*'
at anbuﬂlnowkmwbcttcrt hananyother a:t Hccbrmgmb -
tkc existence of such powgr ul Klubrea If Sau aul‘.:a tramnsfer his—
cahsciousmss to Treme w 1 the master com Amar nth
uparhim.thereisnore uppasetkatoﬂwrﬁ.ﬂf rluviam
) and have not - done the shme, -:cs this mecan that Lasom _.ﬂn,nh
Tzimisceare not gone, bith inside those whosought their power? i so,
theSabbatisinfor aterriblesurprise, B
Beviond this qmtmu looms an even larger one. If, as ru And
- scholarshipimply, theclan f ounders diablerized their sires, vwho is to sath
those unbelievably powerful children of Caine did not also survive -;
through the strategyof hiding withinthose whoskew them? Hearthat
ﬁgllthcﬁchcnmscholarsam W -
of Nod tells us “And you will know thnw by tht
T imc uf in Blood. which will mark vampires that ca Beget, yow
willkmwthcmbutl—m(hnlcss whowillcomcmrulc_. g

“. B . . .' : s LK‘“

Trassrovanas Comoncuss IV
51




—— N

!.l-\,'h"! T oF

£ Feretofore, ¢ & that the

ore; evervone has assumied that the two parts of this section

> _rtf:r“t: tl;e SAMIC 'm‘mahcc We know the thi -?‘I:oi:ﬁb ;xlst. Wcﬁ i}?
everheardsomeof their vauntedprophecy Butavhatif itisnottheC
nihoarclthlanhss.butCaim‘scgfarc silorem, those whocxisted before
‘theclans were founded?  we fear the might of the Antediluvians, how
much more powerful might their sires be? How do we fight what we

L cannot comprehend? \ . : '

=3 . o ow i = A .~

rf'- We h.wcbcﬁ:m.Mulong gmr‘bianshipglvcs meinsight ingo Tremere.
leandiscern whenhe controls hisovwnmindand bodu. Saulot has muchto
answer for, Nightly he torments Tremere, twisting his flesh intaever

“wmore horrible forms, tr?ing to break him, Vet the master prevails. We
work to free him from thisintolerable torture and to trap Savlot so that
his private Juhad goes no farther than the sarcophagus beneath
chantry. | draw the sigils and the ritual circles while the warl
slhumbers. | prepare to perform the ritual at Tremerd’s command, His
freedomlieswithinour reach, yet therisk isgreat to batko_f?s.

HeelSaulot within my mind.evenfromso far below and through all %
the wardslcandevise. Ifought such assaults once before, when Goratrix -
sought 1o slay me. Somechow. | must continue despite the barrage. |
havepreparedallasT rcwrccommnh.lﬁzlf carwhatistocome. What &
canlexpcct?rlwnlacceptI«iscsscﬂcc?WIII subsume me? Willthere still
beanEtrius - 3

- - .' .- L] ’
Thavemadetheinitialcontact andMyca Vukos hasagreed fomcet with
mie. He —or perhapsishould callhim “it” now —can dofittle else in light of
theimprecisenaturcof theprophecyandthe mtcnlial*ﬂs fortheSabbat

" & @ >

inmyoffer.
ST w b R ;
It is done. Tremere rests withinane and Sagilot remain
Treﬁwrc'ﬁbobul..wccntf*iﬁaur athstr

ling toally ’»’“ti"
ugg| toallow ther
A separatencss | can cly ma _ng‘tlurm throwgh me,
overpowering, imposs v 9 -
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I have ordered allour clan to'dvoid t and 1o pther at 1"1('
Ringstrasse. Noonemustenter thechantryagain unﬂtmarrccrtaln
Sa tcannot take their mindsanduset to frec himself. We canmt
_slavhim, forhemavtransfer hisdssenceyetagainanow mmt lainy

apeowr vigilance. | wish Icould trust one of ustoguar im while Jam
rraway, forifearto lcavchimwlth-ml watchers. 2 =
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The characters may read the journals er not as they
choose. They need not give them to Tilda and she has no way
1o compel them ta da so, though she implies otherwise. She
doesn’t have the nerve to take them while the chamcters
sleep, nor does she pose the characters any real theeat.

Dreamsann Reavrry

The following scenes may be used as transition vignettes
to quickly move through scenes thar might happen. The
nightmare scene can be used at any rime throughout the
game, but if your troupe prefers snapshots or cut-scenes to
playing through such scenes, simply ignore these and move
on 1o Scene Four,

Nightmares

Throughout the day, the characters sleep fidully, dis-
turbed by the sound of sereams and premonitions that the
house s collapsing around them. Upon swakening, how-
ever, nothing seems wrong, Heavy mindrops continue 1o
fall and the city remains pretematurally quier. Charcrens
who huve the Nightmares Flaw should receive o hormific
visian that incorporates imagery and allegory from Errius’s
journal, giving them a sense of doom — perhaps a dizzying
pictute of a never-ending descent into the depths eerily lit
only by candlelight or a view of a blood-sonked, bloated
body along with a feeling that they themselves are mapped
inside that putrid flesh and a Mlash of Etrius chanting and
driving the stake into the chamcter's wormlike flesh just
might distueb their sleep.

Nighr Flight

Assuming the characters still plan 1o go along with the
journey as presented and assuming they replaced the journal
if they took i, Etrius awakes just after sunset and groggily
accompanies the characters ns they are driven 1o the airpornt
by Johannes. The min has sopped and though the streers
ate still slick, more cars are on the road and a few people
move from place to place. The private jet takes off on time
and there are no problems with the flight. The plane
touches down hours later in Atlanta, Georgia. The flight
from Vienna to the East Coast takes nine hours. As Vienna
s roughly six hours ahead of the East Coast, the characters
leave Vienna ar approximarely 10 p.m., travel for nine
hours, arriving in Atlanta st 7 a.m. Vienna time, but only
| a.m. in Atlanta.

Debarking, the characters quickly pass through a cursory
customs inspection. The Storyteller should make customs
difficult for any character who looks like trouble. Hartsfield
Alrpor is notorious for its scrutiny of inbound trvels from
foreign countrics.

A car awnits the conspiracy, this one with a young
woman who identifies herself as Sonya. She welcomes them
to Arlanea and explains thar Etrius has set aside a house for
their use while they are in town. She advises them to feed as
they please — the Sabbat are present and Prince Benison has
maore toworry about than a few Kindred visiting for one night.

She mentions that they may feed at the airport if they are
discreet. Wihey check, Sonya's aura seems much like s normal
human with a light tinge that indicates a ghoul. She seems
sincere, nervous and eager to please,

|. Benison Hodge, the Prince of Atlanta, b no ides
what Etrius is doing in the ciry and hopes he can persunde the
powerful Tremere to confide in him when they meet the
following evening. The prince feels flattered that Etrius
chose his city, believing that it was due to his reputation as
staunch supporter of the Camarilla,

Sonya explains that she will returm tomorrow to chaffeur
them in the early evening hours. Just before leaving, she hands
one of the characters ( the best-looking male) a cell phone and
a number where Prince Benison's assistants may be reached in
an emergency. It should be obvious that the prince knows who
Etrius is and is taking pains to make the Tremere and his guests
feel welcome. Afrer all, & boon extended to such powerful
Kindred certanly reaps benefits in the future.

Scene FOour: W ARM WELcoME

Etrius chose vo meet Sascha Vykos in Atlanta because
the city boasts an international airport and is situated on
the East Coast, yet it doesn't seem an obvious destinution
for a Tremere councilor. Unknown to Etrius, however, the
city has recently become contested ground between the
Camarilla and Sabbat. Wanting to know how tough Frrius's
guards are 50 that the Sabbat keeps the upper hand, Sascha
and his own bodyguards use the tense situation to stage a
lirtle test. Under cover of the tension that grips the city
and using several shovelheads (newly Embraced shock
troops) as cannon fodder, they attack the house 10 see
what sort of fight the characters can muster. They don't
intend for their ill-trained and weak recruits 1o acrually
win; they just want what they might face if the negotia
tions tum sour. Then again, if the shovelheads can
overpower Etrius and his guards and take Etrius prisoner,
Sascha gains the upper hand in the meeting. The enig-
matic Tzimisce already feels nervous being in an ostensibly
Camarilla held city and meeting Etrius again for the fint
time in a long while.

The house Prince Benison arranged for the characters is
a small, vnassuming Victorian-style cotage set behind a
stone wall and & meandering girden near the edge of rown.
Thearea is large and isolated enough that odd things happen-
ing around the house attract no notice from the neighbors,
yet it remains within the city and is therefore & les likely
target for Lupines. It has a cozy living mom, kitchen and
pantry, rwo baths, several bedrooms and a few small rooms
including one with a billiards table. There is abso o basement
witha concrete floor and a crawl space in the attic. Although
there are several windows, each is equipped with thick,
overlapping curtains and the beds all feature canopies with
curtains that can be dravm around them.
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After the charactens settle in, let them briefly interci
with Etrius. They may have several questions for him, afrer
all. He seems very tired, almost dmined, and his answers
ramble off the subject and into speculation concerning whethier
the charactes can take over the brant of the negotiations in
the meeting with Sascha. He repeats several times that he is
willing 1o agree 1o almost anything 1o achieve the accord he
seeks. Etrius slips into sleep, then comes awake moaning as a
partacularly viclent spasm wracks his body. The chamcters
clearly see that his face contorts as he rushes from the room
to the bedroom he has chosen for his own, Once he renches
the bed and pulls the curtains around himself, he again falls
into such & deep sleep that he cannot be awakened by less
than Gebenna itself.

Jusa s the characters are thinking of retiring, the Sabbar
troops amack.

Tue AtTACH

Two shovelheads have been Embraced for each charac-
ter in the coterie. These frenzied half-starved vampires crash
through windows, erupting into the characrers’ midst unless
the characters have set up some sort of guard to watch outside
the house. They have only a few minures beft until sunrise. If
the charactens were not keeping watch, the attackers surprise
them, Once the shovelheads engage the charcters, a few
Sabbat recruits who have not yet proved themselves mke
potshots through the windows with cheap, discount-stare
shotguns. Two of the True Sabbat run forward and throw
molotav cockiails through the windows ar different areas of
the howse then flee. The chamacten’ players must moke a
Courage roll to avoid Ristschreck, as must the newly umed
vampires artacking them.

The characters should feel that they are under serious
assault, but unless they are truly incompetent, they should
be able 10 overcome their attackers, douse the flames, then
find and disarm the two gunners or at least chase them off.
All the snipers know is that they were told to come here
along with the shovelheads and prove their competence.
They believe the whole city is under attack and wam the
characters that the city is even now falling to the Sabbar.
They do not know Sascha's name, nor have they seen it
They do know the pack leader's name — Fairura — and that
they were under her direction. They know that the pack has
been staying in an abandoned warehouse and can lead the
characters there, if necessary.

At some point during the battle it may occur 1o a
chamcrer that Etrius has not appeared. They may wonder if
he s still safe and go to investigate. If anyone thinks of this
within three tums, they can thwart the half-hearted artempe
by three of the pack members to spirit the sleeping Methuselah
awny while the battle mges elsewhere. The three run when-
ever oppaosition appears, fleeing into the darkness (courtesy
of their Lasombea) unless the characress have some means to
mop them. If the characters wait longer than three tums o

investigate, by the time they reach Etrius's room, the window
stands open and he is gone.

I anyone phones for help from Hodge's assistants, they
promise aid, which arrives within 20 minutes. By then, of
course, the battle is probably over.

Assuming that the characters fend off the atack and
keep Etrims from being kidnapped, they ean also eall
Prince Benison's contacts after the fight and demand thar
ghouls be sent over 1o protect them during the day. One of
Hodge's ghouls, Leslie — a huge man with a prodigious
taste for Kindred blood — dispatches three ghouls with
several guns o do so. The characters may sleep undis-
turbed. Conversely, if they don't call Prince Benison
either some characters must attempt 10 remain awake
throughout the day or trust to luck. No mare attacks occur
during the day. The ghouls use most of their time 1o board
over broken windows. They explain apologerically that
unless the characters want to transfer to s hotel, the prince
curtently has nowhere else they can stay, and the hotel is
not secure.,

If the Sabbat has taken Errius, it is far too close to duwn
for the characters to track them. They have to wait until the
sun sets the next evening,

At some point, the characters may question how the
Sabbar knew where o find them. The obvious conclusion
is through someone in the prince’s camp. They may suspect
Sonya or one of the ghouls sent to guard them. In fact,
Fairuza got to Benison s ghoul, Leslie, several nights ago and
convinced him that in return for the continued unlife of his
muster snd for his own worthless hide and a nonstop supply
of vampire vitme, he should report anything out of the
ordinary o her immediately. Fairuza and her pack often
serve as the infamous Sascha Vykos's bodyguards. She
artived in town early to check things out and learmed from
Leslie that "someone important™ was staying at the cottage.
Two plus two made four, end of story. It marters little
whether the characters figure this out and expose Leslie.
Thar isn't their purpose here.

THe OpposiTioN

These are examples of the charmctens’ opponents. [f they
sem overly weak or strong for your troupe’s characters,
simply change their generations, Traits or anything else 1o a
more appropaiate mtng. Remember, however, that this is
only supposed to be a feint against the chamcrers, not mke
them out or put them in rorpor.

SHOVELHEADS

These guys are newly created. They're pitiful cannon
fodder, though they are surprisingly strong since Fairuzm's
pack contains some stronger vampires. Still, the pack mem-
bers don't even know their names. They're frenzied,
blood-starved thugs who haven't even had time to realize
they're vampires yet. Only the applicable Trairs are given.

Trasmvise Comosarnis [

56

:
|




e

Clan: varies
Mature: varies
Demeanor: Bravo
Creneration: 11 ar 12
Physical: Strength 4, Dexterity 3, Stamina 3
Social: Charisma 2, Manipulation 2, Appearunce 3
Mental: Perception 2, Intelligence 2, Wits 2
Talents: Aleriness |, Achletics 2, Brawl 2, Declge 2
Skills: Firearms 1, Melee 2, Security 1, Stealth 2
Knowledges: Computer 1, Investigation 2, Medicine |
Disciplines: Celerity |, Potence |, Forrinsde |
Virtues: Conscience 2, Self-Conral 2, Courape 4
Morality: Humanioy 3
Willpower: 4
TwoRecrurms

These are new members of the pack who were recently
created. They call themselves Rowdy and Rasor, They have
begun learning about the Sabbat and now work 1o eam
themselves a place within it. They hope 1o become Truc
Sabbat by proving themselves in this bartle. Only the appli
cable Traits are given. Uither pack members should be (leshed
ot and named by the Sworyreller
Clan: Brujoh angirribng
Mature: varies
Demeanor: Bravo
Generation: 9th
Physical: Strength 4, Dexterity 3, Staming 3
Social: Charisma 3, Manipulation 2, Appearance 3
Mental: Perception 2, Intelligence 2, Wit 2
Talents: Alermness |, Athletics 2, Brawl 3, Dodge 2, Intimi
dation 2, Sireetwise 2, Subterfuge |
Skills: Dvive 1, Firearms 3, Melee 3, Security 2, Stealth 2
Knowledges: Computer |, Investigation 2, Law 1, Medicine |
Disciplines: Celerity |, Potence |, Presence 1
Virtues: Conscience 2, Self-Control 2, Counipe 4
Morality: Humanity 5
Willpower: 6
Turee TRUE SARRAT

These thiee are proven members of Fainza's pack
( ."ruugmhcu'n- is a Sth feneration Toveador antiorbig, Dinaro
isa 10th generation Lasombrn and Flayer is a 10th genera.
tion Trimisce. They ignore everything else going on during

the attack. Their job is 1o kidnap Etriue. Neither

¥ i Fairuza nor Sascha expects this to asctunlly work; it
justafeint vosee if Etrius recognizes that he shouldn't
ke try to kill those that he supposedly wants 1o join

These three are the most surprised of the pack if they
actually succeed in capturing the Methuselah. The perti-
nent Traits are given. Slashes indicate the different Traits
for each pack member.
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Clan: Toreados antieribs/Lasombra/Trimisce
Mature: vanies

Demeanor: varies

Generation: fth/10thy/ 1 0¢th

Physical: Strength 4, Dexterity 3, Stamina 3

Social: Charsma 3312 Manipulation 2/3/2, Appearance 3(3/4
Mental: Perceprion 3/2/3, Intelligence 3, Wi 2/3/3
Talents: Alertness 2/1/1, Athletics 2/2/3, Brawl 3, Dodge 2,
Intimsdation 1, Streetwise 2, Subterfuge 2/3f1

Skills: Drive 1, Firearms 3, Melee 3, Security 2, Stealth 2
Knowledges: Computer |, Investigation 2, Law |, Medicine 1
Disciplines: (Guggenheim) Auspex 1, Celerity 2, Presence 2
— (Dinaro) Dominate 2, Obtenebration 2 — (Flayer) Ani.
malom 1, Auspex 1, Vicissinude 2

Virtues: Convierion 2, Instinet 2, Courape 4

Morality: Humanity 4

Willpower: 6

SCENE FIVE: DermLous Duries

If the characters stopped the artack and foiled the
kidnapping, they may briefly meet with Prince Benison
the following evening. The prince is apologeric about the
attack and seems particularly solicitous of Eerius. For his
part, Etrius seems distant, answering in monosyllables and
clearly wanting to discharge this duty and get away. He
declines an invitation to the theater, claiming pressing
business elsewhere,

Once back at the house, Errius dismisses the ghouls
and tells the characters that they must attempt to bargain
with Sascha on his behalf. If the characters tell Etrius that
they know Tremere's spirit is inside him, he explains chat
he must conserve his sirength for the nexe meeting — the
one that this meeting precedes. He explains thai it is
absolutely essential for everyone's safery that no one else
discover that he harbors Tremere's spirit within him.
nherwise, he simply rells them he always intended for
them to assume this role since they are acting as his guands
and assistants,

Etrius asks the chamcrers 1o achieve every concession
they can imagine so that they are all as protected as
possible. At the least they must insist that they all act as
his guards and make certain the Sabbat do not have more
guards st the meeting than Errius does. He adds, however,
that if there are points that are obviously non-negotinble
thast they must give in and request some other concession
to offset them. It is more important that the meering take
place than that they remain entirely safe or gain all the
concesions they want.

Finally, he explains that Sascha is acting as » RO
between to arrange a meering between Etrius and Goratrix.
If the characters were among those who escorted Goratrix
w0 Ceoris long ago, they probably have memories of him —

good or bad depending on their interctions with him at
that time. Goratrix undoubtedly remembers them, which
gives them a far more personal stake in the mission than
they might have believed,

Near midnight, a van pulls into the driveway of the
cottage. Several figures emerge and make their way towand
the house. This is Fainua's pack. There should be one
member for each character. 1 the conspiracy captured any
of the pack the night before and accuse Fainuza of breaking
the truce during the meeting by attacking them, she coolly
replies that the meeting wasn't until tonight. She takes
any prisoners they want to return but remains uncon-
cerned if they've been killed or handed over to Hodge,
Maost weren't True Sabbat and every war pack knows the
consequences of caprure. She dismisses further talk abour
it and says she has brought Sascha to meet with Errius, If
they don't want to meet, she and her pack have better
things to do.

Onece Fairuza is convineed the site is secure, she makes 2
call on her cell phone and a SUV pulls up. Sascha Vykos
emerges from the vehicle and walks w the cottage.

Even if the characters have met Sascha before, if they
have not seen it in a while they may not recognize the
disturbingly fleshcrafted Trimisce priscus. Its weird alien
beaurty is both compelling and repulsive at the same rime.
Keeping their minds on the negotistions rather than
simply staring in fascination at Sascha may prove difficult
for the charctens — parcicularly if any are Toreador (a
Willpower roll versus difficulty 7, 8 for Toreador, requir-
ing two successes ).

Sascha expects Ernius to speak with it. Etrivs manages
to remain in the room and nod approval of the characters'
negotiations, but says lictle himself. Their mecting is
somewhat strained. Sascha was once a promising magus of
House Tremere in the Order of Hermes. Since its Embrace
into the Trimisce clan (a result of a betrayal by Goratrix,
who was jealous of the young man), Sascha has considered
the Tremere i1s enemies — mostly because of Goratrix.
Now it finds itself in the ironic position of negotiating
with Etrius. It mostly liked him long ago, but is now his
enemy by both clan and sect. It negotiates on behalf of her
old foe Goratrix who is nominally its ally since they're
both Sabbar,

On the other hand, Etrius led Sascha 1o believe that he
is here to negotiate the defection of a conspiratorial Tremere
faction from the Camarilla 1o the Sabbar, motivated by the
recent events that have caused “schisms within the house of
mystery.” He implied that such a move cannot be made
until he meets with Gomtrix to work out their centuries-
long feud. Sascha dares not cause that w fall through
because of personal feelings. It means o much o the
Sabbar and might fatally weaken the Camarilla, especially
since the Gangrel, acconding 1o the whispers of some antieribu,
seem perilously ready 1o abandon the sect as well. Errius
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iz, bt conild think of o ot her bait .'-|1|i'-|'|[:r|.i: rn.nu,,:lu [ 1F]
force o meeting with Gomtrix. He's in no shape to iry
INTTHINE MiMe covert

Errivs remainsnlmost impossible to read chrough Auwspex
both because be main tins Thoumatungical wands agninat i
Besides, be 15 such & master of the | hecipline chat he knows
how 1o defend against such inmusions. He isn't the second
moat powetful Tremere in the world for nothing.

"P.!I..'l hes 0 t".:r;‘.llll. 1 !u...il noway III.LI it i'l'“'":"'
Errus's group at » dissdvanimge when they meer Gorarrix
Obwviously, the characters should try 1o counter this ploy
Whatever other concesions Or afTecmenis nne 1'|:_'||.'I1l.'-_|,
there are three PR On whach =aiclha has no .||_|.1I|n:'||'|, Lid
bend. He will not agree to the meeting on Gorarrix's behali
i liega 1” 'I‘err I A r:-rr-_|

* iorarrix insbsrs that the meeting occur in Mexico
Cliry. Sancha has alrendy shown the pood faith of the Sabbat
by coming to a nominally Camarilla city to meet with Etrius
LeOraine cannod trost lh.rl Ihl.-. L& Ol sovpme 500t Ol [r;qwl.“_j |'-|.
the Tremere to capture him. With the meeting on his home
ground, he feels more secure

The chamcrers can make MERE AT MO of other sites, J;-h'.*..]I
for neutml ground or whatever else they like, bur Sascha

-.i lﬂdl.ll t‘tll.h._"l‘ l‘.'\.l"['l.!l.:uu\, |rl}u'l:|”.-.{-\:1,: J.,n,ru Eirus Arecs
to this condition

® Coratrix cannot be certain that Eirius doesn't huve
some o0t of mick in mind. Therefore, Errius himself must be
!"h'_-"lh.'.I“\ restrained until the time of the meeting. He must
either be bound and escorted o the meeving by the Blacl
Hand or seaked and T wted
The charac-
ters can get Sascha mo agree to bind Errus with manacles o

!11!”1."'- scnve room for mancuvering e

othier etin e, or 'hl"ﬁ' an convince Sascha to let Fadreea's
pick escort him and go along themselves as guands to make
certain the Sabbat doesn't harm Errius on the way. 1 they pet

at leist thismoch ol a CONRCess KON N 11_|kg|;.-_||;1.|' oy Bl k

Hamnd

* The characters must ac onpany Errim to the meet

Eirius ngrees

ing. Since they represent interests other than the Tremere
fnction, Saschu reguires them to put their unlives on the
line deep in Sabbat verritory. If any of the charicters are
Sabbat, they |‘I~r.'.l]"|'|. dion't have a problem with this
L 'ﬂ!l""-fﬂ-l'p wonder if they were chosen becasise th thoug hit
of their demise does not greatly distress the Tremere
Funny how even elders sometimes feel « :"F"r“'l thie. b
ously, Etriue agrees 1o this. Now, the characters just have
10 do s oo
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Sascha concludes the meeting by explaining that Fairum's
pack will sccompany them to Mexico City and act is guands
for Goratrix at the meeting, It says it will let them know rravel
derails tomorrow night, bus to be ready 1o leave for Mexico
just after sunset. The Sabbat leave. Characters obsessed with
following them may discover an abandoned warehouse, which
the Sabbar currently occupy. Any interference there prob-
ably destroys the agreements made, however, and the meeting
may full through as o result.

TrounLesHOOTING THE CApTURE

If the charscters fuiled to prevent Etrius's capture, they
have three chotces. They can wait for the Sabbat 1o contact
them — a vain hope, since they got what they came for and
the charicters are just unnecessary baggage. They may try o
convince any captured Sabbat to tell them where the rest
are hiding, which sn't too difficult if the captives aren't
True Sabbar.

Finally, they can put pressure on Prince Benison, When
he learna that the Sabbar have wken Eirius, Leslic breaks
down and confesses. He knows the woman he's been talking
to stays in an abandoned warehouse. Leslie can tell the
characters the street it's on. For his part, Leslie begs for
mercy, telling the prince that the Sabbar threarened ro
torture and kill Benison if he didn't cooperate. If the
characters are really interested in what happens 1o this
worm, the Storyteller s encouraged 1o find some truly
gruesome punishment to inflice on him. Then again, they
are better served by locating Etrius.

Locating the warchouse within two hours after sunset
allows the chatacrers to find Etrius seill there. Sascha, who is
amused that thie charse ters lost Ereius, but knows the negotia-
tions are important, orders the Sabbat to allow the characiers
to retrieve their charge and hold the negotintiona in the
warchouse, [f they arrive more than two hours past sunset, the
Sabbar are gone. The only clue is a crumpled computer
printout confirming reservations to Mexico City via Hous-
ton. The charcters must get themselves to Mexico City and
find Exrius — among 20 million people — if they plan w
continue. Etrius proves quite unhappy if they make no
attempt to rescue him even though the Sabbar ke him
where he wants to go. Somewhere in the back of his mind,
Etrius hoped he'd survive this mad scheme.

Scene Sik: MEETING OF GIANTS

If the characters are with Etrius at this point, the
Sabbar arrive the next evening about a half hour after
sundown to pick them up in their van and SUV. The two
groups drive to the airport and board a commercial flight 1o
Hauston. From there, they transfer to a private planc for the
joutney to Mexico City. The fights are uneventful —
unless, of course, you see fit to puncruare the flight with
something interesting.

Upon arrival, the groups clear customs via proxy and

pile into asmall, empry tour bus. The bus carries them to the

Museo y Ruinas Temple Mayor (Great Temple Museum
and Ruins), Goratrix awaits them in the closed muscum
near the eompandh (the skull rack) where Astec warrions
displayed the heads of decapitated prisoners. He expects his
visitors to get the implied threat. Nonetheless, he seems
cordial, asking if the characters and Etrius have fed and
offers o have sustenance delivered if anyone requires it.
Should the characters agree, three obviously poor and
homeless women are brought in soon thereafter and the
characters are told 1o slake their thirst. Gorarrix offhand-
edly remarks that his people can find somewhere to hide the
bodies. The women do not take this news well. If the
characters don't finish them off, the Sabbat members do.
Etrius docs not feed.

CHasinG DowNLeans

If the chamcters lost Etrius, they can discover where
the Sabbat has gone through the flight confirmation they
found in the warehouse. The Sabibat took the route through
Houston to Mexico City. The chamcters must ke com-
mercial flights the whole way. Once in Mexico, if they stay
focused and don't look too out of place, they can discover
the Mayapan, a trendy nightclub in the Zona Rosa where
Sabbar occasionally hang out to feed from the tourists.
There they overhear alk between two Tremere ansieribu
concerning an importany meeting between Goramrix and
some Camarilla dupe. One mentians the “father’s” pen-
chant for meeting visitors at the “Temple Museum.” The
characters can discover that this is the Museo y Ruinas
Temple Mayor by asking somecone or looking in a guide-
book. The other laughs and says “That's only because he
enjoys playing with the obsidian knives on display there.”
From this clue the characters can find Errius. Trying wo
caprure the Tremere antirribu or force them to lead the way
tos thee museum may work, if the charncters are persuasive or
brutal enough. The Tremere see no need to fight to the
death but there are other nesrby Sabbat who might come 1o
their sect members' assistance.

ImrHe Museum

Once they reach the museum, the charactess find
Goratrix and Fairuzm's pack near the skull mck. Sascha has
already lefr. Staked and helpless, Etrius is laid out on a stone
table that must weigh several hundred pounds. Goratrix
watches with an amused smile on his face while Flayer deftly
cuts away Errius's shire with an obsidian knife and morions
as though he is ready to peel Etrius’s skin from his body. The
former Tremere councilor leans over his motionless victim
and says, “l always wanted to do this. While my assistant
diverts your attention, | shall read you and discover any
duplicity you planned. Perhaps if [ discover you are serious
about the purpose of this meeting, and if you survive the
night, we may even let you pathetic weaklings join the
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Sabbat. Bur you will become my slave to pay for your
arrogance, in any case. | only wish | could hear vour screnms
o Fluyer worke He is such an areiar”

The characrers may intervene by sttacking the Sabba,
who certainly aren't expecting them, or by demanding that
Ciommx SIOp and threaten o indorm his superio in the
Sabbat that he's throwing away a deal thar enhances the
Sabbar's power. If the characters insivt thar the Sabbat allow
theim to act a8 Etviu's advocates, Goratrix finds I amusing
and allows them o do s He ||,I1ll41i.r| Etriua ard AgTees Eo 3
private tlk — within shouting distence of thelr guards, of
coure. Cloratrix husalways been arrogant. He doean't believe
thar Etrius can offer him serious competition, capecially
when the Methuselah seems so weak and shaken

PrrivaTe ConsurTaTioON

Whether they reach this point through secompany-
ing Etius or finding him after he's been taken by the
Sabbar, the chnracters are now observers and guards to
offset the Sabbat present. Goratrix and Errius move away
from t]'lt"ﬂ'll..'up — j LT Ot of the line of -|.|+_Ih! !tu.!.'tn.' the
chamcters to glare ar Fairuza’s pack or 1o talk with them as
they see fit,

-nh"\' Can just hear Coratrix say, | canmnot tomt you
unless you freely open your mind 1o me and allow me to read
youl.” Erriu says quietly, "l came prepared 1o do just tha”
They can hear the two walking off into an alcove, then
silence. Several minutes later, evervone heats a by sarse soremm
thar nbruptly cuts off. Presumably, the chamctens and the
rack both investigate

In the room, they see Etrius on the floor, holding his
I“!'-'I'li!. 4!11] (.;U'I'.Itilx !ut:lndln.p: Over E‘||l1'|.r Just ‘T?JIHjiTt'Illﬂﬂ up.
Blood rears bathe both their fices. Gomtri seems 1o shudder
as i his body were racked by o powerful electrical shock. Then
he turma to the group, impassive and somehow more inieni-
duting than he was just moments before

“He speaks the rroth,” Gomtrix says, "We must allow
him free passage from Mexico so that he muy retum and
prepare. We have won a preat vicrory! These others,” he
VS (NMnEing the t'h-ﬂ-h.ll!l'l. “muat sty hete (0 gsist e
in the prepamtions | must make.” He speaks 10 Fainum,
ll'"lhﬂ her and her pack ro escort Etrius to the airpor and
let |IIFI1 o Fairuea tries to Argue, Eaying that the characten
cannot be tusted. He stops her and ondens her to comply
Shie does so, still protesting

It's likely the chamcren also provest. Goratrix assires
TI'FL‘I'T] he means no !1.|{'|'|:I .Ilid that 1_|'u-1. Can guite s0on It
necessary, be Dominates them. 1 this happens, the charae
rers do not feel just the unal compulsion, but CXPEncnie
something hellishly akin 1o their minds being wepped in
flames. Whether they like it o not, they're staving.
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WHAT AcTuALLY HAppeNeD

All the time that Tremere has been inside Etrius, they
have been preparing and performing the preliminary steps 1o
a Level 10 rivual that allows Tremere to wake Goratrix's body.
The final key to unlocking the ritual's power was to penetrate
the anttribu’s mind. When Goratrix demanded that Errius
open his mind to him and opened his own o that he could
access Etrius's thoughits, he opened a conduit. Tremere used
that to slip inside Goratrix's body, take over after a brief
struggle and expel Gomirix.

THe CHPLANATION

Once the Sabbat have left, “Goratrix™ tums 1o the
chamcters and thanks them for their efforts on his behalf, If
they read Etrius's journal, Tremere doesn't bother with
pretenses. He assumes they know that he's taken Gorarrix's
body and expelled the other vampire's essence. If they have
not read the journal, Tremere tells them what just hap-
pened. He explains about Saulot and tells them that Goratrix
and most of the Tremere antienbu have fallen too far out of
line with the original House Tremere's purpose to be of any
use to him. He asks for the characters’ help in wiping them
ouit. If there are Sabbat among the characters he appeals 1o
them with the argument that they are slaying selfish, rogue
elements who comupe the Sabbat for their own whims, He
gives Tremere antitribu in the conspiracy one chance o
survive. They must swear allegiance to Tremere and agree
to i blood bond. Tremere immediately slays those who do
not agree to help him, This is far too dangerous to tnust
another Kindred to keep her silence. If they help him kill
the antribu, however, they implicate themselves and be-
come subject to the penalty the Sabbat inflicts on anyone
who murders their members,

Characters may pretend to agree and secretly intend to
slip away. Tremere sces through their stratagems as if looking
through clear glass. They either assist him or die. Smart
characters recognize the futility of refusing and hope that
events tmnspire to free them. Then again, some characien
probably jump at the chance to off the Tremere antitriba

For now, Tremere wants the characters to accompany
him to a place he knows of from ripping the knowledpe from
Goratrix’s mind. He explains that it is a college of magic
where Tremere antmibs are taught thaumarurgy. The charc-
ters help him prepare the area for the great ritual in which he
sbays the artimmibu

ConcerNinG GORATRIM

Tremere doesn’t think that Goratrix could possibly
know how to move to another body. Affter all, only an
Anvediluvian could perform such o powerful (Level 10)
ritual. He assumes his rebellious one-time apprentice is now
dead. Truly evil Storyrellers might consider whether there
could be any Giovanni nearby who might capture his disem-
bodied spirit and use it against Tremere later....

SceENE SEVEN:
SuMMONSIN MERICO

The Universidad del Tercer Circulo del Serpiente
Dorado lies buried a quarter mile below the ground on the
ourskirts of Mexico City. Within a ruined access tunnel of
the sewer lies the hidden encryway, Warded against inor-
sion, the entry leads o a long series of stairs and Jedges
beneath the streets of the city, leading ever downwand.
With the correct Thaumaturgical ritual, the Tremere
anticribu need no external light source. Tremere knows all
the passwords, gestures of negation and all the rituals
Coratrix knew.

Beyond the stairs lies a vestibule where a great white
alligator makes her nest. The antitribu and any with them pass
unmaolested. Behind a gilded doorway lies the chantry, sev-
eral rooms with ancient tomes and magical paraphemalia,
small areas obviously used by individuals as sancrums, and a
large room with a vaulted ceiling hosts a conclave of the
Tremere antitribu

Ower the next few weeks Tremere (as Gorarrin) forbids
any other anritribu from coming to the chantry, explaining
that he is preparing an important ritual to give all the
antitribu the power to withstand the rerrible wrath of the
Antediluvians. If your roupe enjoys night-to-night de-
tailed play, they may busy themselves during these weeks:
buying up a grear deal of the purest silver they can find,
helping to forge rings from it, assisting in inscribing small
sigils into the rings and aiding Tremere in drawing an
enormous circle of power in the conclave room. They also
sprinkle some sort of powder over the few volumes tha
Tremere does not pull off the shelves to keep. They may also
feed with reckless abandon — Mexico City teems with the
lwrgest population of any city on Earth,

At some point, Tremere leaves them for several hours
und rerurns laver looking more vigorous than he has since
taking Goratrix's body. If the characters have cultivated
any informants in Mexico Ciry, they ean lenrn thar Fainuza's
pack has disappeared. (Tremere had to find sustenance
somewhere and the pack was becoming annoying trying to
learn what “Goratrix” was up to). Should any of the
characters take this opportunity to escape, wards and traps
may dissuade her. If she flees outside the chantry with
escape on her mind, she begins to feel excessively warm.
The feeling intensifies over the next minute or so, unril
she feels as though she is abour to burst into flame. I she
does not turn back, she spontancously combusts and is
immolated in seconds.

Tremere arranges for the ritual to take place on the same
night as a huge Sabbat mlly where the reactionary vampire
band Solange and Sabotage ts playing. He reasons that every
Sabbat in the city is otherwise occupied, leaving him free 10
perform the ritual undisturbed.
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The charicters and Tremere himself dress in deeply
cowled robes. Each of the charucters holds &n unsheathed,
blunted sword. Asthe Tremere antitribu enter, each is handed
a silver ring and 1old 1o don it when instructed during the
ritual. Once all are in the vaulted room, “Goratrix” directs
them to stand in a circle. He asks the characters to take up
positions surrounding them with their swords pointed out-
ward o guard them from inmmusion,

Tremere begins a chant, taken up by all the participants.
Individual characters receive instructions to do the follow-
ing: lay down their swords, light incense in several bumners
along the walls, anoint each antitribu with scented oil on her
forehend (approximarely where Saulot's thind eye would be),
then step behind each pamicipant and mumble a specific
mystical syllable. All the while Tremere remains at the center
of the circle. About an hour into the proceedings, he com-
mands the aniimibu to don thelr rings. Eusch does o and
becomes rooted to the spot as il staked and pamlyzed. The
characters see the panic in the participants’ eyes. A palpable
ausra of terror arises as some enormous power spreads through-
out the room and outward to the other chambers in the
chantry. To continue with the ritual, some charncters may
have to succeed on a ConsciencefConviction roll or lose one
point from their Humanity or Path rating for callously assist-
ing the antirribiu’s destpuction

Tremere commands the characters again take up their
swords and step into the cenver of the circle with him. He
instructs them to point the blades outward, Once they are in
pusition, he screams out several words in s gurtuml language
s harsh it doesn't even sound like a human tongue. The air
seems 10 vibrate. Starting from the outermost chamber, the
chantry explodes into white-hot flame. The conflagration
rushes inward to the circle of paralyzed antirribu, instanely
consuming them, leaving only columns of gray and white ash
in human shape behind. If any are ouched, the column
crumbles into ash, leaving a charred silver circle to fall to the
floor with a tiny rnging sound.

During the firestorm, the chamcters must succeed on a
Courage roll (difficulty 9) to avoid Roschreck. If a charscrer
drops her sword and runs out of the circle, she takes aggra-
vated damage equal to direct sunlight for eight turns while
she attempts 1o escape. By remaining in the circle, she i
subject to only three turns of damage. If she remains within
the circle and continues holding the sword, the fire leaves her
unharmed. Chamcten who succeed in their Courage 1olls
may assist those who don't and artempt 1o keep them within
the circle's protection.

Epnocue

Afrer the firestorm, Tremere releases the characters after
warning them that he has a long reach and any berrayal of
what they know may cause him to rethink his leniency in
setting them free. Etrius arvanges for their transporeation out
of Mexico to anywhere they wish 1o go. Before they leave,
Tremere tells them to contact Emius 1o claim wharever
reward they were promised. Any characters who scred in
Tremere's interests throughout the journcy may be recog-
nized as allies of the Tremere with the right 1o call upon the
clan for minor boons in addition 1o their other rewards. Then
again, being an ally goes both ways....

AFTERMATH

Tall and dork, unburdened of another's conseioumess for
the first time in centuries, he opened the three locks on the lowser
chamber’s door, Wawing his hand in a complex pattern, Tremere
swept aside the wards barring him entry and stepped into the
chamber. He could feel it even before entering, The arr of the
tomb eddied around him, swirling dust abowut his feet as he sared
at the sarcophagus i which he'd spent much of his unlife
Empity. The great ebony stake lay snapped m half, ity silvery
runes tuisted and blackened. As if from a great distance, he
heard the warlord Laghing,
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Behold, he cometh with clonds;
el every eve shall see him

amid they alw which L ed hum
il el keimdreds il the earth shall

unitl hecatoe of him

H.I"i'l'l kb [ 1d
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gamie when the characrers meet Ying Le

[)Hl'-'l IMINARY CUuT-Scene: Tue
APPRENTICE

Ying Lot bneels ar the sale of the dais, head redfectfully
b, Hoving frudhed his part of the riomal, he laena o his
maester Laan Meng's sonorous chane, following the gestares m his
mind withowr having eo e them. A the Flonorahle Master rises
to place o pade wtome in its mtended vecepracle, the temple bells
erup im wdden clemor. Owerpowenmgly loud, discondiom wnd
wgrtiing, the great bells houd, thengh no hands beat upon them
Lun Meng, momenterily unnerved . drops the small obdong jads
Im the sudden slence, it clseks aonois the dais and folls nevr wo the
cipully srprived apfmentice

“Master!”

As if emenging from a dong dream, Lin Meng loks diown ot
his fowverite pupid. “He s free,” the ancient geomameer u-luq.]'k-n
“Uhuy wniting v af on end

Durmang to the elabwmaeely corved cobinets behind him, Lun
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He takes e o small wilkin bindle ond @ Lenier H
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rmens omiy
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DRAWING THE THREADS
TOGFTHER

Many plot lines converge here in the final act of the
Transylvania Chronicles, weaving together the mpestry of
the many events that shaped the charmcters' unlives. The
story is not intenided 1o tie up every loose end or answer every
question. [nstead, it ends some stories while beginning new
omes. The world the chamcters once knew is gone, even in
Transylvania. What wisonce a backward, superstitious place
now sports i ugly modernism ushered in by deposed dictator
Micolai Cenucescy

Ceaucescu insisted on having his own nuclear power
station for his renovated capiral, In Romanda, though, things
never go quite as intended. From the first, the workmanship
proved unbelievably shoddy. The station had to be almost
totally rebuilt between 1989 and 1996, when one resctor
finally went on-line. Since then, cost cuts and the breakup of
the Soviet Union have precluded the country from continu-
ingadequate mamtenance mensures on the fucility, leaving it
vullnerable 1o accidents like the one at Chernaobyl.

Another's hand moved alongside Cemceseu's in the
building of the power station, constructing something far
maore sinister. The characters may leam this the hard way.
Despite its modern Mavor, Romania still has cause 1o fear —
not the monsters of old but the new onies that smlk the night
beneath its nuclear-powered streetlighs,

Kindred capable of surviving the modem nights must be
both resourceful and strong. In theit-hundreds of years, the
chamcrers have proven themselves. Now Gehenna is here,
and the final signs of Kupala are not far away. Some scholars
of the Final Nights elnim that the signs speak only of difficul -
ties for the Kindred of Transylvania. Others say these are the
true signa of Gehenna, that those given in the Book of Nod are
lies propagared by Saulot to disguise his part in the Jyhad. A
few — like Lucita, and perhaps the chamcters — believe thar
all the prophecies have some significance

STORY
BACKGROUNDS

Although separated by centuries, the events of the
following stories converge, meeting in the forgotten corner of
the world known as Transylvania. The players have not
known it until now, but the part they played in building the
peomantic web marks them as o part of the Ancient Nosferatu's
story, The first of these tales may be presented to players as a
cut-scene, bringing greater insight into their experience of
the Transylvania Chronicles,

ATareorLoveannp Loss

In an epoch before there existed a need for time, two
lovers were drawn topether by one another’s beauty, One
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thing marred their love — his obsession with being the most
beautiful creature on Earth. His face was marved by only the
tindest flaw, a hardly noticeable serureh. To him, this infin-
vesimal mark barred him from the perfection he sought. His
sire hod coused it when she Embraced him. His lover found
him entrancing despite the minute flaw, but he could not rest
easily. He plotted revenge against his sire, achieving it when
he focled his grandfather into traveling away from home.
While he was gone, the beauriful one convineed his brethren
— including his beloved — 1o kill their sines. Thus did he
punish his sire for matming him.

When his grandfather returned and learmned what his
vain grandson had done, he called him forth and cursed him,
blasting his grandchilde’s face and shape to monstrous ugli-
ness. The most beautiful became the most hideous. As he
harbored in his hean only vanity and bestial hatred, so he
must wear his feelings upon his outer form. Wailing for his
lost beauty, the one called Nosferat fled from Caine.

As he ran, he encountered his love. She recoiled from
him in homor as he mied to profiess his love for her. He cursed
her name then, vowing 10 destroy her as he had been
destroyed by Caine"scurse. From that night onward, Nosferatu
has workeed in secret, hiding his face and his intentions,
resting heneath the unforgiving earth — awniting the time
when he can call downg rmin of fire and destruction on his lost
lowve, Toreador.

REMEMBRANCES OF THINGS
Past

Mot solong ago, yer long enough that the characters may
have forgotten many details, they were sent to rebuild a
forress in Tihut Pass. There they found the fire of several
ancient writings that called into question Saulot's reputation
as & gentle scholar and healer. Those who knew of Saulot
believe him long extnguished, slain and diablerized by
Tremere. The churacrers now know the tuth of the marter.
Further, they may have spread news of this 1o others, though
mist prove reluctant to listen or believe. The characters may
even have become part of or founded » Gehenna cult using
the wrirings us n basis for their investigations.

The characters also met a crazed prophet named Octavio,
wheo told them about his visions of o great Slavic deman
called Kupala. Octavio's pronouncements of the signs of the
demon's rising have followed the chamcters throughout most
of their unlives. Octavio surrendered his existence — and his
visions — to Anatole. The portents seen by both Octavioand
Anatole reflect uming points in Kindred history, events in
which the characten have mken part. The conspincy then
met Anatole and Lucita at the site of the fortress and first
heard that mad Malkavian's prophecies regarding the parnt
they would play in the unfolding of the signs. Their associa-
tion with Anatole and Lucita hns benefited the chamcrers
time and again

=

'

Twoother unlives became entwined with the characten
because of the building of the forrress: Myca (now Sascha)
Vykosand the enigmaric master builkder Zelios. Theirassocia-
tion with Sascha repestedly brought them into contaict with
the Tremere. On ane such occasion, they may have acquired
nset of ivory tablers they were unable 1o translate. Since this
was 3 time in which few people were lirerate, much les
capable of transliting foreign wngues, rthe chamcters had no
way to know the tablets were written in proto-Chinese
chamcters. They have never been rrnslated and the charac-
ters may have lost track of them long since. Several times
during their unlives, the characters interacted with the
Tremere, but depending on the circumstances arising from
their lutest venture, they may believe their smsociation with
that clan has ended — or that the Tremere owe them a boon.

Waorking with Zelios, the group traveled 10 several
locations around Transylhvania, helping 1o incise sigils and
runes into castle walls and foundations. These serve asanchor
points for a geomantic web, a mystical containment Zelios
believed was meant to keep the demon Kupala from rsing,
Zelios has by the beginning of Act Three met Final Death,
and Viad Deacula has weakened the webs, bur it stll remains.

Now that web grows ever langer and focuses its power on
a tiny area of Romania. The web has grown so strmined thar
it s about to snap, releasing Kupala and fulfilling a sign of
Cichenna. The chamcters must once again try to avert the
waorst effects of the End Times.

Marurally, nothing is ever as it seems. A new pluyer, or
mather, an old one, whose undead hand remuined unseen
until now, enters the game. The web's mue master, the
MNosfermtu Antediluvian who inspired Zelios 1o construct the
geomantic structure hundreds of years ago, finally seeks touse
it to destroy the Toreador Antediluvian. He sitempts 10 use
the web’s power to lsunch a battery of nuclear missiles against
Mew York City. These not only carry nuclear warheads but
are equipped with special burst capsules designed 1o fire off
townrd separate destinations before the missiles hit. They
carry biological weapons. This plague, intended 1o wipe our
any survivorsof the blast and wo spread sickness far beyond the
radius reached by the bomb, is camried in the blood and infects
vampires ws well,

In these strange modern times, however, even the plans
of Antediluvians go awry. I Nostermi succeeds in loosing the
missiles, it doesn't hurm his Toreador counterpart. She doesn't
veside in New York. lronically, ns the web oniginates in
Transylvania, homeland of the Trimisce clun, Noderniu's
destructive ire falls on Teimisce himsell, who supposedly lies
beneath the sewers of Manhatan.

Further, an even more powerful force plays with Nosferan,
redirecting some of the missiles roward Beijing. Sauliot hopes
toprovoke war between East and West, wiping out most of his
competitors and annihilating the Kuei-jin who might know
enough to destroy him. Thus, even the Antediluvians find
themselves used as pawns in others' games.
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Relax.

The Transylvania Chronicles have grown in scope,
s have the characters within them. What started off as 2
minor series of personal vendenas hay become a sweep-
inge, global affair

Such i the Jyhad. Eight centuries ago, who among
the chars ters could have realized that by simply building
the castle in Tihuota Pass, they actually set in motion one
of the boldest moves the Jyhod has ever seen? This isa
moment for the Storyteller to smile fendishly and ler the
iy of their characters’ actions overtake the players

lithe ourcomes of this ploy in the Jyhad seem a bir too
severe of epic, bear in mind that they're not intended 1o
happen. In the nights when Nosferatu conceived the ruse,
magic still had a place in the world, Over the intervening
venturies, the world has become much more secular and
largeely refuses tonccepr the presence of ancient geomantic
webs and vampires,

Sull, such things exist in the World of Darkness.
Unil the night of Gehenna itself, fire dossn't min from
the heavers nor do tides of blood drown cities. The
ancient magic still works, but it works within the param-
eters of the modern world. Inaead of a nvstic conflagranion,
science has given us nuclear weapons. Plagues sre not |
caned by vengeful sorcerers but gorms carried by vectors.
Prophecy comes to life in the terms that make the mose |
sense (0 the modemn world. The Antediluvian's curse
tuked the form of our modern millennial fears and plays
upon the fin de stecle thar grips the World of Darkness ar
the end of the second millennium. .

We have no intention of putting nuclear weapons
at the dispasal of the characters, We do not desire ro um
Vampire into n game of bloodsucking post-holocause
mutant cyborgs. Instead, through these events, weallow
thie characters to become a potent force standing agains
the coming Gehenna, perhaps offering them redemp-
tion in the process. Don't look ar the — granted, very |
potent — array of enemies and catastrophe as & giant
cinematic sellowr designed to send your chronicle along
the path of four-color, high-action superhero comics.
See it as the culmination of the Final Nights — the
bomb ticking away that your players’ characrers hope-
fully manage to defuse with two seconds left. These are
the End Times, nights of apocalypse and the end of the
wotld, Use that tension. Feed it to your playens and put
them on the edges of their seats,

Remember that this whole ploy — the entiteryof the |
Transylvania Chromicles — s just o single move in the
Great Jyhad. ,

You have more stories o tell.
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The Antediluvians stir, Hidden warlonds exploit even
the most powerful. Western vampires finally discover that
everything they know may be wrong. Gehenna is here. The
first hlows have already been struck and the world as the
Kindred see it await salvation or destruction.

Rather than the machinations of ultr powertful Cainires,
however, it is the characters’ actions that determine whether
Nodleratu succeeds in using the web or not. In the end, the
choice is theirs, They may ler the missiles go, destroying
Manhatan and Beijing and keeping Kupala imprisoned or
stop the missiles by breaking the web and frecing the demon
1o wreak havoe on Eastern Euwrope. Such choices have con-
fronted them throughour theirunlivesand probably continue
to do =0 as long as they exise.

ACT THREE:
END OFTHFE AGE

One of the chamctens receives a call soon after rising for
the evening. Lucita identifies hersell, then vells the characrer
that she needs to see the conspiracy immediately. She ex-
plains that Anatole his foreseen something and needs 10
spenk with all of them. If the chamcter has kept in contact
with the others, Lucita asks that he inform the others and
requicst o meeting in two might's time ar any place the
character wishies, If the characrer doesn't know where the
others are, Lucitn calls each individually and asks them o
meet at the plce suggested by the first one she calls.

Larer scenies depend on the group having possession of a
set of ivory tablets they migght have scquired in Dark Tides
Rising. [f the chamcters do not have them (for whatever
reason), Lucita has them and brings them with her. She
explains that she has been trying o find someone to translare
them — unsuccessfully, though one surce thought they
might be some form of Chinese. She gives the tablets to the
charscrers, saying that Anatole’s vision implies thar they
should keep them and find the person who can tell them wha
the tablets say. Ifa character isstill in possession of the tablers,
Lucita tells ber to bring them along.

ScENE ONE: VISITATION

Wherever the group decides 1o meet, Lucita and Anarole
arrive ance all of them are there, If the charmcters don't have
the tablets, Lucita hands them over and explains ax above.
Anstole comes in with his eyes closed, moving as though he
can see anyway. Those who haven't seen Anatole in recemt
years hardly recognize him. Where he was once unkempt and
manic, he now exudes the haunted seriousness he acquired
upon diablerizing Octavio. He opens striking blue eyes and
looks @t each chammcier, then begins to speak, his words
almost falling over themselves in hisrush to impart his vision,

"1 see the tales in ivory laid bare before you, a friend who
is not o friend speaking their secrets into your ean. Spread

overhead and pressing against the sky rises a knotred, pulsing
web, Mirroring it below, a labyrinth muns, flowing with the
carth’s power, You struggle within thac mngle. | see it broken;
I see ivwhole. All around lies devastnion. Plague-blackensd
corpses rot in piles, death smiles echoed by the blowing ashes
of our kind that darken the very skies. The eanth heaves,
vomiting forth itsrage to hide the Anciens’ thunderous nise.
The dragon moves over the land, opening his brother's veins
1o let flow his violent blood ms silver birds with rongues of
flame descend from the heavens 1o bring down the nuinous
moon upon the sleeping city. He who cloaks his deeds in air
seeks retribution, yet brings only blood tears and ashes in his
wake. World without end, ends. Amen.”

Leave the players to decide whar this means. As always,
Anitole himsell doesn't know what he sid, He never re-
members the wonds when he leaves the trance. The charicters
nre cerrnin o understand ar least pare of his vision and may
speculate conceming the rest. Don't prevent them from
daing so, but don't give anything away either.

WHAT THE ViioNn MEanNy

Eventually, as they learn more throughout the story,
the characters may put together most of the clues in
Anatole's vision, but the Storyteller shouldn't be kepe
mn&ﬂm.muhhmrmph{dnmuﬂnl
impart conceming Saulot (or Zao-Lar as he is named in -
the writings). The inscriptions on them are written in an f
ancient form of Chinese. They can be easily transloted by ©
Ying Lei, but mkes just about anyone elw the chamcrens
could locate at least two years or mote to wade through.

The web and lubyrinth are the peomantic web and
the ley lines (known 1o Eastemn Kindred as “dragon
lines"). The corpses and mshes are the results if the
:huuundm‘lmpthuﬂ,ﬂh\fmgldnuclum:
the dragon lines if the web is broken. The silver birds are
the missiles themselves and he who cloaks his deeds in air |
refers to Nosferntu, whose powers of obfuscation make
things seem to disappear Into thin air. |

A soon as be has spoken his prophecy, Anatole tums 1o
Lucita and says, “I've told all. May | die now™ Naturally, she
=ys "no,” and signals the other characten o express their
regard for her Malkavian companion. Whatever the chamc-
ters <o, after a few minutes, Lucioa gently tells Anatole tha
it's time to leave. He turms back at the door, smiles and says,
*He made me the harbinger of Gehenna, but you hold all the
keys. bs that ironic or funny™

Scene Two:
SUMMONSTO TRANSYL VANIA

Almost as if summoned by Anmtole's vision, o romential
storm breaks overhead o few minutes after Anatole and
Lucita leave. Thunder crashes, lightning Mlashes and min
floods the streets. In the midst of the deluge, there's s knock

- ——
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on the door (or a figure approaches, depending upon whether
the chamcten have met in a public or private place). Who-
ever opens the door sees a deenched figure standing in the
pouring rin holding our o parcel thar looks as though it is
wrapped in plastic. Behind him, almost mvasible in the
downpour, a car idles, headlights barely illumining the road
before it. Once someone takes the parcel, the figure asks him
1o sign huis list showing acceptanice of the package, then turmns
and leaves. All he knows 15 that his courier service received
the parcel from overseas and was told o deliver it w this
location at this time. The sender specified hand delivery. The
characters may kill him for a quick snack or suspect thar he
knows something important, but he's just a delivery boy. If
they kil him, however, inquines from the delivery service
should make things unpleasant in the fistute a5 this was the
only delivery in this area thus late in the evening.

The purcel i from Celestyn, who was at one time the
master libourian of Ceons, A Tremere whiose chief interest lies
inmystical knowledge and artifacts, Celestyn maveled long ago
w0 the Lands of Caathay, There he leamed muchconceming feng
thur and geomancy. On his retum to Eastern Eutope he
discovered that Trensylvania, indeed much of Romanin, lies
within a gigantic web of power thar even now builds to some
unknown climax. He understands that it confines a demon, but
alss suspects it has another, more sinister, purpose. Realizing
that he lacks the knowledge 1o discover the web's tue extent,
he asks for help from one of the Kuei-jin and from those who
helped ereate it — the charscrers.

The letter inside the package is addressed 1o all the
charncters and reads as follows;

You mfgb orgive me
no fove dmt, let me assure you

fiess Lﬁnn&ﬁy in Lﬁf ace o

concerning Hu gr.omnnm: we

sueh an abru

¢ uuuiﬁlltiul
ios constructed so

dwmlymuuﬁnimtﬁc[mﬂm the webs (ast
riuuwtﬁutmﬁmﬁnwmndjwlnmiuﬂu past. E:fm

to command the entity the web im
yet becomes more vulnerable as it
"t let Kupala esca

slum
I hawve als invited another

smmons, [ hope, but presence here in Sighisoara
wmlun mmm[nﬁmcf&afh%ﬁtmd

smnu:rmrnsnﬂ our kind, Sect and clan

, know that [ want to '}wwnt that &1:53
r Krwhﬂngoj'

acquaintanee, whose E:Pcmx in geomancy maqﬁ my own

usall. You possess

While it is true char the resting places of three
Amediluvians is worth o considerable amount 10 cermain
parties, it is almost cenain thar these powerful vampires no
longer remain in those locations. I finding the Antediluvians
plays a particularly significant role in your chronicles, use the
sites s jumping off points where clues leading 10 the
Antediluvians’ current locations cin be found. 10 che charac.
ters are uninterested in such knowledge, Celestyn offers a
more desirable inducement.

It is up 1o the chamcters o make their own mavel
arrangements. Whatever method they choose ro reach Ro-
mania, they should be able 1o meet Celestyn beneath the
clock rower in Sighisoam on time.

Scene THREee: THE AMBUSH
Although the chamcters do not yer realize it, the
MNosferntu Ancient and several of s clan whom it has cowed
into obedience, know of Celestyn's plans and move 1o thwan
them. The Nosferatu brood kidnaps Celestyn and replaces
him with adouble crafted with primal Vicissitude. They hope
the chamcters do not know Celestyn well and are not suspi-
cious since they are expect 1o meet him at the clock ower,

Narrally, the chamcters may very well sspect something |

and derail Mosferaru's plans,

When the characters arrive in Romania, the weather,
which has plagued chem throughour their joumey, womena.
Despite the pouring rain and high winds that whip through
the town, “Celestyn™ waits beneath the archway under the
clock rower, Under his hat, his blond hair lies plastered o his
skull while his trencheoat hangs forlomly on his museled

iz vital. For

aydmyﬁa“
ties mean

I can gain nowhere of se

_fmu.mz.tflm._}w are_

juiyrutww nnﬂdlmlsui .

WuﬁﬂuFimI

ieve “r.nuaj' fm!

. by far, tujinusm:h:mimvmtﬂpumtlﬁ:ﬁmq‘lﬁ:{nu

I hope that you wish to assist me in md-inmustﬁ:m g help, 1 feel
ﬁlgnw » mmmntmm o J;ﬁi.tTrrmcft and Etrius's original r{miran
the resting placesof four Antediluvians One wn.sSqunL'Mu r the other three stifl remain in [ocations

I cannot say ﬁuuwniu where

uliuig\'u
matters that yuu might find of i
Meet me in

interest,

to join me.

I pray that you choose
Cordially, =X
&Im;,m nff.‘[nu Tremere

were at one time may prove
. If that is not enough, I also possess several manuscripts concerning both mundane and occult

Sighisoara beneath the clock tower at the citadel's main gateway at midn
now. If you choose not to come, ﬂmhwwmms}-msm{amunnml;

valuafle — if not to you, then

three
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boddy. He grees the charsctens in Komanian, switching 1o
English if they seem rusty i their use of the other linguoge
He tells them that he his a howse nearby where they can all
talk more comformbly.

Successful Auspex rolls determine that the Gilse Celestyn's
aura i pale, nervous, excited, cautionn and determined. [
does nat show any evidence of magical abiliny, as it would if
he kmew Thaumarurgy. Alert charcrers might pick up on
this and conclude that the vampire is not Tremere and
therefore not Celestyn, He bs acrually Mibuil of Sinain, leader
of a Gehenna cult of Nosferan, It mkes concerted effort o
elicit amawers from the fabe Celestyn since he fears “the
father" far more than the charcters. Enough pressure forces
him to confess that he and several others cnpiured Celestyn
and hoped to find our what he and the chamcters know. He
tries to persunde the chumcters to go o the house anyway,
expluining that that is where he is holding Celestyn. Further
peramsion i needed before he tells the chamcters of the
planned ambush since he hopes to wm the ables on them
If the chamcters unmask Mibuoil and he doesn't escape during
a subsequent ambush, Storyrellers may adapt Scene Four so
that they meer only Ying Lei; He does not have o coprured
Mihatl with him

Linless the chamcrens suspect “Celestyn,” they probakbly
firl bemw i 0o sl | hgmase at thee end of a narmow alley where
hiis clanmates e in wait to ambush the group. He unlocks the

door and steps inside, beckoning them w follow. The
ambushers wait, Obluscated inside the house, hiding behind
turnishings. They avock as soon as the lest charcter enters
and l-'ltIlH:‘i llbt -inn!. "'“N wild the chamcters win llir hu:lc.
they mery question nny survivors and discover the real Celestyn
stuked in the oot collas.

However the chamciess reach the house, the annckens
hope to caprure at least one of the conspircy rather than kill
them all. They are content 1o take them w prisoners o
Quicstion them, since they have no rarti ulnr dislike for the
conspiracy and sct under duress. If the chamcters seem to be
winning, the Nosferamu switch mctics and melt o the
darknes, hoping to stage another ambudh another nught

If the chamcters lose, the Mosferatu capute them, placing
them in the cellar o be intemogated. While fire and sunligh
are always effective tools in the hands of inguisitors of any
i, the .":lul'h'h'”cr L] t'ru.ui:r.mn] o find more creative and
evocative means of persuading the chamcten wmlk. A captor
who knows some Vicissitude could threaten o vain characier
with permanent disfigurement, for example, and wha better
than a Mosferniu to get really creative with muly homd
deformities! Capoare and interrogntion (rather than killing
'h-ﬂ"l'l:"lll‘ﬂiﬂ'll].]"l |“-'fh|."{.'i|-“:l|..' !l.'nall.'h..llﬂ. Eli Hl:!'-l.m"t_ :l‘lrl|11|
and make their escape. Eventually, some of the Nosfers lemve
torepon whar they've lenrned smd the others sttention bapses
Clever charmcters can mke sdvantage of this.
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Alternarively, if the charscters dominate the confronta-
tion they may question their assailants. The one who
masceraded as Clelestyn is nowhere 1o be found, however,
The Moaferatu tell them that “the father” forced them w
capture Celestyn and attack the charaerers to learmn what they
know conceming the peomantic web. They know their
Anmediluvian plans 1o use or subwvert the web somehow, bt
have no details. None of them mention thar “the facher” is
the Nosferatu Antediluvian, just that he is very old and very
powerful and they had no choice but to obey him. They don't
know where he is, just thar he watches them and they cannot
find him unless he wants to be found.

THe NOSFERATU ATTACKHERS

While it's preferable to make every vampite unique, |
lack of space compels us to provide a partial templare for J
the characters' mtackers rather than detailing each one
separately. Storytellers are strongly advised o d'nmr.
things here and there to customize them — tl'm:mhlt :
numbers, and there'snosuch thing s a “generic” vampire. -
If the Triits of the foes don't meet your game's ﬂﬂdlu‘lﬁl
free 1o change them.
Clan: Nosferaru
Generation: 9th )
Physical: Strength 3, Dexterity 4, Stamina 3 -
Social: Charisma 2, Manipulation 2. Appeamnce

Mental: Perception 4, Intelligence 3, Wits 3 1
Talents: Alertness 3, Brawl 4, Dodge I, lnﬁmkhnml
Streetwise 3, Subterfuge 2 |

Skills: Etiquette |, Firearms 2, Performance 2, Security 2, | F

Stealth 3

Knowledges: Burcaucracy 2, Camarilla Lore 2, 'D:lmpu'r:r

1. Investigation I, Linguistics (Romanian, English) 2, li

Polivics 1, Sabbax Lore 2

Disciplines: Fortitude 2, Obfuscate 3, Potence 2. {

Virtues: Conscience 3, Self-Control 3, Cournge 3 !

Morality: Humanity 4

Willpower: 6 !

Whenever the chamcters rescue Celestyn, either after
defeating the Nosferatu or escape from them, he tells them he
will explain all he knows concemning the weband the damage
Dracula inflicted on it (see below under the section on
Celestyn's Revelations) when everyone is together. he abso
wants (o move somewhere smaller so no one can be in the
room without their knowing it. He mentions that a knowl-
edgeable geomancer is also on the way to assist them in
understanding and repairing the web. He requested that the
promancer meet him beneath the clock rower as well and asks
if the charncters saw anyone else.
For the moment, Celestyn does not mention that the

person he (s expecting is Asian. In tmth, he's not envirely
certain that one or more Nosferatu aren't still somehow

listening. Celestyn prefers to keep Ying Let's identity secret
until he has a chance to meet with the geomancer. He asks
the chamcters to accompany him to the arch under the clock
tower 1o see if his contact might be there now. Celestyn
whispers to one character that the peson they are seeking s
named “Lee.”

Scene Four:
TrHeE EAsTERN CONNECTION

Il anything, the weather has goten worse since the
characrers fimt visited the clock 1ower. Lighming blazes
across the sky. One bolt hits a nearby church steeple as the
chamcters pass beneuth i, Fire enupts from the moof as the
falling tiles shower the group with flaming debris. The rin
almost immediately dowses the fire (don't worry abowt
Riseschreck; this is nmmosphere, not a plor device), burt the
church groans a part of the ool caves in,

Two figures emerpe from o shelrered side doot, one
shoved roughly in fromt of the orher. In the fitful light from
anenrby streer lamp, the chamcrers see that the second figure
holds the fiest by the soruff of his neck and carries some long,
thin object with a metallic sheen. They can smell Kindred
blood. The one held looks like a young man in his twenties
{vin Obfuscate, learmn using Auspex), but observant charmc-
ers notice he s dresséd s "Celestyn™ was when he met them
beneath the arch. The other figure appenrs to be Asian, with
black hair shaved in front and held in a knot st the nape. He
wears loose trousers and tunic undq o long coat. The long
object he carries is a sword,

Mihail has several cuts on his face and is missing three
fingers on his left hand, though he isn't bleeding, of course.

Ying Lei saw the chamcters leave with him earlier and
realized he was not Celestyn. He then captured Mihail as he
fled Celestyn's house and his been questioning him concem-
ing Celestyn's whereabouts, making efficient use of his sword
1o emphasize his poine.

Mihail artempis to fool the charscrers tnro helping him,
screaming out, "Look out! He'll kill us all! Help me, 1'm the
Tremere'sally!™ He jerks forward, trying 1o escape Ying Lei'’s
grasp as he does so.

Remind the chamcrers, if necessary, that min pours
dewn and flaming debris and embers fall from the roof. The
situation breeds confusion and the characters might well
mistakenly trust Mihail and areack Ying Lei. If they do o,
he atemprs 1o hang onto Mihail while defending himseli
with the flar of his sword. Ying Lel also 1ells them — in
accented but Muent English — that his prisoner is disguised
and earlier led them to a house and then fled, changing his
appearance as he left. He introduces himsell as Ying Lei, an
acquaintance of Celestyn's. Ying Lel suggests thar they
retumn to Celestyn's house and take his captive along for
questioning. If the characters my o kill Mihail, Ying Lei
argues against it, saying he might have information they
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need. If they kill the hapless Nosferatu, they have to find
nlternative means of discovering what the Nosferatu cult is
up to. This scenario assumes Mihail survives long enough to
tell what he knows.

When the characters return to Celestyn's haven, Mihail
reluctuntly tells them whar he knows if they persuade him
that they plan to kill him otherwise or promise 1o get him out
of Eunope. Anything less, and he simply says, *“Nothing you
can do to me can come close to what it can do.”

Since it's imperative that the chamcters receive the
information Mihail has, allow the characters to persunde him
somehow or have him volunteer the information in rerum for
releasing him. Once the chamcrers get him 1o mik, he tells
them the following (feel free to paraphrase):

"We didn't huve a choice. It called us topether and wold
us to kidnap him (pointing o Celestyn ) and lure you into an
ambush. It wanted o make sure you couldn't stop it. We
couldn’t refuse. Ithas plans to infest the nuclear power station
t Cernavoda. For some reason, it thought you were here to
stop him and wanted you all dead. 1t has something to do with
o web he had built for him and the power it ruises. | think he's
trying to even the score with an old enemy."

The details Mihail knows are:

* The “it" referred 1o is the Nosferatu Antediluvian —
or at benst he svys it s, From the power it'sshown so far, Mihail
has no reason to dispute his claim.

* The nuclear power station is at Cemavoda, which is
situated on the Danube,

& “1t" said the power station now restsar the center of its
“web.” It claims that someone buile the web under his
direction long ago.,

® [r's already been resting this web's power, strerching it
and drawing off small amounts of its encrgy.

* | may not be the truth, but Mihail heard a rumor some
years ago that when Ceaucescu had the power stazion buile,
he also built a hidden missile silo there. Maybe it's the missile
*it" wants, not the power station tself.

® Bt if it were 10 do something to the station, it could
poison the Dinube and surmounding region, which might
make feeding in the wrea o real problem. (At this, Celestyn
shakes his head at the captive’s selfishness — “feeding prob-
lem™! Try “cnvironmental disister.™)

* He isn't sure what “the father's” timetable s, bt
thinks the Ancient plans to invoke the web soon, perhaps
within the next night or s0.

* Mihuil has no idea who the enemy is, but “the father®
has been muttering about obliterating Manhartan.

It is up to the characters whether they kill Mihail, stake
him or simply let himgo. [The is released, Nosfersin summaons
him again and forces him ro bartle the characters later at the
power station,

MIHAIL OF SINAIA - .

Chief Among the mxﬂd Wd" h.l
hm:dﬂmeﬂnﬂhnlnﬁtheahﬂﬂuﬁm
of this part of T (hnrpmuh'ﬁ‘nm
lord's retinue, Mihail now owes allegiance o his cult.
When Nosferatu summaned them, Mihail feared he
would kill dhem all. H:hﬂﬂn‘phﬂlﬂﬂuﬂﬂ:llﬂ
founder had no love for his children. Since they wese
not immdlﬂﬂrﬂmmlﬂﬂhﬂﬂe'ﬂuﬁv
ther,” figuring as long as he remained wuﬂ
Aol VL w;-

I a§ can. Last
huq.fnrhthmuhedmm "y
frcrmmwhh:emmth.bnt
enough to two prolong the tin
ble demise; This is why he w
cultl’rumﬂuhndthzﬁndhlhm w0
ﬂmu-thhlbuuqu hiﬂﬂdﬂmn-h ]
Clan: Nosferaz
Physicals Stiemath 4, Doxcerey 4, Sillnira 3. m
Social: Charisma 2, Manipulation 3, Appearance 0
Mental: Perceprion 4, Intelligence 4, Wi 3
Talents: Alermess 3, Brawl 4, Dodge 4, Intimidation 3,
Stueetwise 3, Subeerkyg 3
Skills: Drive 2, Etiquette 2, Firearms 3, Melee 3, Perfor- |
mance 4, Security 3, Stealth 3, Survival 2. ’
Knowledges: Academics 3, Bureaucracy 2, Camarilla
Lore 2, Computer 2, Investigation 2, {Roma-
nian, Hungarian, English, German) 3, Hﬁu] Sabbat
Lore 2
Disciplines: Animalism 2, Auspex 2, C:knryl.
tude 2, Obfuscate 4, Potence 2, Vicissitude 3
Virtues: Conscience 3, SelwaurmultC'amIﬁJ
Moralityr Humanity 4
Willpower: 7

oot s %

Reveramions FroM CrLestys ann Yisa L e
Encourage the players 1o let the chamcters make their
own speculations. Celestyn and Ying Les tell the chamcters
the following (feel free o paraphrse and use their dialogue
as answers to questions mther than simply spoutimg 0 oar):
Celestyn opens the convenation: *| arginally called
you here to help me repair the gromantic web Zelios
consrrected centurics ago. You know the final anchor peinty
that Zelios never reconded in his writings. | asked Ying Lei
here because of his expertise i geomancy. | traveled in the
Esst bong enough ta know that Zelios based manv of his final
designs on the precepts of feng shui. Ying Lei can tell you
mare about that. For now, | can tell you that the web has
expanded and it 15 quite possible it now centers exactly
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where our informant says it does. | suspect that the anchor
points are no longer relevant.”

Ying Lei explains, “1 cannot tell you all 1 know con-
ceming feng shut in the little time we have. Yet, you must
understand some of it. What concerns you are the dragon
lines, what you might call ley lines. Power flows along those
lines, collecting in aress we call dragons’ nests. You may
have another name for them; | am told that they are known
ms nexuses by some. [F the natural flow of thar power is
blocked, imbalance occurs: iliness of the land, buildings
situated on that land and those who live there. Master
Lelios knew this when he constructed his geomantic web.
He created the web to contain a demaon, or so Celestyn has
wid me. What he may not have realized was that by
interconnecting so many dragon lines and linking them
with s many nests, great power has accumulated within the
web, Pethaps 100 much power. It rests within this web,
coiling in on itself, festering because it has no outflow, no
wary for it to drain and replenish. It is like a stagnant pond.
Yer whoever knows how to use the web commands that
power and may use it for good or ill. If this elder of your kind
truly compelled Master Zelios to build the web, it is probable
he knows the key to unleashing tts power.”

Celestyn adds, “From my own studies, | know it would
be possible to use the web's energy, but if thar power is
used, we face the possibility thar the drain could free the
demon Kupala.”

The Tremere moves 1o an omate chest and removes a
slk-wrapped bundle. Unwrapping it, he reveals Dracula’s
sword — the same blade so many vied for once before.

"How | recovered the sword is a story for another
night. What's important now is that the blade was forged
to slay Kupala. So, we are not totally withour resources.
However, we have a problem that the Ancient, for all his
experience, may not anticipate. Years ago, Dracula dam.-
aged the web, erasing the glyphs anchoring it ro his castle.
He tried to loosen the web and free the demon, only 1o
learn too late that he had made a mistake. Since then, the
weh has been unstable. The whole thing could blow up in
our faces. We may not have the opportunity to use the
sword if that happens.”

Celestyn shrugs and lays the sword on a mble.

“From what ['ve seen, though,™ he continues, "even il
Ceaucescu built » missile silo, Romania doesn't have the
technological abiliry 1o lsunch anything capable of reaching
Manhattan. Intercontinental capability is our of the ques-
tion. It might reach Western Europe...”

Unless the chamcters pur it together, Ying Lel again
speaks, “Yes, but he doesn’t need weapons so powerful. He has
the web o pive him the added power he needs. He could
easily cause the power station to melt down or send missiles
1o New York. Inany case, at least he can't use the web without
our knowing since—"

w

L

Scene Five:
CRACHING THE FARTH

As Ying Lel speaks, dogs all over the city suddenly begin
howling. The world erupts atound the characters as s massive
eurthguake srikes. Vases and knick-knacks rumble from
their perches, tables and chairs skitter across the floos and all
lights go out. An earspliting roar from the earth itself
resounds through the house and explosions echo through the
city. The smell of sulfur fills the air and all the windows
shatter. The charcters are thrown into walls and heavier
furniture as the house's foundation cracks. The floor heaves
like an ocean swell. The characters are thrown upward then
bounce painfully agninst the floor. As soon as the verical
motion ceases, violent side-1o-side movements begin, throw-
tng everyone inwo walls and furnishings. For several minutes
the quake rges, the shocks and aftershocks gradually lessen-
ing. During its most intense moments, buildings collapse, the
power grid fails und several fires break out. Sirens shriek tolife
and church bells ring. Any charcters who fail a Dexterity +
Athletics roll (difficulty 7) are pinned under furniture or a
falling roof beam, suffering two Health Levels of lethal
damage (soaked normally). Anyone with Strength 3 or
greater can easily free any rapped charscrers.

Worse still, s comer of the house near the characten
collapses as the foundation splits apart. The wall and part of
the floor falls into s crevasse opened in the soil beneath i
The sword of Dracula wumbles into the gap, landing on a
crumbling ledge some 15 feet down, The bottom looks
though it may be 100 feet or more below. If the chamcters do
not fetch the swond, they don't have it when they barele
Kupala later in the story, which muk! be a severe Il;ahuhr-.r

RETRIEVING THE SWORD

Recovering the sword: Eﬁun.
Sameone has to descend into thdlnblhnml
before it shakes off the ledge. Since aftershocks still.
course through the town, this isn't as easy as ir sounds.
Whoever makes the descent ﬂl" wiccosnful

Strength + Athletics roll BCLERES
required) to reach the ledge alling. If a charac.
ter falls, she can catch another ledge just 10 feet lower
llﬁtumw 4% ley 7).
Mﬁqﬂhﬂhﬂhmﬁm
mwﬂ!& n 100-foot fall — 10 dice of

- damage. The climb back may be accomplished
with an extended § + Athletics roll (difficulty 7)
requiring four u reach the surface. Other
th“lhﬂmm&

Tograb the sword, a character st r M"
Arhletics (difficuley 8). Wehe. cters dho
nnmtﬂhﬂumm&uﬂuﬁm
u&ﬂ--ﬂﬂpmhbmﬁhmhhm.ﬁdh
tluuhdhnm :

s
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THe DestrucTion CoNTINUES

Atsome point during the quake, Ying Led vells out, "It ts
the uming of the wheel. | am (oo late!™ Presumably, the
characters remember this later. If they don't, Celestyn brings
it up.

Chutside, the storm continues and lighming Mashes,
illuminating fallen trees, cracks in the streer and werrified
people rushing from their homes. Chilldren scream and cry. A
car rests mose down, its hom blaring continuously, in o ditch
carved by the quake into the cracked stones of the street
Police try to restore onder. The remains of Celestyn’s house
are stundy enough that the charscten' need not fear i
immediate collapse, or so Celestyn says.

Un the other hand, the stirs leading down into the
cellar are cracked, os is the ceiling. The chimney has col-
lapsed enuirely, bringing down parmt of the roof. The
underground room isn't prool agaimst sunlighe anymore,
though with crowding, the characters, Ying Let and Celestyn
can all fit in a comer that's still covered, OF course, someone
may think about aftemshocks and point out that the whole
house may shift and either bury them or expose them o
daylight while they rest. Not a comformable thoughr. Worse,
several fires bum unconmrollably since the water pressure is
inadbequate for crews to extinguish them. Who knows if the
house might catch on fire while the chamcten lie trapped and
helples below!

If the chamcrers wani to find an alternative place to rest
for the day, they have approximately four hours to do so. They
might consider, howeves, that crews are moving throughout
the city, digging through the rubble for survivors. They need
1 find a deserted building that hasn't sustained damage and
that has little chance of buming,

Anyone who manages to find a way to check on condi
tions outside Sighisoara leams that the unhqn.lLr MECINA [0
have affecred most of Romania — even those POrons not
illl.ll-l"'}' Id-ll'lji‘l:l 0 sEilEmic vty ﬂ;:pu-ua indicare that
Bucharest win the worst hit, but many areas along the Danube
suffered massive damage. Mo reports regarding the nuclear
power station are available ver

RerLections

Once the characters have a chance torest and a place t
stay, let them bring up Ying Lei's ery during the canthquake
or have Celestyn ask him 1o explain what he meant. If chat
seems too contrived, Ying Lel might venr his frustrations over
his failure to hold the Sixth Age at bay, Adjust the informa
tion given wnder “Translating the lvory Tables” to tell the
characters about the Wheel of Ages and the coming of the
Sixth Age if they don't ask him abour the mblen. Allow the
characters a chance to remember that they have 8 Chinese
scholar among them, however, and that he may be able 1o
translare the ivory rables, If they don't think of it, allow each
player {marting with the one who has done the lesar s fir) o




chance to roll her character’s Intelligence (difficulty 7) wo
remember they have the plagues.

Ying Lei thinks for a few minutes, then sighs and says,
"Very well. My master said | must trust new allies. This
shrugging of the dmgon's back, this earthquake, was not
natural. The storm feels wrong as well. | suxdy the balunce of
things. Although | am mate used to the dragon lines of my
own part of the world, | know when the dragon moves of his
own will and when another goads him. My people have long
foretold that the coming of the Sixth Age begins with the
cracking of the world.”

[n Adges to come, my Sibli
me not. Lay your hatreds

truly our tormentor.

Our Father told us he was the first, a unigue being cursed by God
elieved. Wy should we not? For we are his hilder and his childer's childer, each of us created to

Give the chamcters time to ask questions or sugpest
theories. At least one might remember Anatole's prophecy.
In the end, however, Ying Lei can explain things by translaz.
ing the ivory tablem

TRANSLATING THE IvOoRry TABLETS

Ying Lei mkes about an hour to begin the translation of
the first plagque x5 he gets a feel for the flow of the language.
He haltingly continues beyond the first plaque, translating as
he goes. The Staryteller can simulate Ying Lei's difficultics
rranslating by pausing and offering slightly different interpre-
tathons of select words, He makes the Iulln.mi.m: transdation:

ifyoujudge me harshly, thenphink wupan this and huwudnyldwlw 1do. Blame
- the liar, upon Caine. ﬂmbﬂmpr who called himself our Father, but who is

humdfﬁpuluhmu_ﬁ-lhcmmdmfﬂhl%
provide our sives with love

and companionship. Imﬂfmddld&r%ﬂ!mﬁm Moﬂaqlu% those whom | greatly cherished.

He named me Zao-lat, the beloved one, and for
Cliine's heast, 5o thought. Giffed t
Lﬂllﬂdl«tgﬁhﬁﬁr

s to be judged

LSt consume

worshiped kim. Of albhis loving children, [ alone truly spoke to

Euﬁmlsp?‘h;mpﬁqfwaﬂmyhﬂﬁm elder and younger.
the blood of the living to remain upon the Earth until God calls
My mind and hand were terned to deeds meant to help all, whether of our kind or mortal

kind, for were we not all hmhmﬂ’am?\’h ntymﬁfnrmmﬂm myown heart led ucmuyﬁwgm home. I traveled

toghe landalled the Middle Kingdom.

There | discovered others. The First lied. He was not the first, merely one among myyunislﬁ_ﬁrlﬁ:m‘ﬁhm

unlike these. The undead children of the East need
the life and death
hmm

and blood
pheumsins i,

notdrink blood They are beyond thcnmiﬁrbhdudmkbmd&
hﬁimmmmmﬁuw bt remazin
mﬁmﬂuﬁmﬁqmmﬁﬂmh
74 ing Caine told us is a lie. H:mmﬁ&hrhnhniytm
each of us make our fortunes, then be prenished or rewarded by God. he took
mghlbmnnhus.Hehnsmndm
. Wehave been forced

blood o flesh

lust. Worse, rather than

upom himself tostop our naturel cye
pmmtm:hhod than giving us
waccepta lesser existence by he whomade us. Mn',-Cmm

hdmmd suffer eternal torment in the embmace of ever-tiving flames for the existence he has condemned us o
Thmiﬂlryyutlyplmdmmnymﬁimn,maflhenlqhmdmesnfﬂuﬁusl taught me what they

could, mgwmmhmﬁshmﬁlﬂuwmapd

existence.

to bring mmmmnfpmuandluftm of myown
and my heart hmdmﬂ:

vengeance. mm&wmﬁwﬂ :mmogwamugmmmq

master of ll in another Age.

rwqduwmmwmmm

like unto me, but fiar move advanced, taught me of
brighter age to one more brutal and dark until we

hbﬁvaypmtoﬂiudud. Tinmatthhlm
plunge into darkness and horvor for thousands of years, ruled bya

mmmmhrr ﬁtﬂthh‘n?:u theworld Others

mave from a
cydle, we
powerful evil warlond or sorcerer whose whim decides the

fateof all. At that point, the world mightstop,the wheelforced fromts path and stuck i that Age until the end of time. O,
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Wq'gwdmmﬂmmdwmofﬂuhrhmm

more enlightened ages until
'I'Imﬂhnprdelﬁrmdmm their enlightenment take sides in bringing

plans beyond this Age. 1 do not make that mistake. If 1 am acoursed, thenluiebcmmmy&my

d

P —

waayto overcame it, mmuﬂuGWMnsm

pmd:scutﬁclupnpn
i bringing about the turning of the wheel, yet they make no
I shall gain all T can

for myself. 1 shall help to move the Great Wheel towwird collapse and 1 shall smite that dreary realm with an iron fist and whips
of fire. No longer shall 1 care what myﬁﬂmwmyhﬂhmmﬂduﬂhhdhmmyﬂmuddmmhmyhhp

with all. But they must not suspect my

Let themsquabble among

vie for position. Let them believe

WMM&IMh the end, as the wheel turns and darkness covers all 1 shall sit atop the throne of destimy,

originallygered the First”~ 00+
Then I shall rule and ifit
[ hall have my vengeance for

 the wheel must turm agair;1
s thoughtless curse that he laid wpon me. For ome thing I now know that others consider not:

duwmmwmmmmm

Should the Wheel of the Ages reach the top once more, even in its apparent perfection, 1 shall linger like a blot pon pure sand.

The wheel shall one night turn again

AnoTHER DAY DAWNS

Once the plague has been read and the conversation
afterward lags, the Storyteller should explain that the sun is
rising and the characters need to sleep. Some characters may
want to start out for the power station immediately after the
earthguake. While they may do so since Celestyn has n large
car capable of mumsporting all of them, roads are almost
impassable due 1o cracks, ripped up roadway and wrecked cars
blocking the narrow strects: People wander aimlessly, secking
safety or shelter, though they seem afraid o go indoors. It
takes far longer 1o travel and they if they leave afrer the quake
they are caught by the sun a quarter of the way to Bucharest.
If they choose to go, the Storyteller should create some
serious difficulties for any characters who cannot find shelver
for the day. Those who escape the sun receive uneasy dreams
of n great darkness strring within the earth followed by
dreams of another earthquake opening the soil around them
and exposing them to the am. Those receiving such dreams
must succesd on 1 Coumnge roll to avoid Reschreck. Those
failing the roll frenzy, bursting from the eanth and exposing

themselves to the sun’s rays for real,

SCENE SIN:
CHOICFAT CERNAVODA

Scartered reports of devastation along the Danube trickle
in the next evening. The news concemns entire reghons
sinking | 2 1o 15 feet and huge peysers erupting from the soil,
spewing out enormous boulders like cannonballs. Repores by
foredgn journalists broadeasting 1o the few areas with power
speak of breaks in the lock system causing massive walls of
water from the Danube — roiling waves over 20 feet high —
to flood the countryside. Refugees flee north to escape the
destruction. The army (such as it is) tums away anyone they

find trying to enter the area. Reporters must do flyoven to get
stories. No ground rmffic moves through the disaster comidor.

Speculation runs high that the nuclear power stavion at
Cemavoda may be compromised. Some believe the con-
minment unit may be leaking: others sugwest that the
fmcility is on the verge of a meltdown. Many wonder if the
country s up to the task of averting catstrophe. If the
characters don't attempt 1o discover this themselves, they
overhear a rudio report or the conversations of someone
they pass on the sireet.

At this point, it's up to the chamcters whether they ke
action. If the characters decide 1o ignore the station, another
massive earthquake rips Romania apart, destroying most of
the country. The missiles fire, the Ancient Obfuscates them
— still ignorant thar some are headed for China — and they
fall undetected on Manhattan and Beljing. World War 111
probably ensues.

Yeush,

Then again, it's your game. Someone el could stop
them if the characters don't, unless you're ready for some
significant divergence from future source material.

The road to Cemavoda proves treacherous. Trees and
wrecked cans litter the road. Bridges hang emsily or have
collapsed alogether. What were once level surfaces end in
drop-offs or fields 100 broken o traverse. Rocks, mud, splin.
tered trees and twisted wreckage from ruined howses block
mountain roads and threaten o slide even further down on
the tilted pavement. Tangled spiderwebs of downed power
lines criss-cross roads, lanes and fields.

Chamcters who persevere and continue onward despite
the obstacles can locate a way through the scattered army
lines and reach Cemuavoda.

Riviamoes




The region i deserted. Blackness covers everything.
Power failures have extinguished all lighe. The coterie's car,
if they're in one, moves sluggishly through standing water
that threstens to swamp it, brushing past mngles of tree
limbs and around the bloated bodies of cows caughe by thee
earthquake or floodwaters. Moving through the water proves
dangerous since the driver cannot see rifis in the earth.
Night passes as they slowly approach the power station.
They arrive with barely an hour before dawn. It's immedi-
ately apparent that the power station i in setious trouble —
and only the characters can possibly fix it because they seem
1o be the only ones here.

THE PowrR STATION

Mired in almost five feet of swirling, muddy water from
the Dunube, what's left of the Cemnavoda power station
thiuses starkly against the cloudy sky, its contsinment unit
twisted as it leans precariously to one side. Lights Mlicker and
glow within — testament thar the plant's generators still
function. Steam rises into the sky, not the pure, whire
controlled plume wamlly associared with a nuclear power
plant, but an angry gray billowing, spreading our over the
river and the inundated land. The area seems deserted, and
muddy river water choked with debris roils dangerously
arousnd the facilivy, blocking easy access.

Characters trying to enter the power station must wade
to the door and open it against the force of the water, n sk
requiring a Strength of 4 or better. OF greater concem s
somehow closing the door behind them once they get inside
(requiring a Strength of 8, though two people at a time may
combine their efforts). If they don't close the door, water
rushes in and quickly finds the lowest level, pouring down
a sunircise and interfering with the generators keeping the
facility running. The water fills the building from there
until it reaches a level equal to the water outside. As the
reactor lies on the lowest level, this could prove disastrous.
The entite facility already sits on unstable terrain and
further stress conceivably makes it impossible to contain a
nuclear meltdown. The characters can prevent a meltdown
if they're careful and quick. They have only an hour before

dawn in any case.

The group needs to make its way 1o the control room,
which has been deserted by panicked staff members — all
except one., Dy, Helena llianescu, a small, thin woman in her
30, still works within the control room, desperately trying w
halt the meltdown but woefully unable 1o do so. She can
explain 1o the characters what is wrong.

The switch that lowers the boron carbide rods into the
superheated water to stop the reactor and shut down the
chain reaction is not working. The reactor continues to pour
irradiated water into the pipes and the steam wns the
turbines, converting it toelectrical power. The damage to the
buikding has disrupted this process. Somewhere along the
way, a leak has developed. Radiation escapes with the steam.

—

Since the rods don't respond to commands from the conrral
room, someone must go down to the containment unit and
work them manually. Such a person has to be incredibly
strong, however, because the shift in the building has bent
the controlling mechanism, which is why it can't function
mechanically. Further, there is obviously a leak somewhere in
the unit itself because the nuclear fuel is overheating, This
means the level of the deminemlized water meant to keep it
cool must have dropped precipitously; Dr. llianescu has been
unable 10 0dd more. Perhaps the valves are stuck or they 1o
have become bent and need 1o be operated by hand.

Dr. llianescu has been doing what she can 1o aven
disaster, but she isn't strong enough to do the manual tasks.
In the end, she planned o simply do an emergency shut-
down, though that would probably results in a meltdown
anyway. Still, it seemed her only choice and the last chance
o save Eastern Europe from contamination. Now, though,
she can tell the chamcters what w do, she can slowly shur
down the station.

If the characters agree to help, she directs them to the
lower level, If they failed o st the door, thar level is now
covered in water. They have to swim and perform their tasks
underwater. Luckily, they don't need 1o breathe. While the
river water has replaced the pure liquid that cools the reacror,
they must still lower the rods. The diny, debris-Alled warer
provides a solution o the meltdown while increasing the
oddsof an actual nuclear explosion as the neutrons bounce off
clements never intended to be in the mix. Only by lowering
the rods into the reactor can they stop the cycle. Manually
lowering the rods calls for an extended Strength + Athletics
roll {difficulty 9), One success per um is requined and it takes
four turns to force the bent rods out of their holders far enough
for them to drop the rest of the way. More than one chamcter
may try to pull the rods free and a success from any of them
counts toward the total. Freeing the warer valve takes a
Sirength of 4 or betrer.

Whenever the characters move to tum the wheel manu-
ally or free the rods, six of Nosferatu's agenis, left here 1o
prevent such interference, attacks. Use Mihail's mtings
(above) for these agenis. 1 the characters released Mihail, he
has been Dominated into the steack by the Ancient. Mone of
these vampires has any concern for their own safery and all of
them fight until incapacitated. Additionally, they are clever,
Obfuscating and striking from the darkness, only to nm sway
and harry the characters a minute later. The charcters have
todefent the attackers before they candeal with the mechani-
cal problems besetting the facility.

If the characrers cover the fuel with water and lower the
rods, the melidown is averned. Keep track of the time. If they
get the jobdone within half an hour, they succeed. If they fail,
a huge cloud of mdiation escapes, poisoning half of Eastern
Europe and making the Danube a river of death for hundreds
of miles.
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Regardless of the characten success with the reactor, Dr.
Ilanescu says, "The power plant is not the only theeat. Once,
several years ago, we were all dismissed from work for severl
weeks and replaced by soldiers. When we came back, we
discovered that the land had been dug up and replaced in
several locations. We have long known that Ceaucescu
emplaced missiles here under cover of the plant. | do not
know where they all are or where the control bunker is — we
were not encoutaged 1o ask questions and those who didsoon
disappeared — but it must be nearby. If the plant was
damaged, it is likely that the bunker and even some of the
misstles were oo,

If possible, Dr. llinnescu begins to shur down the plant.
Although this deprives nearby stroctures of electnical power,
she is certain that the bunker and missiles must have emer-
gency generators of their own. If they do, even with the plant
shut down, the generators can provide power for pethaps 30
minutes toan hour on their own, Thus, there should theoreti -
cally be lights in the bunker. She urges the charcrers o go
with her to check things out. She says she realizes that the
faciliry is underground and that the water makes finding irall
bt impossible, bur asks their help anyway. She siys she has
no respect for the technological expertise Ceaucescu em-
ployed in building the power plant; she fears the same shoddy
workmanship wenr into the secret bunker as well.

DeatH Rises

As the characters leave the power station, they hear a
Ioud nambling sound. The ground beneath their feet shakes
as if from another earthquake. Then, as they watch in the
lightening pre-dawn aky, all around them slender silver
shuipes bedecked with fins and canisters shoot up our of the
water, blasting into the air on powerful rockets. They wink
our one by one, as if ernsed from the universe. The roar of the
rockets continues, but the missiles themselves have disap-
penred. Clever charscters who know they're facing Nosferatu
may realize who their opponent is may intuit thar someone
has just Obfuscared the missiles. No one in Manhaman or
Beijing can see them coming, much less attempt to shoot
them down. The only chance o seop them now lies within
the secret bunker. Observant charscters may make Percep-
tion + Science rolls (difficulty 7) o locate the bunker based
on the locations of the sthos.

Knowing where the bunkes lies, the chamciers can swim
down and locare the hidden entrance. Because of the shifting
of the earth and the rushing floodwarers, the soil layer has
washed away, leaving the door uncovered for anyone to find
— il they're looking underwater. Unclogging the hatch
requires a Strength of 4. One character at a time may jump
down into the bunker, accompanied by a torrent of warter. If
all characters have Celerity, they can get in much more
quickly and close the hatch behind them, requiring two
successes on a Srength + Athleties roll (difficulty 9 to foree
the door agninst the water. If they cannot close the door, the

whole bunker soon fills with water; withun rwo minutes, the
electrical equipment inside shorts out, the guands insde
drown and the charcters cannot passibly stop the missiles.
For that reason, the Storyteller should be penerous and allow
more than one person to oy closing the hatch each tum.

SToppING THE MISSILES

Within the building that houses the mechanisims for
launching the missiles, the characters find a pair of securiry
guands weaning Romanian srmy uniforma. One guard, seared
at a control console, has apparently just complered the
launch sequence. The other guard stands at the alert. The
chamcters may assume cormectly that these individuals are
ghouled or Dominated mortals under the direction of
Naosferaiu's agents. Overcoming the guards shiould not present
a problem for the chamcten.

Figuring out what to do to abort the missile lanch, ns
well ns discovering the number of the missiles and their
destinations constitutes the real challenge.

After dealing with the guards, characters may resct to
the situation in various ways. Panic may result in blindly
punching buttons, lipping levers and woggling switches in an
attempt to halt the missiles’ progress, Some characters may
notice a prominent button marked “ABORT™ (in Roma-
nian) 1o one side of the control console. Pushing this button
has no effect. A keypad next wo it indicates that some son of
numeric code is necessary to enable the abort sequence

Characters may realize, either on their own or with an
Intelligence + Science roll {difficulty 7), thar they have a
grace period of at least a few minutes — maybe as long as
thiry minutes — before the missiles reach their pirgets. This
gives them some rime to look around the room and locare
possible sources of vital information.

To one side of the console, » compurer sereen displays a
list of missile trajectories — presumably the target locations
for the individual missiles. Characters knowledgeable in
science of mathematics may roll Intelligence + Science
{difficuley 8) w determine the approximare destinarions of
the missiles. Half are headed toward New York, half toward
Beijing. Those without the appropriate scientific background
can roll Intelligence (difficulty 9) 1o recognize the approxi-
mate locations of the missiles’ mrgers on the conrinenral
maps displayed above the console.

Characters who know something about computers may
nrrempt 1o search the files for nccess codes for the abort
sequence. Passwords are not necessary o gain access to the
files since the compurer is already on.

Searching the files produces some interesting bits of
information, including the following communications con.
tained in a file labeled Projecs Winger:

* A copy of a lerrer to Ceaucescu from a V.5, Domulscu,
Ph.D. outlining a plan 1 “ensmure the future freedom of
Romania by eliminating the major forelgn threats to Roma-
niansovereignty.” The plan consists of preparsitions to lunch
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several nuclear missiles at selected targets in Eastern Europe
and Russia. In addition to the nuclear package it carries, each
missile serves as o transporter for several plague bombs, set 1o
disperse i the atmosphere before the missiles make their
final descent, thus making certain that areas outside the
range of the nuclear blast receive a lethal aichorne virus.,

* A note from Ceaucescu to Domulscu approving the
scientist's plan.

* An official directive to the head of the missile base 10
implement the means of launching Project Winter, The dates
correspond o the time period referred 1o by Dr. llianescu.

Further searching of the computer’s contents locates a
file labeled Emergency Procedures. This file details the steps to
be taken by the security personnel in the event of an atack
o i response to an order 1o launch Project Winger. While this
file does not contain the password necessary to abort the
missile lumch, it does make reference o the use of passwords
by the station’s operators.

If the characters have not killed the guards, they may
question them or use appropriate Disciplines to acquire the
necessary password, Each guard has o Willpower of 5, since
they have been conditioned by their true master — one of
Nosferatu's agents. If the guards are dead, the chamcters need
tosearch the office quickly 1o locate n locked file cabiner thar
contains the pasword. A Dexterity + Security roll (difficulty
7) unlocks the cabiner; aliemnatively, a character with &
Strength of 4 can wrench the cabinet open. Inside, & manila
envelope marked Confidendal contains the passwords 1o ini-
tiate the launch sequence and toactivate the abort procedure.
Each password consists of a 12-digit alphanumeric sequence.

A Marrenor Time

As they hurey to find the information they need, the
characters notice a slight dimming of the intemal lighting.
Any charscter who succeeds Intelligence + Science roll
(difficulty 7), realizes that the altemate power system — a
small generator in a comer of the control room — is failing.
Since the characters have already shut down the power in
the reactor and cannot restore it without endangering the
invegrity of the plant, the only power source remaining is
the generator,

The missile launch consumed a considerable amount of
available power and the computer is draining the rest of it at
o steady rate. The chamcters need o find the information
they need and initiate the sbort sequence before the remain-
I [PWET Fns oo

As soon as the characters hit the abort sequence, the
next scene begins, though it may seem as though they have
a few seconds in between in which to make some decisions.

SceneSeven: KupALa

Assuming the chamcters succeed in stopping the mis-
siles, they may choose whether they remain in the bunker or
emerge o seek shelter before sunrise. If the guands still live,
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they have difficulty breathing, and one collapses 1o the
ground. The air in the bunker fouls as it stops circulating. The
guards try to climb the ladder to the opening and force the
door open regardless of the consequences. Players whose
characters allow the guards 1o die should make Humanity or
Path rolls if appropriate. Any chamcrer may help himself to
the guards’ vitae; neither is missed considering the recent
disaster. Whatever the characters decide. they have ane more
problem before they can relax. I they emerge from the bunker
in the next few minutes, the confronmrion takes place
outdoors. Remember that the sun is about to rise, if it hasn't
already. If they remain within the bunker, they have les
room to mancuver, but aren’t burned by the sun.

InTHE BunHeR

By now, the bunker is completely dark. The generator
no longer functions. The computer Is dead and the air
pumps no longer supply fresh air. Into this silence booms a
gargantuan bellow of laughter, followed by the appearance
of a dimly lit horrific shape that scems 10 emerge from the
control consale irself,

*Did you believe you could stop it that easily ™ the figure
speaks in a sibilamt whisper. Some characters fimiliar with
the lore they've encountered in the past may recognize the
demon Kupala. If the characters immediately attack, Kupala
sends the missiles w their tirgets, using the energy of the web
ta powet them. There is noching else the charctens can do 1o
prevent the catastrophe st this point. If they listen 1o the
demon, they may make a choice that defeats Nosferatu's plan,
and Saulot's as well.
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Giiven the chance, Kupala continues. “Those contempi-
ible darts could not even reach their targets without me! The
Givent Ome communids thot | send them on their way despire
your momeniary interference. Even now, they hang in the
sky awniting my touch. | must obey him, for he holds me
prisoner. Yet you may deny him his victory and assure
yourselves that he can never aguin use my power for his own.
Free me. Use the Sword of the Dragon to cut through the lines
of power that form the web. Once they are broken, | am
released and he cannot command me. Do this and [ shall let
the weapons die and fall into the waters. Harm me and they
strike his foes. Which will it be!”

The characters may attack. I they do, Kupalareleases his
hald on the missiles. They hit Beijing and Manharmn with
consequences best left up to Storyteller’s imagination. Obvi-
ously, this is a firly stupid thing 1w do.

They may agree to the demon’s plan. If they do, they
masst tuke the sword and cut through the eight lines of power
thar Kupala makes visible us shimmering, vibrating lines just
shove water level. All touch a central area just above the
bunker like the spokes of n wagon wheel, It takes one turn to
sever cach line. Remember that the sun is definitely up by
now and Kupala cannot wait unril dark for them to perform
this tsk. The chamcrers must suffer the consequences. Of
course, they could ke numns.

As the last line bs severed, the sword shatiers and the
cirth once again groans as another buge earthquake hits,
burying the bunker and most of the power plant. The charic-
ters huve to swim for it or be jerked into the Danube and flung
downstream like twigs in a white water. If they can reach a
nearhy patch of trees on an elevated mound, they may shelter
from the sun and get above the rising floodwaters. Once the
earth stops shaking, they can either Earth Meld or cover
themselves with leaves and dirt to make it through the day.

If characters donot have Deacula's sword, Lei knows how
to sever the lines, If he must do so, he hands his sword to the
strongest character and commands him to sever the line as
Lei weakens it. Lei can last just long enough to finish the job.

8l

His jnde amulet gives him three minutes’ protection against
the sun; his amulet begins 1o rot away when exposed 10 i, [t
takes Lei two turns 1o weaken each strand, though it tkes
only one for the sword wielder 1o sever it In the end, Lei meles
into a puddle thar swirls in the water and is gone.

Kupala speaks to them once again if they have destroyed
the web, saying, “You have freed me and for this | grant you
the right to continue existing — for now. Do not seek to bind
me again of you will feel my true power. Leave. | reclaim the
land | ance ruled. If you are still here two nights hence, you
will know agonies that make sunlight seem but a lover’s kiss
Unless, of course, you wish to stay and serve me! No! Then
be gone before | feast upon your souls, or what is left of
them...."” The demon departs, sinking into the earth, which
blackens at his touch. The ground shudders, from his passage
or an aftershock? The charscrers may never know. Of course,
if they choose ro serve Kupala, the Storyteller is encouraged
to invent every heinous, soul-deadening horror for the char-
acters to commit in his name until they cease 1o be player
charactem and emerge as some of the most villainous Seory-
teller characters of yous chronicle.

AFTERMATH

Whatever Celestyn promised them as a reward awais
the characters in Sighisoara. They may colleet their due and
leave the country with no further difficultics. Some time after
the characters leave, whether together or alone, each re-
ceives a small package brought by a courier, who cannot
remember who sent the parcel. Inside each package is a
filigree brooch shaped like an intricate spiderweb. Under it
rests a note, each addressed 1o the chamcter by name. In a
strangely lettered upslanting handwriting it reads:

“To you, the first round,

bt many more remain.

My congratulations and

my warning,

— A"







Baer whether wake on .!h'.mun,:, thit | ke

How dveamunie human glimes come ond g
Whone IMEIMETLTTY [EfbLre el "rrr.ﬂ__

Woatkene as ome who knoun he soon may wake

o farrly crry the fuall ¢ uf, awedl

Divsordered iniodenee and [Enum ,"l.l-."l.ll

That there: be naching after s upbrad

D hveamer or doer m the e he plaved:

Whether o maormow’s dows shall break the <pell

or the last erumpet of the Egernal Diay,

When dreaming, wich the night, shall pais vy

— Pedino Calderon de L Barca, *The Dicapm Called Life”™

[PLAYERSIN THE
ETERNAL GAME

Thils chapter provides decriptions and, where nppeopeiate
T rwits for the signihicant Kindred who appeas — ormight appear
in the three stories that make up The Dragon Ascendant, I
youy feel you need o flesh out the numbens for charcten with
abbreviated rreatments, you are free fodo s, but remember tho
thie mowt poweerful Churicten are unlikely 10 come into direct
|"ll'-'1~..\i coniflict with the 1".!'.!.! charscters. i they do, the
players’ chamcrers moy well be the ones o alfier

ASSAMITE ANTITRIBU

Fario, CRUSADER ASSASSIN
6th remeTal o |.'|:L|J|: o Al
Mature: Visiotuary

Demeanor: Roguc

Embrace: 4ehc. RA

Apparent Ages carly Mk
In 1566
Hungary, While the Crtoman Empsire mammamed o serumd:
hold on Moldavia and Wallschia, the Turks granied
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Ttansylvania gained un indepersdence from

Assumite vizler organized nocturmal crusades agamat the fand
beyond the fore '.'ll.h}r'lil:h.ll:i'l‘,_ his eforts met resistie
from @ LT I11'|'I\'~‘|fJ£ i PRNCES gt -.|. tl\ the ' enirue
The Ottoman Assaunites laibed w seise even one tirsa o
Pronsylvania, bur Fang and Asamate anpirmbu like ham
focused om thie Chadnites who lu.] behind these disnains |,1-.
service o Ko, the il who led the Asamice antimiby, they
plotted 10 execute the Camarilla princes of Exstern Europe
Fang's 1op priority was the Eastern Losd Ventme who de
fended Transylvania. While Ottoman Assmites mod Eastemmn
Lond Ventrue comipited against éach other, thelr strumele
gave Fangand other Angels of Caine Ly oprpcerturiey 1o build
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process, Farig has become one of many Cainites who helped
the Sabbat utterly dominate nocturnal Transylvania.

Within s century of the Ottornin conquest of Transylvania,
the Hababung dynaesty mustered enough power 1o drive back the
Turkish hordes. While Humgary conquened the region by day,
Sabbut packscontinued 1o resit ar night. Farighad gained encugh
influence among his peens to asemble highly tmined packs of
Sabbar asssins. Workimg with other Angels of Caine, he culled
the bloated ranksof Hungary'sundead nobility. Although Budapes:
wis home 1o Embraced Arpads, Habsburgs and other nobles, their
ranks were decimated by Farig's skillful artacks.

Fariq's mastery of pack tactics involved far more than
simiple strategic concerns. Before his Embrace, Farig had been
ahumane and religious man. In the fourth century B.C., he was
almost stoned w death by irmte Christians for observing unholy
rials. Farlg served Dagon, s god who has since been aban.
doned by the world of men. Fariq has spent centuries in torpor,
but after he rose again, be tumed his back on the new gods of
the human world. Fariq later reconstructed his ancient beliefs,
coloring his rituals and observances with the practices of the
Sabbat. To help organize skillful packs, he assumed the role of
a Sabbat priest who performed the religious ritee thar motivate
Cainite packs to grand achievements. As a Cainite priest, he
combined ancient rites in service to Dagon with modem
Sabbuat ritae. As such, he has become a minor religious leader,
a Sabbat priest known for assembling cules of fanatic Sarcens.

The centuries that followed Farig's religious innovations
provided perfect opportunities to test the skill of the fanatic
packs he formed. Eastern Europe eventually becarme a battle-
ground for two powerful factions: the Ortoman Empire and
Russia. From Alamut, packs of non-Sabbat Assamites con-
tinued their mids on Eastern Eutope, but to noavail. Although
the Oiioman Assamites prospered in Wallachia and Moldavia,
Transylvania remained beyond their grasp. For the Sword of
Cane, pack mentalities trivmphed where humanity failed.
Following the ignoblis risae Fariq devised, selectively chosen
Angels of Caine learned to lighe with wild abandon, harress-
ing the power of the Beast to drive them 1o greater glory.

The Embrace forever changed Farig. Before his Embrace,
he wis a humane man and areligious scholar, but the Blood has
given him both power and the temptations that come with it.
In service to the Sabbat, he has abandoned his compassion.
Ohver the List cenury, he has leamed to incorporate hisancient
religion into another system of ethics: the Path of Caine.
Human religion no longer inspires him. Instead, he has learned
torevel in the wisdom of the First Vampire. Fariq has attracted
the attention of Sabbat Inquisition, but he has proven time and
aggnin b have the interests of Cainires i heart. In his haven in
the Carpathinng, he still secretly receives Sabbar packs who
wish tw attend his incamadine observances.

BRUJAH ANTITRIBU

Dommic, Baute DATRIARCH
fith generation, childe of Samal

Mature: Barbarian
Demeanor: Rogue
Embrace: 3rd c. B.C.
Apparent Age: carly 30s

Dominic is an unaging restament to Clan Brujah's ori-
gins: He was Embraced by a fifth-generation vampire in
Carthage on the very night that Roman soldiers stormed the
gates. He then began an epic campaign of revenge against the
Roman Ventrue and their descendants.

Dominic traveled in the wake of a great Magyar army, one
led by a mortal known as Bulscw, the Man of Blood. As Magyar
tribesmen attacked the Holy Roman Empire, Dominic rejoiced
at finally having n chanece to srike ar the Ventrue Methiselahs
whao hid behind it Bulscu was a promising pupdl, a ferocious
mortal whi seemed perfect for the Embrace. Asatalenred ghoul,
the Man of Blood reverently accepted Dominic’s vitae each
week, but his master tanmlized him with promisesof immaortality
und the true power of Cainite blood. Dominic guided his pawn
expertly, but just as he was about o trivmph sgainst his rivals and
avenge Carthage, Bulscu betrayed Dominic. He tired of waiting
for his promised rewnrd, and instead petitioned Dominic’s
enemies to grant him the true power of the Blood. After
sccepting the Embrace from a Ventrue, Bulscu revealed his |
newfound strength by driving a stake through Dominic's heart.

Afver Dominic awrose from torpor, he mmied w muster a
revolution in Transylvania agains the Holy Roman Empire,
the Hungarian aristocracy who remained under their com-
mand, and the hidden Ventrue whd exploited them. His
ultimate objective was revenge against Bulscu, his new prey in
the ongoing Jyhad. Although serfs from Dominic's
Transylvanian domain revolted against Hungarian overlords,
Dominic was betrayed once more, this time by a Ravnos named
Vassily Taltos. Vassily suggested un alliance with Yorak, the
Trimisce who once made his haven in the Cathedral of Flesh,
Dominic fell into his trap and was tortured in that foul
Inbyrinth for centuries. Through Vassily's misdirection, Hun-
garian Ventrue were eventually blamed for Dominic's
disappearance. The Methuselah became a martyr for displaced
Dacian Brujah and the enemies of the Esstern Lord Ventrue.
It was impossible to prove what really happened to Dominic
because he had been destroyed... or 30 his enemies believed.

Near the end of the 1%th century, Dominic emerged
from the Cathedral of Flesh. Surviving an honomry Creation
Rite that had taken centuries, he was rebom into the ranks of
the Sabbat. Although he was ancient enough 1o rise above
the concerns of sect and clan, allying with the Sword of Caine
perfectly suited his campaign of revenge. Onee the Habsburg
Ventrue's mortal minions had been driven back to Hungary,
Dominic created powerful mtimibu childer o lead further
crusades against the cities of Eastern Europe, especially those
bueld by Camarilla Ventrue. Bulscu, the Magyar who betrayed
him eight centuries ago, had by then moved from the ciry of
Budapest to a haven far to the north.
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By the end of the 20th century, with the aid of Fariq and
his Assamite ansitrtbu, Dominic finally destroyed Bulseu, bt
not until Eastern Europe suffered extensively tn the process.
Bulscu’s Final Death, the fragmentation of the Soviet Union
and the fall of the Shadow Curtain eventually opened up vast
new territonies throughout Asta. Dominic has withdrm
from such concerns, however. Having used his alliance with
the Sabbat to destroy an ancient enemy, he has rumed has
hack on them 1o join the mnks of the Inconnu, where he
remaing a distant observer of Cainite society. Methuseluhs
like him pursue epic goals that span millennia, but Dominic
has finally fulfilled his role in the Jyhad. Patently, he awais
the coming of Gehenna and the revelations of the Final
Mights. As the fires of vengeance have waned within him, so
hias his control over the Beast, and the modem nights often
see Dominic barely in control of his murderous frenzy.

Famuza, Sannar Pack Ductus
Background: Fadnm's family emigmted from Isn w the
Unined Sentes in 1980, Sentling in California whese her father
opened asmall Middle Eastern food store, Fainuz quickly sdaped
tothe Ameriean lifestyle — much to the chagrin of her raditional
family. Her father, fearning for his daoghter's vime, mude hera
virnl prisoner in their home, monitoring her erips to and from
school and keeping her busy helping with the family busines.
Mattens cime 10 n head when Fiinea graduated from
high sehoal and wanted w amend college. Her fathet forbade
her from secking further education, claiming that, as a woman,
the had no need of it. Fairnom pretended 1o submit o her
father's will but watched carefully for un opportumiry o
escape. The chance presenved imself when Fainga found
herself alone in the bakery one day. She closed the shop and
baolted, taking money from the cash drawer. She bought a bus
ticket to Los Angeles and vanished from her family's lives.
Asarunavey, Fainues learned quickly how to survive on the
streets. She hooked up with a gang led by a charismatic young
man named Boudreaux, who appeared only st night and initi.
ated her into his group’s strange rituals — such as the drinking
of his blood. By the time Boudreaux Embmced Fainum, she was
willing to do whatever he wanted her to.... for a while.
Fabruzasoon realized, despite her blood bond wohersire, tha
shie wan as minch a prisoner of Boudresus as she had been of her
father. Boudreaex controlled her every action, keeping het close
to hirn and dictating everything from the clothes she wore to the
people she could assaciate with. Fainsa plotted her escape. A
nomadic Sabbar pack provided her with the “out™ she needed
Fainuza willingly underwent the Creation Rite and sur-
vived her probationary period, earming the right 1o be called
True Sabbar when she killed her sire and most of his gang. For
a time, she relished the freedom of unlife with her pack
Eventually, she noticed that her pack leader, a Lasombra
named Ruiz who prided himaelf on his machismo, rarely paid
artention to her idess. Fairuza watched him in bartle and
noted his lack of sophistication while she honed her own

skills. One night, she invoked the rites of Monomancy,
challenging her leader to n duel to the death. Expecting an
casy victory over an upstart pack member, Rulz toyed with
Fairuza, not realizing that she had slipped inside his guard
until it was too late. She gutted him from groin 1o throat

Faines clatmod Ruiz's |ﬂ.n-.'r oo chuctues amd b ||u|mni 4]
retnin that position through her chartana and sheer determina-
thon, rather than through tact or martial prowes. Five yeam ago,
Fivinzn and her r:k..’l: traveded to Mexicn 1o visit the center of
Sabbat acrivity and artensd the sect’s most prestigions Palls
Gnanle. Sascha Vikos also made an mppearance af that grand rive
and itz exotic, genderless beauty drew Fains o it like o mognet

The brash, determined young Brugah, in tum, impresed
Sascha with some inner quality, for it requested that Fainuza and
her pack escort it to several other appotnoments in Mexico City
and Southemn California. Since then, Fainza's pack has served
Saschan wx o personal puard whenever the (nnemnt priscus
decides wravel arourd thie American continents, remaining on
call whenever it has » need for them. Recemily, Sascha hm
requested they oversee its negotiations with some high-ranking
Camarilla Tremere in, of all places, Raleigh, North Carolina

Fairuza’s curtent pack consists of Guggenheim, a 9h.
genemtion Toreador antitribg Dinaro, a 10th-generation
Lasombra; Flayer, a 10vh-genermtion Trimisce; Blisskrieg, an
| Ith-genemtion Gangrel annmibu; Mole, o 1 3th-generation
Nosferaru antimibu und Bum, 3 9th-generation Venrne
antitnbat. Rowdy and Razor, two new recruits, are currently in
their probationary period, hoping to survive long enough 1o
join Fainza's pack as True Sabbar.

Image: Fainuza hos dusey skin, dark curly hair thar reaches
her shoulders and dark brown eves. Like many rirar wo WNET,
she s shorer than average, with slight but athletic build
Graceful in her movemens, Fairum esudes an “in-your-face”
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artitiade when in the presence of anyone who might challenge
her authosity {with the exception of Sescha Vykos). She dresses
for mobility and comfort mther them sdomment. She wears no
jewelry cocept for the 200r sothin silver hoops that line herears.

Roleplaying Hints: Mo one i ever poing to control your
life again. You have looked for freedom since before your
Embrace and now you have fooled yourself into believing that
yous hurve found it in the Sabbat. While youaccept the fact that
you sometimes have to follow orders, you prefer that those
orders come from someone who appreciates your talents rather
than someone who just sées you asa subservient female. Sascha
Vkos fits the bill perfectly. It does not consider you in terms
of your gender but looks beyond the outerappearance into your
spinit. Ironically, as much as others fear Sascha, with it you feel
safe and unthreatened — us long as you do your job. Recently,
Sascha has begun 1o renwnken your inrterest in academics,
something your human family forced you 10 abandon.
reminds you that your clan has a history for scholunship as well
as military excellence. You feel you should listen to its urgings
for you 1o hone your intellect ms well as your body.

Haven: Fainuza and her pack currently use an abandoned
warehouse in Raleigh, North Caroling as a communal haven.

Secretat Fainuza may know details of Sascha's doings in
individual situations, but is willing 1o die before she revealed
them to anyone she didn't think should know,

Influence: Within the Sabbar iself, Fainuza has little
influence. As an adjunct of Sascha Vykos, however, she has
the respect of most of the Sabbat (except for Sascha's rivals).

Destiny: Sustenance
Clan: Brujah ansombu
Sire: The Devil Boudreaux
Mature: Rebel
Demeanor: Bravo
Generation: [0th
Embrace: 1985
Apparent Age: early 20s
Physical: Strength 2, Desterity 3, Stamina 3
Social: Charisma 5, Manipulation 2, Appearince 3
Mental: Perceprion 3, Intelligence 4, Wit 4
Talents: Alertness 3, Athletics 1, Brawl 4, Dodge 3, Grace 1,
Intimidation 3, Leadership 3, Panhandling 1, Streetwise 2,
Style 2, Subrerfuge |
Skills: Drive 1, Etiquerte 2, Firearms 3, Melee 3, Stealth 2,
Survival |
Knowledges: Clan Knowledge (Tremere) 1, Computer |,
Investigation 2, Law 1, Linguistics (Kurdish, Spanish) 2,
Okccult 1, Politics 3
Disciplines: Celenty 3, Porence 1, Presence 2
Backgrounds: Allies 2, Resources 2, Sabbar Sttus 1
Virtues: Conscience 3, Self-Conrol 3, Courape 4
Morality: Path of Honomble Accord 5
Willpower: &

GANGRFL AND GANGRFL
ANTITRIBU

Mrrau, Hupatan Curtisy
Tth peneration, childe of Amull
Mature: Fanatic

Demeanor: Defender

Embrace: 1190

Apparent Age: carly 20s

Cainives who endure over the centuries cither adapt ro the
changes around them or fall into stasis — and likely torpor.
Mitru has censed to evolve. He was once a powerful hunter
stalking the forests of Transylvania, but has since degenerated
into bestial fury, animal instinces and fallen almost wholly 1o
the Beast. In his mortal days, he hunted the vampires who
preyed upon the Transylvanian village of Cluj. As a ereature of
the nbighit, he has become like the minstens he once destroyed.

As o defender of Transylvantsn domains, Mitra main-
tained a fierce hatred of the Ottoman Assamites; thus, he
allied with Drscula’s Axes. He is now the leader of o pack of
Ciypsies and violent Gangrel thar frustrates the designs of
Assamite elders who hope to seive Transylvania and establish
it s part of their sphere of influence. As part of this alliance,
he pursues other tasks on behalf of his patron, Dracala.

By 1897, when The Dragon Ascendant begins, Viad
Urncula has failed to bring London under his sway, He returns
instead 1o his timeless objective of mastering Kupala, o
demon lurking beneath the soil of Transylvania. Mitru the
Hunter, as part of his alliance with the Son of the Dragon,
agrees 1o lend a pack of independent Gangrel to the ciry of
Vienna, where he hopes to retrieve the Incumabubum Kupalam,
His pack also has a second, more covert objective in Vienna
Through koldunic rituals — the only type of magic the
Tremere do not know how to counter — the Axes attempt 1o
poison the soil beneath the Viennese chanury.

I ehuis firse task, Mitra fails, overcome by Trnsylvanian
nivals. In the second, he achieves surprising results. Summoned
by koldunic rites, spiritsof Kupala slowly infest the soil beneath
Tremere'salleged haven. Barely escaping wirh hisunlife, Mitru
becomes the meget of a workdwide bood hunt called by Clan
Tremere. If the Huner is not destroyed by the ployens’ cone
spiracy, e 18 eventually slain by Etrius's Warlocks. Regandless,
hiis centuries of suffering come 1o an end.

TmweERIU, THE RECALCITRANT SERVANT
10th generation, childe of Hamuth
Nature: Traditionalist
Demeanor: Conformist
Embrace: 1050
Apparent Age: indetermimate
Forcenturies, Tiberiu has acted as a scour and messenger
to the most remote realms of Eastern Europe, Throughout the
1'%th cenmury, he remained a faithful servant o both Radu
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Bistri and Viad Dracula, When Radu left for the New World,
Tiberiu stayed in Transylvanin to serve Decula. Throughour
the Victoriin Age, those who wishied an sudience with the
Son of the Dmgon summoned Tiberiu ro Bistria, The myste-
rious T ransylvanion cautiously rook them in a nickety coach
through the dismal mountain roads leading to Borgo Pass
While Radu remained an anachronism in a mpidly
changing world, Vlad Tepes wanted 1o evolve with this new
age. In a vain artempt 1o side with the Camarills, the Son of
the Dragon attempted 1o set up i series of havens in the heant
of London. Tiberiu himsell led a solicitor named Renfield,
the poor fool wha later became Dracula’s favored ghoul, w0
the casitle in Borgo Pass. Just as Tiberiv assisted Viad in
escaping across the Carpathinns in the 15th cenmey, the
Liangrel minion worked with Renfield vo onganize his master's
voyage from Varna 1o Whithy. Dreacula's scheme failed -
terly, however, and within o few years, Tiberiu apain aided
the Son of the Dragon when be fled back w Transylvania.
Cardinal P was fi'i'fl']t‘l'ﬁ'ﬂj to hvear of s rival's Bailure
und immediately returned 10 Transylvanin to exploir further
polivical oppormunities. There he learned of the unwhole
some activities of the childe lﬂ-llll'l-'l.'lbll'\-' T;ltm, recenit viglonies
of the Inquisition and an anclent tome called the Incunabu
luerme Kuapralieen. Tiberiv was then enlisted to deliver mesages 1o
many of Radu's old confidants, including Nova Arpad and o
rather rematkable conspiracy of elders from Transylvania,
In the century thar follows, Tiberiu continues o serve as
i messenger for what is left of the Council of Ashes, a
conspiracy of vampiric once-weres from the Dark Ages. He
il fares pourly in the struggle against the Pomt over the
intervening centunies, and takes on many sspects of the bears,
wolves and bats ol his homeland at the foot of the Carpathians,
By the end of Act Three, if the chamcten’ conspiracy teas
himn with respect, Tiberiu may continue foserve ssan informean
and messengeer for them, bringing choice morsels of tnformation
about Sabbat domains from Mexico Ciry to Montreal

L ASOMBRA ANTITRIBU

Lucita

Background: Born to the Aragonese nobiliry, Lucita's
willful spirit and independent narure put herat odds with her
family and indirectly led to her forced Embrace by het
“confessor,” Mongada. Her mndormanion dsd nothing o
wme her boldness, however, und Lucita evenmally pared
uﬂ-'ﬁluh'r\ﬂth her sire and — afrer the Lsombradefection to
the Sablsit — her clan. While she has served the Camorills
15 an archon in the past and seill prefers that sect over its rival,
Lucitn operates s an independent ngent. As a Lasomba
antitribi, she harbors a buming hostility for hier former clan,
seeing in them an insufferable amogance that has no e
nobitlity to sustain it

Chver the years, Lucita's asociation with Anamle, the
Malkavian propher, has taken her over much of the world.
Her maitial skills, honed over the centuries, have made her

a consummate warrior, while her diplomatic training allows
her o function as an ideal spy and agenr provocateur
Although she perceives hersellas Anarole's puardian, she has
developed her own interest in Kindred history, making her
sclholar in herown right. Together with Anatole and Beckets,
Lucita is one of the foremont suthorities on the Final Nights
and the signs of the awakening of the Ancients

Lucim travels with Anatole and Beckett to America,
where she continues toact as the anchor for her two mvstical,
driven companions. Her own reputation as & warrior (albeit
an |nlh'|"!'hl.ll-‘“| ane) on behalf of the Camarilla RTOWS
nightly. Her ability to adupe to the changing times gives her
an edpe over others of her age and peneration, lending her
insight into the modem world and increasing her ability 10
provect her seli-appointed charpes

Image: Tall and willowy, with olive skin and dark Black
hair, Luciia exem pllfrﬁ] thi classic appeaTaInce ofold Spanish
nobility, She has url.'.lutuj her wardiobe to reflect the fimes,
although she still prefers stylish clothing in dark colors and
often weans skirts instead of more casual attire,

Rﬂll.‘Pll'i'jﬂ: Hihla." Yoii have glp.l!lur._l ot ougwand
appeamnce 0 blend in with the modem world, bun you
secretly mourmn the passing: of true nobility among mortal
MOCIETY. Whan Praes o Arishocracy alled “jet wet™
of celebnities, media stars and nch, young entreprencun
piles before the orue elegance of those born mo the Rlood
'-".‘.1- |-". lI'H.' exciementa |'||+ Vighonr rlfriqr (180 qlrrh world LiTpTTses
you and you can't bear 1o see it destroved by Geherina, Your
commitment to Anatole and Beckerr remains srrong because
it s voluntary, although you wormy even more shour Anaole
since his dinbleric of Octavio. You try to steer him away from
other such tempravions. You firmly believe, however, that
.'!'I.I'I.Ifﬂll' :ITI-L ] |1_'“q:l' exXtenst, i_ln:‘ l.c'| '|..|.|..I 1I-“- li'\-"l (TE]
Kindred servival in the coming nighis
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Haven: Anywhete that presenis a safe shelter for herself
and her traveling companions,

Seceets: Lucita's knowledge of Gehenna hus grown over
the centunies. She abo knows of Anatole's many diableries
and of his conviction that the demon Kupals now speaks
through him. This disturks her greatly.

Influence: Lucita exercises great personal influence
among Kindred who have met her and have availed them-
selves of her skill and knowledge. Her reputation as a warnior
and her willingness 1o defend the Camarilla againse the
Sabbat has made her many allies — us well as encmies.
Scholars of Kindred history also look 1o her for advice and foe
interpretations of Anatole’s incomprehensible utterances.

Destinyt Lucita continues her wanderings, taking ad-
vanmge of the ease of travel to spend time in both the
Amencas and in Europe.

Clan: Lasombra antitribui

Sire: Ambrosio Luis Mongada

Mature: Rehel

Demeanor: Diefender

Gencration: Tth

Embrace: | 190

Apparent Age: early 205

Physical: Strength 5, Dexterity 4, Stamina 5

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

Talents: Alertness 1, Brawl 5, Dodge 4, Empathy 2, Expres-
sion L, Grace 3, Intimidation |, Leadership 4, Streerwise |,
Style 4, Subterfuge 4

Skills: Archery 2, Drive 2, Etiquerte 4, Melee 4, Performance 1,
Ride 2, Security |, Stealth 4

Knowledges: Academics 3, Camarills Lore 3, Investigation 3,
Lingustics (you name it, she probably speaks it) 5, Oceulr 4,
Palinics 3, Sabbat Loge 3

Disciplines: Animalism 2, Celerity 3, Dominate 5, Fortitude 4,
Obfuscate 3, Obtenebmtion 6, Patence 3, Protean 2, Serpentis |
Backgrounds: Allies 2, Contacts 5, Herd 2, Influence 2,
Resources 5, Sabbat Stanus 1, Stans |

Virtues: Comscience 3, Self-Control 3, Courage 4
Moralirys Humamity 4

Willpower: 7
MALKAVIAN

ANATOLE

Background: Even as a mortal, spiritusl matters fascinaned
Anatole. The prophetic visions that visited Anatole after his
Embrace indicated that Anatole had a mission in his unlife as a
conduit 1o express God's purpose for the Children of Caine. Led
down strange paths by his dreams, Anatole committed diablerie
on other vampires in an attempt to absorb their insights. Many
ofhis visions concerned Gehenna; others told him of the demon
Kizpala's restless dormancy beneath the soil of Transylvania.

During the French Revolution, Anatole experienced a
transformation of his visionary goal, dawing him away from
attempes to reconcile Kindred existence with the will of God.
Instead he became a harbinger of the Final Nights.

Hismeetingwith Octavio, snother mud prophet whoclamed
1o be the mouthpiece of the demon Kupala, led 1o a fateful tum in
Anatole'sunlife. Unwilling 1o bear his bunden any longer, Octavio
scught to pass his legacy 1o Anatole through diablene.

Since thar rime, Anatole hascamied within him adouble
curse. Dletuvio's spirit conrinues 1o dwell within Anatole’s
body, providing him with more profound insights into the
comingdarkness of Gehenna. Inaddition, Kupala now speaks
through Anatole, who incorporates the demon's perverse
omens and dircctives into his utterances,

Anatole's atmchment to Lucita provides him with a
faithiul companion who can sometimes interpeet his vision
for others. He considers himsell Lucita’s protector and, in
fact, demonstrates u fair degree of competency as a warrior.

For the last two centuries, Anatole has kept company
with Becket, another seeker of the truth of Kindred exist-
ence and a noted commentator on the Book of Nod.

Image: Due primarily 1o Lucin's insistence, Anatole has
changed his appearance o conform 1o modem fuhions. His
miatted blond dreadlocks give him the appearance of a Rastafarian
and his piecemenl clothing gives him the look of a vagmne Of
miediuem height and unremarkable features, Anatole has the fice
of a fanatic. His eyes burn with the fire of his visions.

Roleplaying Hints: Your inner torment drives you 1o the
edge of despair i you see clearly whar will happen but cannot
express your visions except i symbols that mean little to othen
Mo that you harbor within you the soul of your mentor and the
voice of n demon, your insights draw you ever closer 1o the muth.
Sooner or later, the futun: must manifess royouwirh the blliance
of along-forgotten sunise. Your respite comes only when the eighe
s pees and your voices and visions touble you no more.

Haven: Wherever Anatole can take shelter for the day.

Secrets: Anatole has an ability akin 10 True Fath,
although it does not scem connected with any recognizable
religious belief, His ability to repel unwanted Kindred and
other supernatural creatures defies explanation. He can also
perform mirmculous deeds ot eritical moments.

Influence: While Anatole lwcks taditional “sans”
among Kimdred, those who have met him cannot deny his
conviction, He has acquired a following of ghouls and human
acolytes who believe he is a holy man,

Destiny: In the late 20th century, Anatole grows more
desperate to communicate the urgency of his visions. He rravels
fransically from place to place, in the Americas, in Europe and
in parts of Asta and Africa, searching for Kindred who might
believe and act upon his prophecies. Finally, just before the wum
of the millennium, Anatole pours out his visions into a stream-
of-consciousness epic and meets his Final Death.

Clan: Malkavian
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Sire: Picrre I'lmbecile

Mature: Visionary

Demeanor: Penitent

Generation: 6th (due 1o his disblenie of Dctavio)
Embrace: 1193

Apparent Age: carly 205

Phywical: Strength 3, Dexterity 4, Stamina 4

Social: Charisma 4, Manipulation 2, Appearance 2
Mental: Perceprion 6, lnnelligence 2, Wits 4

Talents: Alertness 3, Brawl 2, Dodge 3, Empathy 4, Expres-
sion 4, Intimidation 3, Leadership 2, Subterfuge 3

Skills: Animal Ken 2, Archery 2, Crafts 3, Drive |, Etiquette |,
Melee 3, Ride 1, Stealth 3, Survival 4

Knowledges: Academics 3, Computer 2, Enigoias 4, Investi-
gation 2, Law 1, Linguistics (Spanish, English, Romanian,
Gierman} 3, Ceeole 4, Theology 2

Disciplines: Animalism |, Avspex S, Celerity 2, Dominare 4,
Fartitude 4, Obfuscate 6, Potence 2

Backgrounds: Herd 3, Retainers 4

Virtues: Consclence 3, Self-Control 2, Courage §
Morality: Road of Heaven 5

Willpower: 6

True Faith: |

BeCckKE1T
Tth generation, alleged child of Anstotde de Laurent
Nature: Visionary
Demeanor: Judpe
Embrace: unknown
Apparent Age: late 20s or early 303
Although many believe Becketr's elaim to be the childe
of Aristotle de Lavrent, many more guestion his clan

affiliation — since he exhibits none of the peculiar renden
cies that might mark him as o Malkavian, Whether de
Laurent acrually Embraced Becketr or simply adopted him as
n protégé matrers less o Kindred who have encountered
Becker tham his reputation asa scholar of Gehenna. Beckere's
theoties concerning the origin and veracity of the Book of
Nod have caused controversy in some Kindred circle.

His world travels in search of information regarding the
myystery of Kindred existence and his questions regarding the
destiny of Kindred place him in the company of philssophers
and madmen, sages and prophets.

In the 1890y, Becketr finds his way to Vienna, where the
ideas of Dr, Sigmund Freud conceming the human peyche
fascinate him. Perhaps out of a desire 10 comelute Freud's
rescarch with the vampiric condition — parmcularly with regand
to the relationship between sire and childe — Beckett studies
the techniques of psychoanalysis from the moaster himsell

His interest in Kindred history does not flag, however. In
the 20th century, Beckett's travels take him all over the world.
Occasionally in the company of Anatole and Lucita, he spends
his nights tracking down even the most obscure numors tha
might add to his ever-growing knowledge of Kindred lore,

NOSFFRATU

Zevios, Masten Mason
Tth generation, childe of Hannibal
Matures Architect
Demeanoe: Pedagogue
Embrace: 1020
Apparent Apge: early W

After completing his occulr studies in the Middle East,
Zelios left for the New World, becoming a primogen in the
New World. As it rumed o, his skills s a politician were not
as developed as his mlents as an architect. Not long after
Zelios cume 10 the New Wotld, New York City fell before the
claws of the Sabbat. Before the Sword of Caine wook over,
however, Zelios had influenced the construction of 4 series of
massive labyrinths beneath the city. Theoughout the Victo
rian Age, the Nosferntu ancieribu modified Zelios's extensive
system of subway tunnels and sewer maina

Zelios returned to his calling as an archirect, finding no
solace in the political arena. Although he was no longer able
10 build complex castles and palsces, he still furthered the
growth of cities in the New World With his wsistance,
Nosferatu developed their underground kingdoms, building
unseen realms beneath the cities of kine. While princes
gathered boons in the streets above, Nosferaru secured their
territories below. Zelios was soon welcomed in cities through
out the New World, offering his assistance to any who wanied
to expand the clan’s undenground domains

Despite his sccomplishments, Zelios never truly felt like
an of his work was complete. Forrunately, the maodern age has
given him » chance for redemprion. The Tremere cover
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Manhattan and have onee again moved against the Sabbar
packs that stalk the streets. While they maneuver in the city
above, Zelios s more concerned with the ciry below. For
centuries, the Nosferntu annrriby have overseen radical
changes to the underground termin, creating unseen laby-
rinths the kine of the city never suspected.

In Act One of The Dragon Ascendant, if any Nosferam in
thee playens” conspiracy has remained on good terms with Zelios,
he may continue to advise them on ways 1o expand their
underground domains. Prior to Act Two, however, Zelios meets
Final Dieath; the circumsmances ane not yer widely known,

Ravnos

VianstavTarLtos,
THE INsTRUMENT OF REvenoe

9th generation, childe of Vasily Taltos
Nature: Rogue

Demeanor: Conniver

Embrace: 13612

Apparent Age: 13

Inthe Mhcentury, Vassily Taltos, a former confidant of
the princes of Transylvania, tived of the machinations of the
Esstern European Jyhnd. Turmang his back on an unlife of
uncertainty and chaos, he made a valiant attempt to create a
haven for his Ravnos allies and Rroma relations. His kumpania
made its home on the Field of Blackbirds in the province of
Kaomowas Polje. Cubded by Vissily's ustute political leadership,
the Gypsies established a small hamlet with a population of
sevenil dosen. Despite occasional tmoubles from the local
Serbs, the Rroma protected by Vassily prospered. They named
this hamlet after the local provinee: Kosovo.

The Turks, however, had other plans in mind. In 1362,
the Fiekd of Blackbirds became the site of a terrible skirmish,
the Battle of Kosovo, This was Eastern Europe's last desperite
stand againt the encroaching Turkish hordes. The advanc-
ing Ottoman Turks not only foreed back Euwropean armies,
bt sy decimared mostof the towns in the region. The Serbs
suffered the most, losing their lands 1o soldiers of a vastly
different culture,

Mere nights after the battle, Vassily swore his revenge.
Filled wath hatred and mouming the death of his kumpania, he
sired Vindislav, o childe conceived in rage. That night, Vassily
abandoned all hope of finding a permanent home for his
people. If the Ravnos could not exise peacefully with the other
clans, then they were forever set against them. Long ago, he
had learned the rreacherous politics used by the Eastern Lord
WVenrnie. On the night of his childe's Embrace, he vowed ouse
thissame tacrics agninst them. Schooled in the waysof Cainites
by his sare, Vindislav inberited Vassily's hutred. Many of the
Euvropean Ruvios also harboted a harred for the Camarilla.
Vassily came 1o represent this quality at is worst.

His childe Vindislav's greatest crusade againse the princes
of Europe involved an elaborate scheme against the Camarilla

v

domain of Vienna. In his travels, he uncovered a tome printed
in the late 15th century, the Incunabuben Kipalam. He soon
leamed of several cults that desired this treasure, including one
within the Black Hand. Playing both sides against the middle,
he made a tentative offer to Clan Tremere, sending 1 messen-
ger to their langest chantry in Vienna, By ignidting open weirfare
between the most powerful Warlocks of Europe and Sabbat
agents in the heart of the city, he orchestrated & grand scheme
of deception, an accomplishment that wis repeated around
Giypsy complires well into the modem nighes,

If Viadislav survives Act One of The Dragon Ascen-
dant, he continues 1o raise hell in the largest cities of Exstemn
Europe. [f he actunlly manages 1o survive the decades that
follow, he eventually returns o the Field of Blackbirds in
Kosovo, where Vassily's kaompania once nrrempred 1o build o
village bearing the same name. In 1999, he witnesses the local
Serbs campaign of “ethnic cleansing” against the Albanians
of the region. Some justify their acts by citing the Bartle of
Kosovo in 1362, Hatred never dies.

TREMERE

ARDANL Ane (FORMFRLY ARDAN
oF GOoLDEN Lmv.:m.=')l

Background: Combining personal ambition with a de-
sire for responsibility, Ardan has rsen through the ranks of
the Tremere over the centuries of his unlife, Given chasge of
a secree chantry in Prague in the | 2th century, Ardan now
serves the Tremere well s an infilirator, providing sifety and
finanicial support for the clan's effors in Transylvania. Re-
warded with the command of Ceoris after the relocation of
Tremere's slumbering body to Vienna, Ardan holds that
chantry until summaoned 1o Vienna in the 1900% 1o assume
the position of Tremere primogen.

In Vienna, Ardan proves a capable primogen, demon-
straring his skill at the political and social games and eamning
the respect of his fellow Tremere. His ability 1o plan for the
unexpected as well as his willingress 1o undertake the search
for the Incwnabshem Kupalom draws the sttention of his
superiors in the clan. When war breaks out in Austriain 1914,
Apndin once again moves 10 Ceoris at the behest of the
Council of Seven, who feel his subtlety serves them best in
Eastern Europe. Unlike many Kindred, Ardan does not flee
Romania during the Nazi oceupacion, He maintains Ceorisas
a haven for Tremere refugees (those who disagree with
serving Hiter's Navional Socialism ) and continues his effors
to hold the chantry imviolate agalrst both mortal enemie
and hostile Trimisce.

Ardin weathers the Communist regime in Romarnia,
seeking allinnces with some of the more rolemne (if such s
passible) non-Sabbat Trimisce whenever possible. After the
fall of Ceauceseu, Ardan attempts to reassert Tremere power
among the Kindred of Romania. The recent reappearance of
his sire, Celestyn, from his journeys among the Kuei-jin has
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renewed Ardan's dormant interest in offain oumside the
mslar world of Romanian Kindred.

Image: Pleasant-looking, with average features, aubum
hair and brown eyes, Ardan uses his nondescript appeamnce
to good purpose in his invesrigations. He has succeeded in
medemizing his appearance to pas untemarkably when he
intefacts with maortal sOCIety, th-m.u;h imn l'hc Privacy of |'||y+
chantry he wean the formal robes of a bygone em.

Roleplaying Hints: You have survived and prospered for
many centurics and hope to do so for many more. Your ability
to thrive in challenging circumsmnces has served you well in
the past. While you do not rake unnecessary riaks, you do not
hesitate 1o oot when action seems both necesary and desir-
able. You enjoy responsibility, recognizing that cermin duties
comve with holding power. Yoursiee's trust in you has not been
misplaced so far and you hope to continue to prove worthy of
pour immortal lineage.

Haven: In the 1%th cenmiry, Ardan resided ar the
Vienna chantry; in the modem nights, he dwells at Ceoris.

Secretst Ardan has amassed a coniderable bady of
occult knowledge, including legends of Kupala and some the
signs of Gehenna. He suspects that Etrius harbors some dark
secret that concems the clin founder, but has not, us yet,
puzzled out the truth.

Influence: As the Tremere primogen of Vienna, Ardan
halds o grear deal of influence among Vienmese Kindred. In
the 20th century, Ardan enjoys the respect of his underlings
at Ceorts and the approval of his superion in Vienna

Destiny: Ardan continues to uphold a strong Tremere
presence in Romanta, protecting Ceorts from both Sabbar
and non-Sabbar Tramisce, werewolves and other hostile
I.' HLCh
Clan: Tremere
Sire: Celestyn
Nature: Judpe
Demeanor: Director
Generation: Tth
Embrace:z 1107
Apparent Age: late 20
PMhysical: Strength 1. Dexterity 3, Staming 3
Social: Charisma 4, Manipulation 3, Appearance 3
Mental: Perception 4, Intelligence 5, Wits 4
Talents: Alertness 3, Brawl 1, Dadge 3, Empathy 2, Intimi-
dation 2, Intuition 2, Lendership 3, Subterfuge 5
Skills: Crafts 2, Eriquette 3, Herbalism 3, Melee 3, Ride 1,
Security 3, Stealth 3
Enowledges: Academics 4, Enigrmas 2, Investigation 3, Law
4. Linguistics (Hebrew, Hungarian, Romanian, German) 3,
Medicine 2, Occulr 4, Pedformance 2, Politics 4
Dhisciplines: Auspex 5, Dominste 3, Necromancy 2, Obfus-
care 3, Presence 3, Thaumarurgy 6
Necromantic Paths: Sepulchre Path 2

T\ "f,’d;,,

Thaumaturgical Patha: Alchemy 5, Elemental Mastery 1,
Focused Mind 4, Hearth Pach 3, Onelromancy 1, Path of
Blood 5, Path of Conjuning 2

Backgrounds: Clan Prestige 3, Conmers 3, Reswmces 4,
Retainers 2

Virtues: Consclenee 3, Seli-Canerol 5, I orrmmge 4
Morality: Humanaty &

Willpower: 7

CrLESTYN

Background: Celesryn's wholcheirted devotion o dis
covery wnd sdven ture marks him s something of an anomaly
among the usailly conservative and haven-bound Tremere
Ower the centuries, he has followed obseure leads and located
muiny treasures and arvifacs that now reside within the vaulis
of the Vienna ¢ hanmy. His fearlew imvestigation of the

simisce during the | 2th century provided his clan with most

of their besic knowledge concemning the Fiends and thelr
pracrices. A noted linguist, historian, archaeclogin and o
i.'H|.II'II. L Tl'lf'ﬂ"n'll'll VENIUMSOIme Apirit Jmi “"”'"I-:ﬂ'-" a T0
undertske journeys to obscure |"|:J|.'r:. the moment the need
arises have eamed him a reputation for fearlesnes

Dividing his time between the field and his stilies
Celestyn rises 1o the position of Master Libranian of Ceoris
He organizes the Tremere clan's massive collection of books
scrolls and manuscripts in addition 10 holding frequen
discourses and study groups to provide his fellow Warlocks 4
chance to exchunge idess and grow in knowledge

Euﬂ“ml”f. E'h'l“‘t'i'l‘l‘. [b‘u‘ M.Nj:'l'll_ll"l.' II:I'I:IIlt |l_|||h. _u-,_i in
clan hickering becomes wearisome, so Celestyn abandons his
post in the dead ol m;;hl: v sers o for parts unknown. His
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childe, Augusrine d'Erletie, eventually suceeeds him as Mas-
ter Librarian.

Despite his disappearance, Celestyn remains in the good
groces of the clan, leading speculators 1o believe that he has
undertaken some vital mission for the Council of Seven, His
knowm associmtions with Kindred scholan Arstotle de Laureni
and Beckent lend suppont 1o the iden that Celestyn has
embatked on o secret quest for more information about the
Final Nights or the secrets of the vampiric condition.

In sctualicy, Celestyn has decided to tmavel to the mys-
terous linds of the Cathoyans and investigare them himself,
Unsatisfied with the incomplete repons of the Tremere in
Hong Kong and other Asian cities, Celestyn makes his own
inguiry, ignoning his fellow Furopean vampires as much as
possible. Although he proceeds cautiously, he seems ro have
gained some acceptance among the Asian vampires — as
proven by hissurvival. The reversion of Hong Kong to China
i July 1998 serves as o sign to Celestyn that his time in the
E:Jlil h*l COoamne Lo an l.,'lhl.

He renums 1o Ceonis and, ofter I‘rulunu with Ardan
Lane, travels to Vienna vo meet with the Council of Seven
and present is report. Alter spending many hours closered
with Etrius in the elder’s private chambers, Celestyn leaves
the Vienna chantry and sets our on a "tour™ of Eu[npr.m
chunmies. Whar he discovered in the East remains known
ainily 1o Errius. for the present

Image: Celestyn hao a pleasant face, dark blond hair and
browmeyes. His muscular by gives him adistineelyurschol -
arly nppearance and suits him for rravel and rugged unlife. He
dresses in comfortable khakis ond rugged rwills excepr when
formual occasions demand more dpproprde aitire. He has
acquired a considerable collection of clothing and jewelry
fronm his Asian rravels.

Roleplaying Hints: You have learned many curious facts
abowt the customs and beliefs of the Eastern vampires, and
the facr thar you survived seems more and more remarkable
to o wiith cach passing night. Sometimes you wonder if your
sources havien't deliberately misinformed you in onder o use
yous 1o spread misinformation about the “Koel-jin,” as they
call themselves. Sull, much of what you have leamed makes
seise — particularly with regard to the Asinn vampires'
isterpretation of the Caine legend and their animaosity ro the
renegade they refer to as Zao-lat. You only wish there were
mafe time 1o learn from them. Instead, i seems that condlict
between East and West looms on the horiton — just one step
ahead of Gehenna, Meventheless, you strive o do whar you
can to amelicrore both the coming problems with the Asian
Kindred and the inevitable war with the ancient vampires.

Haven: Celestyn occupies a series of chambers in Ceoris
“'1'!1'“ I'I'l.' IS I BT hllll.} I:I‘“.'whm i Euﬂ“

Secretst Celestyn can ferret out many secrets worth
knowing (in his opinion ). Currently, he is perhaps one of the
few Kindred who has any reliable information about the
mystetious Astan vampires. Celestyn's inguisitive natire
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lends him an open-mindednes rarely found smong Kindred
He does not scoff at the possibility that western vamipires
have somehow misunderstood their condition. His one fear,
howewver, is thar he may one night fall 1o one of his Trimisce
encmics such Suscha Vykos, his archenemy, and pay for his
past investigations into the Flends® secrers.

Influence: Celestyn deliberaely refrains from exercis-
ing his clout amomg his fellows, prefeging 1o let his ideas and
arguments speak for themselves. He enjoys the admimtion
and respect of his childer, Ardan Lane snd Awrste d Frletee,
as well as the esteem of Etrius and Meerlinds among the
Council of Seven.

Deestiny: Celeatyn continues his quest for knowledge on
the eve of Gehenna,

Clan: Tremere

Sires Erriug

MNature: Archinect

Demeanor: Celebrmmn:

Generation: Gih

Embrace: 1039

Apparent Age: lue 20s

Physical: Sorengrh 4, Deserity 4, Stamina 4

Social: Charisma 3, Manipulation 3, Appenrance 3

Menaal: Perception 6, Intelligence 5, Wi 4

Talents: Alertness 3, Achletics 2, Brawl 3, Dodge 3,
Emparhy 2, Enigmas 2, Grace 2, Intimidation 1, Intuirion 2,
Leadership 3, Strectwise 3, Subrerfuge 3

Skills: Animal Ken 1, Archery 1, Drive |, Etiguerte 3,
Herbalism 4, Meditation 3, Melee 3, Pedormance 3, Ride 3,
Stealth 3, Survival 4

Knowledges: Acmlemics (Metaphysics) 5, Astrology 2,
Carvography 2, Hearth Wisdom 3, History 3, Investigarion 3,
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Law 1, Linguistics (Arabic, English, French, Greek, Hungar-
ian, Cantonese, Mandarin, Russian) 4, Navigation 2, Occult 6,
Science 3

Disciplines: Animalism 3, Auspex 3, Celerity 2,
Chimenstry 1, Dominate 4, Fortitude 4, Obfuscate 3, Potence 1,
Protean 4, Thaumaturgy 5

Thaumaturgical Paths: Elemental Mastery 2, The Green
Path 4, Path of Blood 5, Thaumanurgical Countermagic 2

Backgrounds: Clan Prestige 3, Contacts 4, Influence 3,
Resources 4, Reriners |

Virtues: Consclence 4, Self-Caontrol 4, Courage 5

Morality: Humanity 7

Willpower: 7

TremeRe

ind pencranion Antediluvian of Clan Tremere
Narure: Unknown

Demcanor: Varies

Embrace: 1022

Apparent Age: varics

One of the most potent mages in Europe during his
lifetime, Tremere and seven ol his followers discover a ritual
which transforms them into vampires. His diablerie of Saulot
in 1133 solidifies the Tremere's status as a clan. Unforty-
nately, Tremere does not fully understand the implications of
his action, for Saulot’s soul remains active within the former
mage, plunging him into a centuries long battle of wills for
contral of his own body,

Cuarded by Errius, Tremere wages a silent struggle with
Saulot, slipping into and out of torpor as he atrempts 1o subdue
the Salubni Antediluvian’s desire for dominance. Cumed (or
blessed) with an unstable form as a result of his “Embmce,”
Tremere finds his body assuming numenous and often homific
forms, ar times leaving him a mouthless quadriplegic, while at
other times cocooning him in a hideous, larval mass.

Eventually, it becomes clear to Tremere thar Saulot is
winning the battle. Tremere embarks on a bold ploy
salvage whar he can of himse i and 1o wam hisclan of Saulor's
diabolical intentions.

Using Etrius s n remporey vessel, Tremere leaves his
body and inbabits his most faithful servant. He instrocts Ernos
o deliver him to Mexico, where be believes he can find a more
suitable body to possess — thar of his rogue student Goratrix.

Despite his agonizing mental sruggle (or, perhaps, because
of i), Tremere has retained his sinity — indeed, a plunge into
madness would have guaranteed his immedinte destraction by
Saulor. Neverntheless, he s far from a paragon of menal fortinade,
exhibiting a fananic desire 10 achieve his goal, driving Etrius o
exhunstion in his utter focus on gaming a permanent body.

Tremere knows of Saulot's deception and of the Salubri
founder's plans regarding Gehenna. He s also aware of
Saulots connection with the Baali. He hopes to use this
mformation to his advantage in the upcoming tribulation.

No Traits exist for Tremere. As a bodiless spirir, he has
no Physical Arributes. His Mental and Social traits surpass
most (if not all) extant Kindred. If chamcrers come imio
conflict with him, they lose. Period. Do not test the gods.

EtRrius, THEL OvAL

#th generation, nominal childe of Tremere
MNature: Uinknown

Demeanor: Conformist

Embrace: 1022

Apparent Age: early 30s

Onee a powerful Swedish mage, Etrius follows Tremere
invto unlife — and has regrected itever since. Sull, his devotion
to his “sire” and mentor has sustained him through the long
nights of inner torment. Driven by his anguish at what he has
become, Etrius emerges ms the leader of those Tremere who
oppose Embracing mortal members of House Tremere against
their will. Although he fails ro dissuade his fellow vampires
from this metic, Erivs remains unwavering in his lovalty 1o
Tremere. His rivalry with Goratrix for Tremere's attentions
{and, some say, affections) causes such discord within the clan
that Tremere finally disperses his seven council members 1o
distant parts of the world. Errius remains st Ceotis, keeping
vt;ilem'ultmh-rmg f!:m'n.Emuulllf.Emmm Wy
Tremere (and the clan headquarten) 10 Vienna. There he
passcs the time in study, honing his keen intellect and becom-
irg adept at many forms of Thaumarungy.

Giradually, Errius becomes aware of the intense, nightly
struggle going on inside Tremere's body. Receiving cryptic
telepathic messages from Tremere, Etrus pieces together
maost of the story of Saulot’s secret treachery. When Tremere
announces to Etrius his plan to cransfer his spirit 1o another
body, using Etrius as a temporary vessel, Etrius submits —
though not withour question — to the will of his master.

Etrius usually disguises his astute intelligence behind &
placid, somewhat morose fagade. While he serves us a host for
Tremere's spirit, however, he exhibits ermatic changss of mood
and persorulity, as Tremere drives him to complete his purpose.

As with Tremere, no Traits are given for Errius. Story-
tellers who feel they need 1o quantify Etrius's Traits may do
so as they wish, with the understanding that Etrius clearly
outstrips the characters. His command of Thaumaturgy in-
cludes all known paths (s well as some obsolete ones) and he
knows whatever rituals necessary for the purposes of the story.

GORATRIN, THE BETRAYER
4th generation, nominal childe of Tremere
Demeanor: Rogue
Embrace: 1022
Apparent Age: early ¥W0s
The creator of the rivual that transforms Tremere and his
seven most trusted colleagues into vampires, Gorarrix leads
the faction that advocates the forcible and immediate
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transformation of the remaining mortal Tremere mages into
vampires, Brilliant and egotistical 1o the extreme, Gorarrix
takes ro his new unlife with relish. Adamantly opposed o
Etrius, hus primary nival i the eyes of Tremere, Goratrix
embarks on experiments that resulr in the creation of Gar-
goyles as servants of the clan. Given the position of regent for
France, the wealthicst and possibly the most important
region of Burope in the 12th century, Gomtrix embroils
himself in many risky ventures — the most notoriom one
involving the discrediting of the Templam and the attempt to
acquine their rreasure. Summoned 1o Ceoris to answer for his
misasse of power arid his endangerment of the clan, Goratrix
receives the censure of his fellow Warlocks.

Although he makes an appearance before the Counal,
Giovatrix rebels sgunst his clan and flees before his mrial
reaches an el He allies himself with the anarchs during
their uprising and, after the Convention of Thoms, casts his
lot with the fledgling Sabbat, As the head of the Sabba
Tremere {whom he refens to as “House Clorrrixn™), Goratrix
continues 10 indulge his talent for bizarre experimentation
and, reportedly, flirs with summoning infernal crentures.
Rumors spread that the Tremere antitrtbu consort with de-
mons and other nefarious monsters of the infermal host.

Clorarrix"s power within the Sabhat growsuniil he threat-
ens the highest levels of the sect's leadership. Although the
Sabhar tecognizes a need for magical support, most membere
dov not trust Goratrix's Tremere

Gortrix prides himself on his appearance. With dark
brown hair, hacel eyes and a clean-shaven face, he attracts
admiring glances from those wround him, yet few miss the
cruelty that lies just below the sirface. He dresses in stylish
clothes that speak of wealth without cstentation and culti-
vates the image of himaell as a scholar, sipe and penius.

Storytellers whowish to create Traies for Goratrix should
feel free 1o do so. His Traits should rival those of Etrius and
exceed Kindred of higher generations.

TziMiIsCE

Sascona Vvnos
bith generation, childe of Symeon
Nature: Monster
Demeanor: Visionary
Embrace: 1002
Apparent Age: indistinguishable

Onee known as My Vikos, Sischa has puinstakingly
transformed itsell into a creature of alien beauty and hoemid
fascination, shedding the last vestiges of its identification
with humanity in the process. As Myca, Sascha participates
in some of the key actions that led 1o the formation of the
Sabbat und to the supposed diablerie of the Tzimisce clan
founder. It masterminds the artack on the village of Silchester,
near Thotns, as a protest against the humiliation of the
amarchs at the Convention of Thoms. That action, seminal

to the creation of the Subbat, irspires Sascha o undertake a
lengthy (ongoing) recmfting of is body and a continual
“makeover” of its identity.

Sascha Vykos serves the Sabbat as a scholar, putting s
vast knowledge of Kindred lore and Moddist scholarship o
use for the benefit of the sect. and as 2 canny and ruthles
warrior, outthinking as well as ourfighting it opponents.

As an itinerant priscus, Sascha commands a great deal of
power within the Sabbat. lis eerie presence actsas an unliving
reminder that vampires have separated themse |ves from their
mortal beginnings. s wisdom and insight, bsed on centuries
of observation, experience and study, lend direction 1o the
elders of the Sabbat, while it zeal and ferocity as & warrior
endear it to the sect’s younger, more violent element

Sascha's willingness to undenake the delicate negotia-
tions between Errius and Goratrix, despite its personal vendenta
against the Tremere, offer incontrovertible proof of its devo-
tion to the Sabbar.

A derailed portrait of Sascha, along with appropriate
listings for Traits, can be found in Children of the Night.
Svoryrellers should we the stavistics provided in thar book if
necessary. T he chamciers should know betrer than 1o pro-
voke Sascha's anger or engage it in hostilities. In they are
foolish enough o do so, however, the characters diserve
everything they get.

Vian DRACUL A, THESON OF THE DRAGON
Sth generation, childe of Lambach

Nature: Visionary

Demeanors Tyrant

Embrace: 1495

Apparent Age: early 40s

In 1710, Vlad Tepes thoughr be had secured his ascension
topower. By attempting to channe] the demon Kupala, he tried
1o Hse above such petty concems as the struggzle between the
Camarilla and Sabbar. Ultimarely, he fuiled, defeated by an
ambitious Transylvanian corspiracy. His rivals stopped a
kisldunde ritual by seizing the legendary Swoed of Dracula and
using it sgainat the Son of the Deagon himsell

Brooding, Vlad descended once more 1o his chambers
benearh Castle Arghes. As the Sabbat secured the voivedates
of Transylvania, the Dragon remained distant from struggles
conducted in the shadows of his terrible castle. His continu-
ing studies of koldunic sorcery distracted him from perty
political concerns, even as the Turks seised Transylvania
iself. Afver the Habsburg Venirue led their crusade for the
lands beyond the forest, the region had been weakened
enough 1o allow the Sabbat to attain prominence. Viad
Dracula was appalled by the events thar followed.

This new, younger generation bared only 1 marginal
resemblance o the “sabbas” and esbats of the 1 5th century.
An overpopulation of Cainites resulted in plenty of raucous
chikler for the Old World Trimisce, In response, a sect
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allegedly devoted o freedom and the destruction of the
Camarills began to create its own nobility. lronically, the
Sabbat became in many ways as static as the Camarilla ir
swore to destroy. Ancient vampires seized or invented new
titles 1o mid them in suppressing ambitious young packs.

Dhisgusted, Dyvacula soon realized that he was also becom-
ing an unliving anachronism, a pale imimtion of his former
self. By contrast, stories of prosperous Camarilla cities in-
triguied him. He msked his servant Tiberiu to bring him news
from the cities of Europe, including London, Vienna and
Paris. While continuing his occult studies, he momed his
uttention to lighter reading: novels, newspapers and scandal
sheets of the day. To avoid becoming as anachronistic as the
hoary old Feudalist Trimisce, he embarked onaplan to move
his haven to one of the most prosperous Camarills-held
cities. Viad Dracula resolved 1o secure a domain in the heart
of Victorian London.

The Son of the Dragon masked his true intentions
behind a false agenda. He spoke of estublishing a facrion of
noble Tramisce within the Camarilla — a plan that thank-
fully mever saw fruition. While advancing this idea, he
petitioned a Ventrue named Anne to allow him to establish
an estate in her domain. Just as he had once charmed the
daughter of the King of Hungary, he convinced Anne of his
sinceriry. Anne went hefore the Ventrue prince, Mithras, 10
speak on Viad's behalf. Within a year, the Son of the Dragon
contacted o legal associste named Renfield w assist him in
moving his possessions 1o London.

Once newsof Dracula’s achievement spread throughow
the undead societies of Europe, his rivals quickly conspired
ugninst him. First, n London Harpy scandalized him through-
out the domain. Another rival, a Sabbur Toresdor numed
Artanne, then tricked him into a romance with 2 moral —
an affair that ended in wragedy. Within a few months, a group
of human hunters harried Dracula across Europe and back 1o
the shores of Varna. As the final dagger in his heart, Cardinal
Radu Bism 1ook a personal interest in Dracula’s downfall,
twming several of the non-Sabbar Trimisce against him
during his absence.

Furious, the Son of the Dragon vowed revenge on both
the London Camarilla and the Transylvanian Trimisce. He
disparched Tiberiu 1o the north once again, this time w
reirieve a stiuggling author he had hired o help write his
memoirs. Visd's Gangrel minion brought back letters and
samples of writing from this gentleman, an Irish fellow who
wa then working as o personal servant to Sir Henry Irving.
The result of their extensive comespondence was a mle
designed toshatter the Masquerade: a reworking of the events
of Dmcula's journey from the Old World 1o London. Al-
though Bram Stoker took extensive liberties with the tale, he
crafted 0 masterpiece thar would endure for ages afterward.

As for Viad himself, he eventually relocated 1o the
crumbling remains of an obscure Transylvanian coutle,

continuing to study koldunic sorcery as he awaited his chance
to rise from the ashes of his past failures.

Several Kindred scholars allied against him by waming
the European Camarilla of an ancient prophecy. The legend
they repeated stated that if “the Dragon should rise again,”
one of the signs of Gehenna woulid be fulfilled. Unform-
nately, their interpretation of this Kupalan prophecy was not
entirely accurate. Their mistake not only frustrared the
design of the Transylvanian count, bur also gave Kupala's
cultists a chance to fulfill the actual meaning of the prophecy.

In the end, Dracula’s grand schemie agninst the London
Camarilla failed. Bram Stoker crafted a masterwork, but it
failed to disupt the Masquerade as much us his patron
expected. Although Draculs became notorious, the Kindred
used Vind's propagands to their own advantage, lenrmning to
“hide in plain sight.” Unable to adapt 1o the modern world,
the Son of the Dragon became a1 tagic reflection of his
literary persona.

In the real workd, Viad the Impaler’s legacy has hecome
mare than o Romanian legend — it has been ransdormed into
ameansof drawing tourists, The house in Sightsoara where Visd
Tepes was bom has since become a restaurant. An elibomte
“castle” in the Borgo Pass now serves s o tourtst hotel. Castle
Arghes, although it is in ruins, looks lovely on scenic postcands.
In the World of Darknes, Castle Anghes survived and s also an
atrmaction for European travelers. Beneath thistourise site, Zelios
has constructed elabomte chambers where Viad Tepes endures
in the shadow of his own fame.

The Wallachian count is now unable to compete with the
thousand interpretations of his legend. Fame has overtaken
him, sometimes pressing his real-world persona beneath the
stereotypical accent of Bela Lugosi, the melodramatic acting of
Christopher Lee and the chilling manta of Gary Oldman.
Although Viad the Impaler was reviled in the 15th century by
cheap scandal sheets, their circulation was instgnificant com.
pared to the modem flood of fiction in bookstore chains, movie
theaters, and video stores. Beneach Castle Arghes, the Son of
the Dragon tumbles in and out of torpor, waiting for the nigh
when he can again rise to prominence. Until then, mortals
continue to revisit his legend over and over,

CarDINAL RADU BISTRI, THE SENPSCENT
MasTEn

Tth generation, childe of Visya

Maturer Deviant

Demeanor: Director

Embrace: 1125

Apparent Age: mid-30s

Hunted by Dominic's childerand reviled by anew genera.
tion of Transylvanian Sabhat, Count Radu could not muintain
s position asa figurehead of the Trimisce for bong. He fled the
Borgo Pass castle centunies before the modem nights, relying

instead upon the hospitality of Feudalist Tzimisce 1o srvive.
As an elder without a domain, he rraveled from tra 1o knezate
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toy vaivndeate, calling upon his fellow Fiends while invoking the
mast trditional forms of etiquette. Only one significant
simisce refumed Radu this counesy — Lond Diacula, who
nushed 10 recover the Borgo Pass castle from the claws of
Sepremus and the mmpaging Sabbar Beujah ansieribe. Viad
Uvacula remained there uniil the Victorian Age, when he
decaded 10 relocate 10 London. Because Radu had abandoned
the Borpo Pass castle, the Son of the Dimggon cursed his name,
Throngh etiquerte and diplomacy, Radu gamered enough
political influence 1o appeal 1o a few key vorades among the
chlest Trmsylvanian Tzimisce, By speaking against the new
genertion of Sabbar vimpires as a threar 1o the securiry of the
Feudalists, Radu helped ereate n new political office: Cardimnal of
the Land Beyond the Forest. Although the Tamisce's alliance
win tenuous, it helped smve off the depredations of 0 new
generation of neonate Sabbar, Afver a decade, Fadu left for the
New World 1o bring his idens 1o the Sabhar abroad. After
witniessing fissthand the dangers that the younger penemtions of
Sablvn could erente, he used his experience 1o push through the
Purchase Pact, a dictum forbidding Sabbar from warmnng agamst
each other instead of their e enemies in the Camanilla,
Sepremis and his allies were later shain for “violations of
the Purchase Pact,” but by then, a new wave of Brujah
iy hud spread throughout Eastern Europe. Transylvanian
Brutes became infamous throughout the Cld World, even ns
they were reviled by the Transylvanion Fiends. Nonetheless,
Badu had munaged to perdonn an impressive feat: temporarily
uriting the Tzimisce, the most fractions group of Cainites on
the planet. Afver the events of Act Theee, if the conspircy
is anill on good terms with Rado, he can continue 1o advise
thiem o matters of Trmisce politics.

EasterN KINDRED (K UEI-JIN)

Yo Len “Tuunner Hawr”

Background: Ying Lei grew up just before the British occu-
postion of Hong Kong, His eradivional family encourmged him in
thee puarsuiit of both spirmual knowlede and the ways of the wordd.
Vi Let spent it of his early years siudying the martial ares and
honing his body 1o a keen edge. He also steeped hinsell in the
ocoult anm, lenmmang geormancy (or feng shig) und vanioos rypes of
divenarory practices, including the costing of the | Ching, sstrol-
gy and other forms of forctelling the Ruture. His devotion 1o his
Farnidly kept him from following in the ks of many of hisfriends,
whioeagrerly sought to mukee thetr way upwand in the British-ruled
huerarchy of fanvmnce wnd politics. While be adopied some western
inuurinienms when niscessiry, in his home he followed the madi-
vl forms of behavior and belicks.

Tragedy struck Ying Lei's family in 1856 during the
Second Opium War, when British soldiers arrested Ying Lei's
family for treason agiinst the Crown, alleging that they
trafficked in contraband and the (llegal sale of opium. Only
Ying Let managed to escape. When he attempted to rescoe his
family from Brirish custody (realizing that a fair reial from the
pwetlo masters was impossible), he discovered thar his efforts

cume too labe, His entire family was gunned down by a British
firing squad. Enmged, Ying Lel launched a suicidal artack
against the first group of British soldiers he encountered,
killing four of them before he finally fell wo their bullets.

His stay in the Yomi World was brief. Driven by rage and
adesire toavenge his fomily, Ying Lei emerped and reclaimed
his bady, thus joining the ranks of the Kuei-jin, or Cathayan
vimpires. Aher spending pearly a decade as 4 mindles
devourer of (mostly Brivish) flesh, Ying Lei was caprured and
subdued by an elder Kueicjin nomed Lun Meng, a philosopher
and practitioner of the Kuei-jin Discipline of Feng Shui.

Lun Meng sensid a way to channel the rage belonging to
his charge by directing it toward an enemy more worthy than
the British and, ot the same time, to help fullill his own
purpose. Long ago, Lun Meng's master, a truly ancient and
now deceased Kuel-jin, mer a western vampire named Zao-
lat, 0 renegnde and mitor who stole many secrers of the
Kuei-jin and perverted them o his own advantage. Lun
Meng inherived the dury from his masver of keeping alive the
tale of Zao-lat's infamy and of finding a way to repair some of
the damage done by this heinous creature.

Indoctrinating Ying Lel with the mle of the westerner
who perverted the teachings of the Kuel-jin proved a simple
rask. Along with the story of Zao-lat's treachery, Ying Lel
leamed the mle of Zelios and his search for truth in che B,

Unlike most Kuei-jin, however, Ying Lei recently dis-
covered thar notall Western vampiresshare the same spiritual
blindniess as Zao-lat. His meeting with the Kin-jin (western
vampire) named Celestyn marginally tempered his views of
non-Cathayan vampires. When Celestyn feh compelled o
leave Hong Kong and return home, Ying Lei recognized the
incompleteness in their association.

Now, Ying Lei has traveled via drasgon lines, through the
spinit workd, to Romania to answera call from Celestyn for aid
in uninngling a blighted knot in the heart of Transylvania,
With the approval of his master Lun Meng, Ying Lei has come
to cleanse the dmpgon lines of this little known pant of the
world lest their polsons seep into their own lands. Ying Lei
does not doubt that the msk is dangerous. If he survives,
however, he has a rare opportunity 1o observe the Kinjin in
their own lands and bring back that information 1o his master
for use against the guetls vampires.

Image: Ying Lel appears as o warrior from Chinese
legend. He has long black hair, shaved halfwsay back from his
forehead, with o single gathered warrior’s knot in the back.
His handsome featunes marely show any expression, as if
reserving judgment (or judging everything he sees). His
laughter, however, quickly dispels such a sour first impres-
siomn. His body is lithe and well-muscled due to his marrianl ars
imining. He moves with the grace and economy of a panther,
Ying Lei feels most comfortable wearing loose mousers and a
tunic. He usually conceals his sword under a long coat.

Roleplaying Hints: You remuin always mindful of your
Dharmic path and pmctice moderation and halance in
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everything you do. Although you hold yoursell aloof from
most people, you are willing both 1o teach and listen. Your
wsually seriows manmer displays your focus, and you have liethe
time for the manipulative political intrigues of the Kin-jin.
You have your own sgenda — the cleansing of the dragon
lines — and everything else must ke second place 1o this
vital task
Haven: As the guest of Celestyn, Ying Lei has taken up
resiclence with his host for the duration of his stay in Romania.
Secrets: Most of whin Ying Lel knows can be considered
i “secrer” to western Kindred, since they have linde or no
understanding of the mysterious Cachayan vampires.
Influence: In the west, Ying Lei has no influence except as
Celestyn’s guest. In Hong Kong and other parts of Asia, how-
ever, he is known as the beloved apprentice of a distinguished
master of Feng Shui and  fearome wairrior in his own right.
Mature: Visionary
Po Nature: Legalist
Chi Balance: Balanced
Diirection: South
Dharma: Thousand Whispers 7
Physical: Strength 4, Dexteriry 5, Staming 4
Social: Charisma 4, Manipulation 2, Appearance 3
Mental: Perceprion 4, Intelligence 4, Wi §
Talents: Alertness 3, Athlerics 3, Dadge 4, Intimidation 4,
Lendership 2
Skills: Acrobarics 3, Animal Ken 1, Drive 2, Etiquette 4,
Martial Arts (lethal blows) 5, Meditation 3, Melee (swond) 4.
Portents 2, Svealth 4, Survival 2
Knowledges: Enigmas 3, Investigation 3, Linguistics (Man-
durin, Japanese, English, Romanian) 3, Medicine 2, Occult
{feng shun'} 4, Polirics 2, Riruals 4

Disciplines: Black Wind 4, Equilibrium 5, Tapesiry 4, Yin
Prana 1,Blood Shintai 3, Chi Sighe 2, Feng Shui 4

Rites: Trace the Dragon's Blood: Behold the Spints’ Doos.
way; Imbuing the Jade; Cloak the Dmgon's Passage; Rite of
Supplication; Harmonious Shielding of the Guarded Home
Backgrounds: Horoscope 2, Jade Talisman 2, Resources |,
Rives 4

Chi Virtues: Yin 8, Yang 8

Soul Virtues: Hun 6, Pa 6

Willpower: 8

Noter The Trais for Ying Lei wse of the rules for
chamcter creation conmined in Kindred of the East and
Kindred of the East Companion. Storytellers who do nor
own these books may use the following sibstitutions to
simulate the Disciplines. Black Wind 3 equals Celerity 3, bur
may only be used in combar sttuations. Treat Equilibeaum and
Blood Shirtai as if Ying Lei possesses the Thaumarrgical
Pach of Blood 5. Chi Sight 2 is roughly equivalent to Auspex
L Yin Prana allows Ying Lei to conceal himsel as if he
possessed Obfuscate 2 or Obtenebration |. Tapestry 4 and
Feng Shui 2 have no equivalent among Kindred Disciplines
bur allow Ying Lei 1o cleanse arems of inharmonious or
demonic influences.

Ying Lei's Rives enable him tosee chi (Trace the Dragon's
Bload); locare entry ways into the spint world (Bebold the
Spiries’ Doorway); move through the spirit world with the
assistance of o piece of jade (Imbuing the Jade); and hide the
entries into the spint world (Cloak the Dragon’s Passage). The
Rire of Supplication allows Ying Lei 1o announce his presence
to any guardiars of s spinit doorway belore entering it, Hurmo-
nious Shiclding of the Guarded Home approximates the
Thawmaturgical Rital Defense of the Sacred Haven.

Ying Lei's Portents Skill allows him w calculate the
likelihood of events occurring in the near future by reading
omens or throwing the | Ching.

Instead of possessing an innet “Beast,” Kuel-jin have a
o or shadow nature. Rather than succumbing 10 mindles
fremzy, a Kuei-jin who fails in a F'o moll { trear as Self-Control)
reverts to his P'o nature and becomes a different personaliry,
usually to the detriment of his primary Nature. In Ying Lei's
case, the Legalist secks o divert him from his purpose by
bogging him down with procedural details.

Chi represents a spiritual essence thar roughly equates 1o
Blood for vampires, Gniosis for werewolves, Quintessence for
miges, Glamour for changelings and Pathos for wrasthe. Yin
Chi stands for NEgATIVE encrgy and works best when used foe
violent actions, while Yang Chi stands for positive energy
and works best when used for healing or purification

Kuei-jin do not possess generation. For game purposes,
with regard to generation-related powers such as Dominate,
erent Ying Lei as if be were Seventh Generation.

Diasaams, Presowas







See hiw they humg from heaven's high halcondes
The old lont yeary in faded porments dressed

— Baudelatie, Soi Sage O Ma Dondderr

Mure than a hundred vears pas between the end of the
Vietorian em. when the fimt of the thiee stories in The
Dragon Ascendant takes place, and the end of the millen.
nlum, when the second and third stories occur. Unlike
previons centuries, however, the 20th century wusher in an
age of exponential technologpical progress. For humanity, the
cars since 1900 have resulred in one mirsculsws invention
after another, ench one designed 1o chip away ar the hardship
of daily life. For vampires, the changes offer & problemaric
mix of blessings and curses
The charsciens who began their joumey through Caindie
history with Dark Tides Rising have now extsted for nearly
T"'“-'.\ll"h Il rtlg‘r‘l‘ 111‘\' |'Li|"l-"." MTTH riw WO I-l.
progress from the burbarism of the Dark Ages Into the
splenudor of the Renalsance, followed by the Moody revolu-
viomsof the lare |1 7005 and the rise of industrialization and the
rl-'lu.l'r.'i'r- sale. ]n Hll“lm‘ sECIOLY, II'II"F I'hl\.'(' “Hnl:?t‘ﬁl |I'Il"'
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revolt of the ananchs, the nse of both the Camarilla and
Sabbor, and have most Hkely chosen o side in che noctsmsl
strugle between these rival seces

How then, can these venerable Kindred — the playen’
chameren — adjust 1o a world in which even more changes
seem Lo take |1||11:a,' VY I\l;:h( |

n“l L. Il-‘r‘ll:'l i‘rl |\'Jll'|ﬂ AT OVETVEW 1.)'. lIH." ...’.D‘I‘h Cenniry
along with strategies and guidelines fordetermining how well
clder vampires can adapt 1w 1 dostic alteratione. In

addivion, Storvrellers can find a few keas for Glling in the
e l'h-'l'll-'ﬂ'lltht'I|rl|.'1.‘!~¢~llll:'-1'Irm.'illl.';“u g Finally, in case
things go awty in any of the stories, this section slse gives
troubleshooting advice
derwers in Faosmarnia o s e lear seevke om domsentown Manhanmn

TenDecaDEs
OF CHANGE

T!ir Ll“ CETIINTY h-" sorty maote frans o ons 1

His Ii A% hl-lﬂ | fn) -II' I! *I1|| ] Irirh-

technology, socicty, aulture and science — than any other
'Hfl:,:ll.' CETVITY sinde the ddawn of rhr Hrn sisasibee. Pre T i
medicine, agriculture and technoligy combine 1 make lifs
cindes for humans, thus increwing the morml life span
diminishing the infant mortality rate and enabling the pog
Intion to increase dramacically. By the middle of the 20tk
ceniury, more than 70 cities have populations exoeed ing one
million, The proliferation of cities provides a verisable fesst
fot vaingites of both the Chamanilla and Sabbat. But hmoma
have done more thin just propagate; they have altered the
e of mw wlem Life with their tec hl||1l|.'4|.1'1l While yOuUmEer
#'4““['“".*. 3] lﬂ'l I-.Ilhl (LR lll:i.' II'|'-=-I"T1I. hiifl.l. !i.l-'tr HES 1]
time adapting to the mpid change, elder vampires almeos
inwariably find it mote ditficul to grasg: the vast transforma
thos werowghie by thee pestless kine
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A CeNTURYOF "FIRsTS”

: ? dﬂuﬁmmﬂkﬂhﬂt.&hm
ﬂﬂ&:ﬁu&.hzﬁmmdhmm qhg::m:;::ucmm ﬂnw_nimd‘h
scientific discoveries and rechnological ~ hallpoint electron micriscope. military
vides Storytellers and players with a guide to. w first uses tadiae to detect sircet and helicopters make theit
progress of the 20th century. Encyclopedias and in the air. An intermational tadio sudience
sources can give more specific dates and flesh ot the demils %ﬂhmmmm,

dmvmmpuudhrmthnwﬁmpuﬁ-h A Wmﬂd:ﬂwm&“
"MHmﬂmmmmﬂTﬁ?' hm-dumhﬂmqh :

1900-1909 L, 1940-1049 e P
tn the fim. detade of the. M iiy : WﬂMﬂhhﬂmhmm“
experiment with mdio waves 1o mhmn hwmmv- the first com-

dtwhmthcﬁmplmmhmtm!udmﬂwh puter, the Ih: supersonic. airplanc flight, magnetic
ultraviolet bamp. Transpormrion advances with the con- md:lu'

struction of a railroad tunnel beneath the Hudson river, the
rial flight of the seppelin airship, the production of the fint
“Model T™ automobile and the Wright Brothers' firss mae-
cessful flight. ﬁmmﬁmﬂnhm
revolver and the commercial production of Bekelite inau-
surates the Age of Plastic. Etnsein formulares his theory of

uhmwuﬂﬂummﬂuphlqhu
1910-1919 ! LA

This decademarks thediscovery of cossmic diarion,
mldﬂudﬁrdhm&n. e b egins, colot televisi
the first nonstop trass- Atlantic flight. The flie transconti- mmuss.mmhuwimu i
mﬂmﬂ-ﬂuw ' mf]nu.s.amnhmqmmm-u
m&mmmw‘* Space Adm {Hﬁﬁﬁlﬂdmﬂw‘nmh—g
Siberian Railroad reaches completion. In the aftermath of ~ Plorer L. the Van Allen radiation belts

the Great War, medical pemsonnel identify a phenomenon  1060-1069° . S
MM% Freud poblishes his utrodction w0 N&EMW&ﬂmﬂhmﬂm
Prychoamabyss, hﬂhlmuhllﬂﬂlﬂh emerges from the antiwar and Civil Rights movements,

|

light Savings Time begms in the United Stares. ol Brekiisha consiue. Misorlogystans

1920-1929 . ,MM - with the laumch of the first weather sarellite. Medical
The Twenties include the apening of research results in the first use of an artificial heart during

beaadcasting starion, the development of the & -~ wrgezy, the first human heart transplant and the produc-

vaceine, rhemmﬂmd’rhtwﬁbruuliu*hmgn:h o tion_of synthetic DNA. The €oncorde supersonic jer
:hcuxm.dmmuluundlimamdu 'mﬁ muj"ﬂnrmﬂﬂiﬂu the first astronaut orbits earth
16mm movie film revolutionizes the medium ﬂﬂ,m&ﬂmmmmdmm _
m&:mmmnmmmm 'lm,mg Tin.

s fiest use insulin to treat diabetes. The first birth- B
control clinic opens and rescarchers discover penicillin, wﬂ?ﬂ:mmﬁﬂdgmvm u;

Thﬁmwmni.imuﬁh:h:mhmﬂ!indt‘m heralds successful synthesis of a complet
sion” takes place. The first crop-dusters fly over Canadian MH?MM‘H.E“ ;ﬁ:

rumlndrrdnimmdevdnpﬁuﬁauﬂerm tion in the laboratory of the human grawth hormone.

The Graf Zeppelin flies around the world.: " NASA launches the Skylab missions, Pioncer 10 sends -
mn-mu back picturés from Jupiter, Mariner 10 provides pictures of

D a ol ilumnlun the Thirties anudlhhrmaﬂ:mpmbcluﬂmhhm

sec Milestones such ai'the discovery of the neutron, heavy  first manned voyage of the space shuttle Enterprise takes

ydrogen and the Rh factoe in human blood. Technological  Place; scientiscs test the neutron bomb and the fir -
Muﬂﬁlmhﬁﬁuﬂmﬁmm * tube baby is bom. ' .
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1980-1980 o151

}hiﬁnmmﬁﬂtﬁ-nw
u&mﬂmlmwmm
mmmmwdﬁmhﬂhmbﬂnp
mddﬁdmmmhmwm
indhustry and the [ntemet becomes popular in communities
other than research and government. The
computer simulations, ar “virtual 'ihqhnﬂ-
dimension for computer Cellular phos '
completion of the nunnel under the  Channel lin
hwmmumm A
ﬂqdﬂﬂmmﬂmﬂwhmfﬁiﬁ_
Kingdom, reviving interest in the supemnatural, - !
1990-1999

wﬂmﬂkmnﬂpﬁepddfinmthm
The Soviet Union dissolves, effectively ending the Cold
War and creating new political problems in Eastern
ﬁmﬁmm&tmmmm
ter, moving science several steps choser to their goal of
true artificial intelligence, The widespread use of the
World Wide Web unites the globe in virmul space as a
meditm for communication, research, businessand en-
terminment. The invention of the digitl camera, |
development of high-definition (HDTV) and direct-
wmuhhmnﬂhmminm
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BRINGING THE CHARACTFERS
INTOTHFE 20TH CENTURY

Wampires whao have exasted for a millennium or mone find
it hard vo change with the tmes, but change they must im onder
o comtinue their quest for power, influence, survivil or — in the
case of the charctens invohved in the Transylvanda Chronicles
— knowledye of the true sigms of Gehenni. Almost every pspect
of society has assumed a very different guise from wht these
venerble Chinites once understood as customary and wsual.
Some vampires, particularly elders of the Camarilla, avoid the
necessity of dealing directly with the modern world, delegating
such chores to msted beutenanis or ghouled retmners. For the
playens’ chamcters, however, who mwst nsk themselves in the
pursuit of their goal and reap the consequences of acrions
urilertaken over the course of centuries, secondhand involve-
ment is not enough, They must leam o adapt.

AppEARANCE IS EVERYTHING

In the last century, fashions have underpone extensive
changes, from the cloche hats of the Roaring Twenties’ flap-
pers to the functional clothing of the Great Depression to the
tie-dyed look of the Sixties and the grunge, glam, punk and
pothic styles of the last two decades. While some Kindred —
particularly elders — may not interact extensively with the
living, others indul ge in nightly conmet with selected morals

i

1, |

or take part in club scenes, the anistic community or backmoom
politics. In order to mingle with the kine, vampires, even elder
ones, must fit in with the look of the night, o ot least avoid
unwanted scruting of their anachronistic appearances.

Fortunately for many Cainites, modemn fashions allow
fior & wide variery of acceprable styles. While knightly armor
certainly qualifies as ourré, other perind clothing might pas
as decadently retro or even notably eccentric. Nevertheless,
the art of blending in includes dressing the part, and elder
vampircs must make themselves presentable 1o the modemn
world. Since a vampire's appearance (length of hair, facial
hair, dental condition and general body type) does not
change from the time of her Embrace, adopting the latest
fushion sometimes involves considerable effort w0 recon.
struct the proper “look™ upon rising each evening.

For Camarilla vampires, appearing in touch with the

. times is a vital function in upholding the Masquerade. Sabbat

viinpines have less to worry about since they do not bother o
disguise what they are, thought nothing prevents them from
conforming 1o the latest sryle. Then again, most Sabbat are
Embraced and die during the same decade....

Minn Overn MatTenr

Thie sam of human knowledge incresses drmarically in
the bundred yearn between the end of the Victorian Age and
the last decade of the 20th cenrury. Advances in science
change the way we comprehend the univene, shartering old
concepts and introducing mdical new theonies. The avil-
ability of information, in particular, marks adistine difference
between the modem world and the preceding centuries. The
iverage pernon not only knows more about the world sround
her but also has the means of acquiring even relatively
obscure information. The advent of public libraries puts
many resources in the hands of anyone who can read, re-
sources thut were once the purview of academician,

Life speeds up in the 20th century. Auwomobiles become
the preferred mode of transportation, replacing horsehack
riding and the home-drawn carriage. Computers revolution-
ize the fields of communication, bustriess and research. The
airplane makes it possible to travel vast distances m hours
mither than months, bridging the gaps berween contments.

Art and culture change drastically as well. Although
clissical music and traditional art remain popular, new forms
of art and music artse, much of it alien to the eyes and ears of
elder vampires. The Toreador elder who once performed asa
troubadour in medieval France may find it difficult o grasp
the rhythms electronica. While the woubadouwr may con-
tirwse to pursue his musical carcer in the halls of Elysium or
among mortal aficionados of period music, he may alsodecide
to update his musical repertoire and hit the club scene.

Tue Inver CHLDE

Mew ways of thinking crop up in the Last cenrury of the
millennium. Freudinn and post-Freudinn psychology rede-
fines the coneepe of “well™ and pigeonhaoles aberrunt behavior

Soowrmiin e Chaoacie of v Acrs
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I numetous categones of neanes ind paychoses. Jungian
theary explores the idess of the collective unconscious and
universil archetypes. The principles of human rights give rise
to hberation movements all over the world. In addition,
scientific theories such as global wirming, quantum physics,
superstring theory and the Big Bang undermine basic belief
systems and catapult the physical sciences into the realm of
near mysticism. The inner workings of the mind become a
playground for scientists in the fields of medicine and Y-
chology, creming complex amenals of syndromes 1o describe
everything that was once categorized under the simple car-
epory of "madness.” Pop psychology introduces the concepis
of post-traumatic stress disorder (PTSD) and attention defi-
cit duvorder (ADD) into the common vocabulary,

How do these modem notions affect the chamcten'
mindsets! Can they grasp these new concepts! Some charae-
ters, of course, can adapt, albeit with great effort. Others just
cannot wrap their minds around ideas that contradict the
precepts they have held for centuries. Many elder vampires
may still see madness ns cnsed by demons emther than
chemical imbalances or childhood trauma.

Even such basic notions as the individual's relation to
society change in the 20th ceniury. Elders wha once believed
that a single person mattered only as much as she conributed
tor society must now ke into account the fact thar modern
humans place personal fulfillment ahead of many other loyal-
ties. This elevanion of the individual over society even affects
the structure of vampiric exwstence. Some young Kindred no
longer feel the serong affinity toward their vires that vampires
once did. Even the most loyal Ventrue ancillae Embrsced in
the latter half of this century places her own goals on an equal,
if mot higher, footing to those of some nebulous “clan.®

MATURATIONAND
EXRPERIENCE

A system of maturation points can be wsed to handle
chamcter development during downtime 1o reflect the “off-
stage” peniods between the staries covered in the four books of
the Transylvania Chronicles. More than a century passes
between Act Three of Il Omens and Act One of The Dragon
Ascendant. Another century passes between Act Oneand Act
Two of this supplement. Each of these periods should provide
the characters with as many as 15 maturmrion points to use for
mmproving existing Traits or scquiring new ones.

MATURATION vS. EXpERIENCE

Maturation points allow chamcters to grow in the peniods
berween stories. They represent the slow development of rela-
tively quiescent charc ters as opposed 1o the mpid improvement
made by chamcters who remain in the midst of the action.
Becane characters do not eam maturation points through play
but receive them us free awards for merely surviving from the end

of one story to the beginning of the next, these points accumu-
late slowly. Furthermore, matumtion points cannot be saved
from one periad of downtime 1o another. Players must spend all
theis matumtion pointsto increase their chamcters’ Trairs hefore
they participate in the next story. Unwsed points are lost,

This means that characters who have gained 15 matura-
tion pointsin the period between Act Three of T Omens and
Act One of The Dragon Ascendant must spend those poinis
hefore the start of Act One. In the same fashion, charmcrers
who acquire maturation points between Acts One and Two
of The Dragon Ascendant need 1o account for their expen
diture before beginning Act Two, Chamcters may use a
combination of experience and maturation points to improve
their Traits provided they use up their maturation points first,
since these points do not carry over,

MATURATION POINT CHART
Years of Downtime  Maturation Points
10-100 1-15
101-250 16-25
251-500 26-40

[PASSING THE T1ME

Downtime, or the time thar passes between stories,
represents intervals of relative calm for the chamcters. Dur-
ingdowntime, players donot actively mleplay their charcters,
but time passes for them in the World of Darkness just the
same. To account for what the charscrers sccomplish be-
tween the end of one story and the beginning of another, you
can use 3 number of methods.

INTERLUDES

Interludés nre brief episodes in o charcrer's unlife that
fill the gaps between stories. Like the prelude that encom-
passes the mortal life of a character prior o her Embrace in u
few broad strokes, interludes paint a series of pictures that link
together the time between stories. Interludes can take many
forms — snapshot sessions, blue-booking, one-on-onc
storytelling or simple discussion,

Snapshot sessions allow a Storyteller o create mini-
stonies with limited choices and a forepone conclusion. If the
players agree that their charcters want toremain in touch with
eachother during the period from 1596 10 1998, the Storyteller
can contrive two or three situations that bring the characten
together. For example, World War [l might force some char-
acters to flee Esstern Europe and take refuge with other
characters who have already migrated to Western Europe or
America. The Storyteller can describe the escape for the
characters whe decide o flee the Mazt onslaugh, allowing the
players of those chamerers 1o elaborate on the steps aken 1o
secure refuge across the seus or in a neutral country, In the
meantime, the players whose charactens have agreed toshelier
their companions have their own tasks — securing havens for
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the now amivals or casing their tmnsition to o new city and
introducing the immigront Kindred tothe appropriate ( Sammarilla
prince (or Sabbst archbishop). These events nced not become
full-fledged stories, though they might deserve such trestment

Players amd Storytellers cam simply get together and wlk their
wary through the siimificant scetes.

Blue-booking serves as another way for Storyteller and
|~|.|\'rh [ 48] il.‘rp M rede w-* |ﬂ. L\-'I'Mt Ir:lnv[lll'rﬁ b'l." WErTy SIORei
Plavers may use the technigues for blue-booking described in
previous volumes of the Transylvania Chrondeles, or they
might wish to keep joumals for their chamcters. This tech-
nibgue of writing “in chamcter” providies further development
and advances the individual stones of each chamcter. ]'- AL~
mals allow chamcrers o express opinions on developing
trends of the 20th century

For example:

June 8. 19]3

Followsmg oy insoructions, Edmamd hos prorchaased forme one
of the new “model-T™ horseless carminges vecently favnted by Mr
Herrv Ford . | spent maost of this evernmye larming i maneuser the
comrapion and found it mont deligheful ince | fmally succeaded
Although the veck of guoline becomes somevwhat bothersome a
times, the wnsatim of mowring down the el withiut cxernting
oneself mame than compensutes for the discomfort. | mast comsider
whether m mvest zome of my funds in Mr. Ford's company, |
sheruld hate to commit mryself o the support of an endeovor that
mmight vt List mipwe tham a few' yeus

-1'

A player making this journal entry for her Ventrue elder
indicites her character's willingness to accept change (and
prrodin from i) and pives the Storyreller a justifiable reason for
allowing the player to acquire the Dirive Skall for her charae
ter through the -csrn.'nn!tlllrr Of maturanon points

Joummal enmies can alse develop relavonships bevween
chismcters, s can the practice of commuiicating thicugh ler
rers Just as soame novels consist entirely of letters thar serve 1o
advince the plot, an interude might consise of a collection of
Itllcl.‘- I'l..'im.i Frosi O LIII..“'.ILtl.'I | (W ilhrilll'l' (T IILIIE'\ 'A'||!i| the
Storyteller's awarencss of their content) that progress thoough
the decades from 1900 wo 1990, Letters can also illustrate
TR rekani lIL\]‘:L[‘n berween clumacters, who may fall in and
our of love in the inrerim berween Acw One and Two or find
themsclves ey |.~.I~I:r.:rt.|.:1:~|.i fronny thiekr ¢ TR b

ToOorRpORANDOTHER HAZARDS

."\|Ii||l||p,l_|!'| Ih: |‘\Ir\n|i51||1". X 0T 6« h.l.t.u.ll._"r !:-f.l“ o
torpet between the first and second stonies of The Dragon
Ascendant, doing =0 presents some distinet dissdvantapes
."‘I'Il “‘1[‘“:'“- III.-I-I|'1||!‘||. Il.]l' Nl po force III:' i II arse fegs Dovimake the
requisite Humanity (or Path ) rolls to see of ther chamcren slip
into the sleep of the apes. I playens stare that they wish o park
their charscters in tomor until the Transvlvania Chronicles
connnue, they may, of coumse, do s with the Swoomellers
PRGN OF else entrust their charmctens wo the lock of the
dice. Players should, however, keep tn mind the difficulties
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Tue GeHeNNA SYNDROME !

1
Ower the course of the Transylvania Chronicles, the

characters have amassed a considerable amount of knowl-
edge concerning the signs of Gehenna. Dl.uingd'l:hﬂtd’*
storytelling sessions, when the emphasis falls on quick |
thinking and quicker nctions, characters have little time 1o

=it back and speculate on what they have leamed. Story-
tellers may wish ta o
encourage theirplayers tokeep a journal

of their chamcters’ responses m_the they
information helps players (and their chamcrers) remember
what they have learned when cant periods of real

time pass between stoties. Second, ﬂltlﬂd"il.lrdnl
together information and erying to make sense of it in-
creases the paranoia factor and sllowscharcters tospeculae
about the meaning of the various documents, tmblers and
By the time Acts Two and Thiree of The Dragon
Ascendant begin, the characrers might well suffer from the
Gehenna Syndrome. They have sen the fulfillment of six
of the eight signs and should realize only two signs remain.
A sort of Gehenna fervor may engulf some of the chagac-
ters, leading them o see omens of the Final Nights in
secmingly ordinary events. S n use chis acute
senuitivity to their advantage, 5o that gathering the char-
acters together for the last two stoies in the Transylvania
Chironicles presents few problems. If the Storyteller pays
arrention 1o her charactens” speculations, she may gain
some insights that allow her 1o tailor the stories 1o the
interests of the players. _ -
" gt R St T BRI
involved in taking their chamcrers out of the loop during the
20th century, which is pare of the fun of playing elden.

Although characters in torpor spend fewer points to
develop their Traits, some things simply cannot be leamed
without true hands on experience. No matter how long a
charscter studies the theory of maneuvering an automobile,
she eannor sequire the Drive Skill while in torpor. For the
same teason, characters in torpor cannot purchase Computer
or the Secondary Ability Pilot. Increasing Firearms or Secu-
rity involves familiarity with new developments in weaponry
und the latest security and surveillance techniques. The
Stotyteller should remind players who want to place their
charactens in torpor from 1896 to 1998 that they may not be
able 10 spend maturation points on certain Traits, For more
information on torpor and its effects, see the Storytelling
Chapter in Il Omens.

Another factor comes into play in the 20th century —
the danger of discovery and destruction increases due to the
peculiar nature of the times. Charactens who are in torpor
during World War [l may find their “secure” haven falls down
around them during the heavy bombing of Europe by both
sides. Eastern Europe, in particular, suffers massive destruc-
tion during World War 1L The Hungarian uprising in 1956

and the subsequent Soviet invasion to “restore order” results
in extensive damage to numerous cities. Woe betide the
Kindred in torpor in 2 house targered for destruction. The
rapid growth of cities during the 20th century involves
widespread development of land. Construction crews tear
down old buildings and erect skyscrapers in their place. The
excavation of tunnels for subways also places vampires who
have fallen into torpor in a precarious state — especially if
they happen w choose a spot marked for “urban renewal.”
The increased activity by modem Sabbar packs thar special-
ize in locating and diablerizing elder vampires also makes this
time an unsavory one for those in wrpor,

All in all, the chamcters would serve their interests

better by remaining sctive during the interval berween Acts
One and Two.

SPENDING MATURATION PoinTs .
This chart lists the point costs needed 1o raise Traits
through maturation. :

.

Teakt Cost to Raise Trait. |
New Ability s }
MNew Discipling 10 ]
New Thaumatrgy

or Necromancy Path 7 !
Autribute ] NRx4 '
Abiliry NEx2 i
Clan Discipline NRx5 J
Othes Discipline NRx7 :
Thaumaturgy or Necromancy Path NRx4 |
Virtue MNRx1 I
Humaniey/Path NRxl
* NR = New Rating, the rating the chamcter wishes o achicss !.

THE PDERILSOF AGE

Many elder vampires, particularly those who have lived
for more than 500 years, like the playens’ chamctens in the
Transylvania Chronicles — may discover thar they cin no
longer sustain themselves an the blood of motals. The need
toingest vampinc blood doesnot always affect elder Kindred,
but as vampires advance in years, the possibility of developing
a need for Kindred blood increases.

Since the need 1o feed exclusively on vampiric blood
does not come about automatically but differs from Kindred
to Kindred, relying on a simple checklist or a die roll may not
provide the best means of determining whether or not a
characrer has succumbed 1o this limitation. Sworytellers may
wish to use the guidelines detailed in Elysium (or its reprine
volume, War of Ages) and claborated on here as a way 1o
devermine whether the characters have fallen victim 1o the
need for Kindred vitae,

Even ifa character meets most of the criteria necessary and
both the player and Storyteller agree that the switch from
mortal to vampiric vitae seems likely, the actual change should
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come about in the context of storytelling. If the chamcrer
shows tendencies rowand acquinmg the need for Kindred blood
during the course of Act One, downtime activities mighi
determine whether or not this change comes 1o pass before the
beginning of Act Two. Blue-booking sessions, one-on-one
storytelling or an interlude can help both the Storyteller and
the player determine how this change comes about.

Unless your troupe is mature enough to handle this
development, you might be better off leaving this idea aside.
Stories that revolve solely anound whacking other vampires
and drinking their blood become stale quite quickly.

Crireria ForR HINDRED
Broon DepeNpeNcyY

The following lise provides several indicators that o
chamecter may develop a dependency on Kindred vime. I a
charscter meets only a few of these criteria, she still has a
chance 10 avoid the nead 1o feed from other vampires. I,
however, the character manifests most (or all) of these
indicaors, she may be on the road 1o full dependency.

® Diablerist — i rhe charcrer has commirted
diableric, she has already acquired o mste for Kindred
blood. This predisposes her 1o developing a dependency
on it. The likelihood increases dmmatically each time she
commits dinblerie.

& Sire addicted to Kindred vitae — In and of irsclf, this
indicator does not mean that achamcter becomes dependent
on Kindred blood. If the chameter's relatlonship with her sire
includes shared feeding, however, this predilection might
result in such a dependency.

®* Humanity (or Path) of less than 3 — Since a
chamcter's Humanlty serves as o gauge of her empathy with
mortals and with her own moreal past, a low Humanity can
lemd to a chamcter's disssoctation from humanity tosuch an
extent that she no longer even constiders mortals as foond.

® Sire a diablerist — While not o sure sign thar o
chamcter develops a dependency on Kindeed blood, if
both she and her sire have committed diablene, the
chances are that her bloodling is predisposed 1o depen-
dency on vampinic blood.

® Active for more than 500 years — While the
relationship between periodic tompor and the freedom from
Kindred blood dependency is unknown, the tendency o
develop a need for vampinic blood does seem 1o increase with
age. On the other hand, contmued activity keeps Kindred
more connected to the world — and to their own Humaniry.
Ii & characrer has spent most of her time avwake instead of
entering voluntary torpor from time to time, the Storyteller
should determine whether the chamcier's actions moke her
more likely to develop dependency on Kindred vitae.

® Has a Derangement related to blood or feeding — A
charcter who already restricts her inmbke of blocd 10 cerain

FerDino THE LINQUENCHABLE T HIRYST

For chamcters who thirst for the vitae of other Camires,
Teeding no longer becomes & routine task. Instead, cach time
the characrer feeds, she must locate another vampire from
whom she can ke hersustenance. This might prove increas-
ingly difficult if the charscrer wishes to aveid the blood bond
Characrers who are already Blood botnad 1o regmant do not
have this difficulry and may drink from the same vampires
over and over aganin. The way 1o avoud the blood bord,
unfortunately, lies in destroying the Kindrod vessel abver
fecding either with or without diablerizing the individual.
Since this puts the character in the position of violating the

types of momals or certain kinds of blood may develop a
dependency on Kindred vitie more readily than other vam.
pires. Resarictions on leading do niot apply to vampinic vite
w0 charictens with selective digestion or prey exclusions may
find it casier to lved on Kindred blood when their preferred
vessel b8 in shom supply. For some renson, this does not seem
o apply 0 Ventrue unles they have acquired » second
restriction in addition o their cdan's feeding limitationa )

* Has created a number of childer — The relarion-
ship of this indicator to the development of & Kindred
blood dependency temains uncertain, but many Kindred
who now susiain themselves on vampirie blood have sired
NUIMETRES PIOGENY.

® Has blood bound a number of younger vampires,
especially one's own childer — Since n regnant may freely
drink of blood from her thralls, this criterion provides a
character with ample opportunity to develop o tste for
Kindred vitae and makes it more likely that she develops o
full Blown dependency.

® Ap odds with one's own sire — Charsctens who
have a hustile or otherwise neggative relationship with their
sires iy experience an Oedipal need to drink the blood of
other vampires, Ac least, this is the theory pur forth w
explain the comelation between this indicator and the
development of a dependency on vampine vitae.

® Has almost no mortal allies — Kindred who (solate
themselves from monals may eventually lose the desire to
feed from humans In conrest, Kindred who muingain
relations with virious mortals show les likelihood of devel.
oping & dependency on Kindned blood.

Storytellens should decide whether to use these eriteria
to determine if the characiers are a1 sk of developing o
dependency on Kindred blood. I so, the next sep involves
deciding hiow many of the cniterta n chamcter mst meet
before she is indanger of the dependency. Finally, Stworytellers
meed 10 devise 3 method of making a final determination
about any chamcters who fulfill the required conditions.
Storytellers should abso feel free 1o nule that acquiring a
dependency on Kindred vitae ksadecision thae aplayer — and
omly & pliyer — can make for her character.
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Camarilla’s Sixth Tradition forbvdding the destruction of
anothet Kindred, the problems involved may prove over-
wh-.imuu: for the charscter unbess she somehow acquires a
“beense to kill™ from an august member of the Camarills. The
same problem does not apply 1o Sabbar characrers, who may
shay nom-Sabbat vampires with impunity or acquire blood
from frequent trips to the Vaulderie chalice.

SressinG THE T e

Characrers who man the risk of becoming dependent on
Kinndreud vitae should have the opportunity toreverse or delay
the tendency. In light of their knowledge of Gehenna, the
characters may realize that the need for vampiric blood is a
[uabsiliey for them

A Storyteller can work with the player to roleplay the
charscrer's stnuggle to avaid the dependency. This might
involve repeated expenditures of Willpower to foresell the
need. Reversal of dependent tendencies can happen either
through roleplaying or with the expenditure of manurarion or
expenence pomts to incrense Humanity if it has fallen low
enough 10 place the character in jeopardy.

Charsctens may also wish 1o consult Kindred experts on
blixsl In Act Two, the characters have the opportunity 1o
request help from Etrius, whose mastery of the Path of Blood
certainly qualifics him to tickle the problem of dependency
on Kindred vitae. This may, in fact, fulfill the Tremere boon
a churacter earns by assisting Errius in Act Two. In the same
tathion, characters who have developed a favomble relation.
shup with Sascha Vikos may request its help as well,

In any case, the determination thar o character has
developed a need for Kindred vitae should involve the
participation of both Swryteller and player and, ideally, add
depth 1o the game rather than detract from the chronicle.

FORTUNE PDATHS

Maturation points express the slow but steady improve-
ment of chatactens” Truts over time, regardless of whether they
are active in the world around them. Backgrounds, however,
change due to circumstances that are not always under the
wontrol of the character. In the Transylvania Chronicles, the
use: of Pormune Paths reflects the unpredicmble Nucnustions
that can affect characrers” Backgrounds for good or ill.

The drastic changes brought about by global wars, eco-
namic and social upheavals and the rechnological revolution
of the 20rh century do not leave the chamcters unscathed.
Pethaps more wo than any other period in history, the modern
e sees the vicisiudes of individual fortunes. While players
do not have to use the Forune Paths to determine whether
their characten’ Backgrounds survive intact, doing so can
assiat players in developing the unchronicled periods in their
characrers’ unlives. A sudden shift in a chamcter's Back-
grounds should prompt the player 1o constnuct a reason to

account for the change. Perhaps the character has dabbled in
the political arena and has formed some associations with
local officials. The pursuit of Gehienna lore might lead 2
character to cultivate a friendship with a mortal historian
whose expertise in the ancient past proves consistently valu-
able. Likewise, a player whose character loses her entire Herd
through an unlucky roll on the Fortune Paths chare might
seek a reason for this disaster. Perhaps the city in which she
resides suffers some natural catastrophe thar elaims her Herd
as victims. The 20th century certainly has its share of wars,
enrthquakes, volcanic eruptions, hurricanes, muss murders,
airplane crashes, epidemics and gang conflicts 1o sccount for
the loss of a group of mortals,

SYSTEM

For every 50 years of downtime, a player may choose one
Background and roll once on the Forrune Parh able for that
Background. This roll costs no experience or maturation points
Players may elect 10 spend expenence or maturation points to
pain additional Background rolls (on the same or on o differen:
Background) a1 the rate of three points per additional roll. In
addivion, players can gain an advantage of 41 to the die forevery
additional point spent (up to three poins per roll)

Since a hundred years pass between the end of Tl Omens
and the beginning of The Dragon Ascendant. this means
that players have the chance to roll twice, at no point cost, on
the Fortune Path rable. In berween Acts One and Two of this
volume, the player gain an additional rwo rolls, giving them
ample opportunities to alter their Buekgrounds

Once the player makes her rolls, she and the Storyteller
should elabomte on the meaning of the results, fleshing our
the bare hanes of the tmble 10 create viable reasons for the
Background changes. Note that these is no table for Genera-
tion, since this Backgroursd remains stanic unles decrensed
through Diablerie, an action that should never fall under the
provinee of arbitrary dice rolls.

Seorytellers should nlso decide whether the chamcrers
may attnin Background Truits of more than 5. If the ¢hare-
ters have acquired status through playing the various episodes
of the Transylvania Chronicles (or through addivional sto-
ries) or if they roll exceptionally well on the Fortune Path
tubles, the Storyreller may rule that Backgrounds may exceed
5. Note that a characrer must be of the Seventh (or lower)
Generation to have Trait ratings of six or greater.

Each Background table contains not only a list of gains
and losses resulting from rolling on the rable bur also possible
reasons for the changes.

The possible causes fir changes in background are meant only
an suggestioms and inchude references w the centry berween Act
Theee of Il Omens and Act Une of The Dragon Ascendant as
well as the cenniry between Acts Ome and Tuwo of this book. Feel
free 1o use your oun ideas mstend of the ones presented here.
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ALLIry

-2z Dhivaster. Lose one Ally.

i

§.5: No change.

-8 Ciatn one Adly

1(3: Giain rwe Al
Possible Causes for Gains
® Your milivary expertise (gained over the centuries) has

netted you the support of a paramilitary group.

* Yoy fund research projects thar have endeared you t
’!lr L1 ||i|f|'ﬂ1"|. CATETLE Vin !-l.“'." L""’ .

® You've developed a relationship with the crime under
world in your region,

® You st the disadent community in your pan of
Essrern Europe

Pimil‘&ll‘ CI“-“! ‘ﬂr I.A“F
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LiMmiTy

& You become the victim of o slander « Ampaign that
alicnates the artistic community that once looked o you
for support

* You flee Germany on the eve of World War 1; vour
allics remnin behind

* Anenemy turns your friends in the media against you.
CoNTACTS
i-2: Dsaster. Lose one Contact,
3-4: Mo change
3-8; Ciain one Contact.
910 Gamn pwa Conmacis

Possible Causes for Gains

* You jpain the ear of an adviscr in the Romanoy court
of Hussin

& An officer in the Prussian Ammy owes you a big favor,

* The president of an international banking concem
becomes enamoured of you.

& A leak in the povernment spills his intelligence to
you first.

Possible Causes for Losses

& Your contact dies aboard the Timae, Hemadendnirg,
Lusitania, Andrea Doria or some other doomed vessel,

* The Sowiet ;ul.lu apstem swallows up your conkact
among the Russkan lverat

* A n enemy subverts one of your contacts, claiming her
for himself

® The concuest of Eastern Europe by the Nazis foroe
your contact underground. You lose track of him
Hern
1-2: Disasrer. Lose one point of Herd
-4: Mo change.
37 Clarin o point of Herd
B-10: Cinin two points of Hend.
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Possible Causes for Gains
* You become the head of a religious eult and regularly
feed om yourr followers.

* You acquire control of a small village or housing
development, including the use of its residents.

* You perform charitable acts for the city’s impover-
ished; you feed them, they feed you,

® As the stlent partner inan asylum, you enjoy the fruits

of your investments.,

Possible Causes for Losses
* Most of your regular sources for vitse perish during the
bombing of London.

* Your herd gets caught up in the mass exterminations

* A smallpox epidemic wipes out most of your herd.

* An earthquake destroys the village where your herd
dwells, claiming several of your vessels as casunlries.
INFLUENCE
1-2: Disaster, Lose one point of Influence,

}-4: No change

Suf: Gain one poine of Influence.

7-8: Gain two points of Influence.

910 Gain an additional sphere of Influence.

Possible Causes for Gains

* You gain control of an important functionary in one
of the courts of 19%th century Europe.

® You own the majority of stock (s well m o fow
stockholders) in a global industry.

* Your patronage of a popular film director has devel-
oped your ties to the entertainment business,

* Your backing of & successful politician gamerns you
considerable influence in the government.

Possible Causes for Losses

® Your influence in media collapses during the
McCarthy investigations.

* A coup d'état ends your association with a
European governmenit.

* A Toreador rival usurps your control over the fashion
indusiry.

* You lose your influence in the Church when the Society
of Leopold censures your pet candinal for unholy assoctations.
MentoR
1-2: Disaster: Lose your Mentor
3.5: No change.

6-9: Uinin one point in Mentor. (Either your current Mentor
increases her power or ebie you acquire 1 new Mentor in
addition o, or instead of, yout old one.)

10: Giaim ewo points in Mentor (as above),

Pousible Causes for Gains

* Your Mentor rises in the mnks of the Camarilla or
Sabbat to a pasition of great power.

* Through your past actions, you gain the favorable
artention of an undead luminary such as the Sobbar Noddise
Sascha Vykos or the Cumarilla warlord Karsh.

* You accept the position of archon and your justicar
now acts as hoth Mentor and commuander,

® One of the Inconnu — or perhaps an even older
presence — guides your actions.

Possible Causes for Losses

* Your Menior's actions gnin her a place of infamy on
the Camarilla’s Red List and you disassociate yourself with
her in order 1o escape similar censure,

® Your Mentor disappears in the confusion and mas
destruction of Waorld War 1. You have had no communica-
tion from him since then.

* A Sabbat pack locates and diablerizes your Mentor.

* Your Menror falls into tomaor,

Resounces
I: Total Disaster: Lose all but one point of Resources
2.3: Disaster: Lose one point of Resources.
4-6: No change
7-8: Gain one point of Fesources.
9-10: Gain two points of Resources.

Possible Causes for Gains

* You get in on the ground floor of the telecommunica:
tions indusry.

® You invest in the tanscontinental milroad,

® You know how to play the stock marker, buying sind
sclling at just the right times.

* You own a professional sports team.

Possible Causes for Losses

® The stock market crah of 1929 wipes out most of your
finances.

® You invest heavily in the wrong area, such as Bera
videocassettes, eight-track tapes or seppelin airships.

® You assumed the tobacco industry would never fold.

* You loaned the Confederate Srates of America a
sizeable sum. Now it's uncollecmble.

ReraineRs

1-2: Towml Disaster: Lose all your Rerainers (up 1o five),
V-4: Disster: Lose one Reminer.

5-6: No change.

T-8: G one Retminer,

9: Gain two Retainers or one specialized human ghoul. Roll
once on the Specialized Ghoul Charr (see below).

10: Gain rwo special Retainers such as o Lupine bodyguard or
a Fae historian. Altemately, you may choose two specinlized
human ghouls by rolling rwice on the Specialized Ghoul
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Chart below, You may also choose one special Retainer and
one specinlized human ghoul.

Poasible Causes for Gains

* You find among your Herd a promising individual and
ghoul her 1o your service,

* A Kindred repays a boon by gifting you with one of
his servanis,

* You Dominate a retired prize-fighter and promote him
to the position of bodyguard.

® You rescue a mortal from the clutches of the Sabbar
and she offers you her services in repayment.

Possible Causes for Losses

* A roving Sabbat pack murders one of your servanis.

® |nanticipation ofa mwve to America, you serd one of your
ighouls ahead of you to prepare the wiy — aboard the Tiank.

® A formerly tnsted servant betrays you; you destroy him.

® A greedy prince demands you surrender one of your
ghouls 1o his service

Specialized Ghoul Chart

Roll a 10-sided die for each specialized human ghoul
gained throwgh a roll on the Fortune Path table for Reniners.
All Merits listed under “applicable Traits™ are optional,

| Chaulfeur/Crack Driver: This individual has raced
on the Grand Prix or NASCAR circuits, worked as a test
driver for a major sutomobile company or does stunt driving
for films. Now she works for you, ferrying you about from
place to place in style and safety. If you never acquired the
Divive Skill, this ghoul provides 0 necessary service for you.

Applicable Traits: Dexverity 3+, Drive 4, Diredevil Merit

2 Computer Expert: Skilled in the larest hardware and
saftware technology, systems design, progrmming, network-
ing, online and Web capabilitics, this ghoul fimetions ms a
competent hacker as well. You don't even need 1o lenrn how
to point and click.

Applicable Traits: Intelligence I+, Computer 4+, Ei-
detic Memory Merit

3 Legal Consultant: This ghoul has all the legal skills
necessary o handle these necessary himetions in the moral
world including real estate transactions, serial wills {so that
you can “inherit” from yoursell) and passport applications. In
the event that you need o exploit a tax loophole or destroy
o rival or powerful moral through the legal system, your
ghouled legal consultant makes care of the details.

Applicable Traits: Intelligence 3+, Law 4, Eidetic
Memaory Merit

4 Pilot: Able to fly anything from a rwo-seater toa private
jet, this ghoul frees you from the whims of commercial nitlines,

Applicable Traits: Wirs 3+, Pilot 4 (Secondary Skill),
Lucky Merit

5 Private Investigator: You gain the services of u skilled
derective who cun make use of n nerwork of informers as well
as her own intuitive faculries. This enables you to conduct

tnaquities into the affain of other Kindred or ferret our useful
information for expanding your mortal power base.

Applicable Traits: Perception 3+, Investigation ¥+,
Common Sense Merit

i Rescarch Assistantz You guin the services of a scholar
with access to research facilities as well us the knowledge of
how 1o research almost any conceivable topic

Applicable Traits: Intelligence 3+, Academics 4, Con-
cenimtion Ment

T Security Specialist: This ghoul POASCASES FILHTICTOUS
security skills as well as a falr amount of knowledge regurding
weapons, explosives, surveillance devices and alarm systemas
Perhaps a former member of & military special ops team or a
demalitions expert, your security specialist can secune your
haven and your person against most intrusions or artacks.

Applicable Traits: Dexterity 3+, Security 4, Acure
Sense Merit

8 Swekbroker/Banker: You have acquired a ghoul with
extmordinary finoncial acumen. This individual handles
your financinl investments, buying and selling on the stsck
market as well as keeping abreast of the latest information
regnrding futures, mutual funds, options and other eccentnic
ties of the stocks and bonds trade.

Applicable Traits: Intelligence 3+, Finance 4, Oracular
Ability Menit

9 Translator: This ghoul has a gift for banguages and
speatks seveml modern and obscure ones Dhalecrs and re-
gional variants of foreign linguapes come easily o her, this
facilitating your mravels to lnnds where vou have o knowl-
e of the local tongue

Applicable Traits: Intelligence 3+, Linguistics 4, Natu-
el Lingauisr Merit

10 Choose any of the above or create your own

specinlized ghoul,

Fameann StaTus

Because the Fame and Seitus Background imply active
contact with mortal or Kindred society, these Backgrounds
have not heen included in the Fortune Path catepories.
Storyrellers can design their own tables if they wish 1o leave
changes in these Backgrounds 1o the vagaries of a die roll.
Storytelling provides a better means of altering Fame and
Stanue. Blue-booking sessions or one-on-one interludes
present players and Storytellens with o more realistic way o
change a character’s Fame or Status, particularly if charac-
ters wish 1o advance themselves in Kindred circles, either
through acquiring a princedom or else holding some impor-
it position within the Camarilla or Sabbar.

A PLETHORA OF CHARACTER SHEFUTS

If players have not already switched their chamcten
from the mles governing Vampire: The Dark Ages 10
Vampire: The Masquerade, they need 1o do w0 befire
beginming the stories in The Dragon Ascendant. The
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characrer sheet contained in the revised edition of Vampire:
The Masquerade provides o good template. Another possi-
bality, for plavers who enjoy keeping extensive notes on
various aspects of their chamcters, is the 4-page chamcter
shieet available in the Vampire Storytellers Companion or
on the White Wolf Web site (hurp:[fuwww. white-wolf com).

You and your players should work together on making
swibstimutions for old skills such as Ride, Herbalism and
Hearth Wisdom, Whether you decide to allow players wo
comvert points spent on obsolete Abilities on o one-for-one
busis or ¢lse rule that new skills (such as Drive) may ke the
place of old skills (such as Ride) at o one- or two-dot penalry
is yourr prerogative as Storyteller.,

You may wish 1o allow players who want 1o remin
ouitclaned bur possibly useful skills such as Herbalism oe Crafis
to keep them as Secondary Skills.

STORYTFELLING THE
20TH CENTURY

Unless the characters want 1o go into Acts Two and
Three without any 20th-century aptitudes, they should prob-
ably avoud falling into torpor (regardless of how cost effective
torpeor is in terms of purchasing Trains). As mentioned earlier,
a character in worpor may mot leam to drive a car, fly a plane
of e 3 compater!

This section provides some ideas for Storytellers whose
players not only elect 10 have thieir characters remain awake
and active during the interval between Acts One and Two of
The Dragon Ascendant but also wish to continue taking part
in stories to pass the time in berween. Naturally, if this is the
cuse, charucters earn standard experience points instead of
mururarion poits, though Storytellers may still wish 1o use of
the Formune Paths o arbitrate Background Muciuations that
mirghu not come up in the course of thelr stories,

Once you have decided 1o entertain your playens with a
century’s worth of stories, how do you get them through most
of the 20th century without them making significant progres
ot their research into Gehenna! The story hooks presented
here not only provide Storyrellers with idess for occupying
the charactens” nights between the end of Act One and the
start of Act Two but also set up a series of impediments to the
charactens’ search for the truth of the Gehenna prophecics.

WARAND pE’AC‘E

Workd Wars | and [l engender conflict on a scale here-
tofore unknown in buman history, In addition to the
difficulties Kindred face traveling through war-ravaged Eu-
rope, mest of theit sources of information have likely gone
underground (literally or figuratively) or are in the process of
being bombed out of existence. Nevertheless, the war years
provide ample opportunity for you o involve the chamcrers
inother schemes. As the Allied armies battle the Axis across

Eurape, Kindred find themselves caught up in the struggle for
survival, Some vampires attempt to continue their influence
over mortal affairs, only to discover that humans have their
own sources of power that do not always bend 1o Kindred
whirm. Several story possibilivies arise from the confision and
trmaoil of both wars.

ToEun AL Wars: Wortn Wanl

The First Workd War introduces the concept of mecha-
nized warfare on a seale never before wen in the modem world
The enches mlong the Maginot Line become sites fora hideous
warof atrrition. Behind the scenes, industrialises and armaments
mamnifaciurers reap the benefits of the comage, Many European
Kindred, in particular, see the sustained period of hostilities as o
chance to expand their bases of power and influence.

* Owver the Top — Relying on the Ventrue traditon of
granting hospitality to another member af the clan, a Venine
acquaintance of the characters secks to make his way from
Eastern European to France, where a fellow clan member has
promised him hospitality. Unwilling 10 make the joumney
alone, the traveler requests the company of the charactes on
the arduous trek. This provides an opportunity for you 1o
expose the characters to the bitter reality of the war in the
renches, including the ravages of mustard gas (which doesn't
affect non-breathing mdividuals) on the unlucky solidiers.
Whether they find hospitality ac the journey’s end depends
on how well their host has weathered the war.

® Changing of the Guard — The Bolshevik Revolution
in 1917 throws Russia into wurmoils The supporters of the
czarist government — both Kindred and morml — suddenly
find themselves on the woong side of a firing squad. Rumors
that Raspurin possesses a book or item that can add 1o the
characrers” growing collecrion of ancient lore might cause
them to risk traveling 1o Moscow or St. Petersbury in the heat
of the uprising. Beujah charactens may hear of their clan's
involvement in the revolution and wish to witness it or
participate st close quarters.

Broopann Teans: WoriLn Warll

World War I bestows the legacies of nuclear annihilation
and penocide on future genemtions. The mas homhbing of
enemy citics by both sides nullifies the concept of noncomba-
tants, claiming millions of civilian lives — and many Kindred
unlives s well. Some European Kindred, sensing the destnac.
tion that lies ahead, artempt 1o flee Europe; some succeed,
while others remain behind, seeking shelter in a world where
safery has no meaning. German and Austrian Kindeed, in
particular, either withdraw from the madness that sweeps over
their fatherland or, like many of the kine, become caught up in
the fanaticism of the Nusi ideology. The Tremere use the
German conquest of Eastern Ewrope as # camouflage for
intersifying their old vendeta against the Trimisce.

® Missing in Action — Lucita contacts the charcren
arl beseeches them 1o help her search for Anarole, who has
pone missing “somewhere in Romania.” She fears be has
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taken up traveling with some Gypsies in search of more
vistons. If the characters decide 1o hr!p Luscita based om thear
long association with her and Anarale, they face the Nazi
occupation of Romania and the round-up of Romanian
Rroma first-hand, They may make alliances with partisans,
join the resistance or simply try 1o keep their heads down as
they search for the mad prophet

* The Price of Beauty — The Nazis loor the countries they
occupy, stealing priceless an for their private collections. Clever
chamcters may my 1o get the jump on the Nusis, qinting
paintings and other valuable objects away under the noses of the
occupying smics. Thelr mission may even ke them into the
heart of Germany, in an attemgpt to steal back some of these
reasures. This rype of sory may involve the chamcrers with
German Ventrie and Tremete who might either work with the
Mzt or secretly ussist the belenguered enemies of Hitler

® Here's Looking at You — Remember Casablincn! The
desert war in Northern Africa and the Middle East provides o
chance for chamctens 1o interser with Assamites, Bajah and
Setites ina more exotic setting than the Europe they are used 1o
The lure of Mcthuselahs sleeping beneath the sands or en-
sconced in ancient Egyptian mine may appeal o Sabbat
chamcters, while Ciimarilla Kindred may find themselves caughit
upin wartime inrmigue in the soreets of Tobruk. Sarvival in the
desert may prove a unique challenge for the Kindeed of Burope.

THE PoLrrics oF FRUSTRATION

Alfver WWIL, the Cold War discourages free travel and
nccess to necessary information. This period becomes an age of
fnetmtion for the chamcren, Those who remain in Romania
experience the repressive Communist regimies of Georghiu-Dj
and Ceaucesen. Stmilarhandships affect charsctens in other part
of Eastern Europe. Lack of communication with colleages in
the West and restrictions on travel may rosult in the charscters’
scparation from the rest of Kindred society for much of the 20th
century. The fall of the Sovier Unton promises an end 1o the
bsolation — but the awakening of Babs Yaga and her mysical
power over her former homeland intervene.

From 1990 until her demise near the end of the century,
Baba Yaga prevents free passage into the countries behind the
"Shadow Curtain™ until her Final Dearh brings down the
barrier. Only in the Lot yeans of the millennium can the
charscters finally gain access 1o the places and people they
need ti‘tt‘l‘ﬂ]‘lﬂlrlhzrldtﬂtmtt-—um] Erowing more sobythe
night — seanch. By then, however, time has neatly nin out,

* Road to Nowhere — For chamctens who leave Eastem
Europe for other parts of the world, the search for elues 1w the
remaining signs of Gehenna contimues. Stonyrellers may ke
the oppormunity 1o add their owm embellishments o the infoe-
mution already gained by the chamcters in entlier stories of the
Transylvania Cheonicles, such i commentanies on some of the
signs or even alleged documents refuring the wdormunon the
chamcters possess. Alternatively, the chamcren may hear n-
miorsof Moddist schotars in Egype or South America snd seck oot
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these individuals in hipes of new insights. In most cses, such
searches prove fruithess — or else offer evidence that someone
{possibly under the miluence of the Anciems themselves)
actively seeks 1o interfere with the chamcters’ undermking.

* Repossessing the Homeland — I chamcters flee
Romania dunng World War 11, they may attempr 1o vemum
afres thie war 1o reclaim their old territories. Storyrellers should
emphasze the difficulties encountered by charactens seeking
conventional meansof rravel, including the necessity of Domi-
nating customs officials and the rsky noure of ransporting
themselvesas “cango. " Onee they amive in theirformer havens,
charactens moy discover that, m their absence, other Kindred
have lad clam 1o thew domains. Former princes, in particular,
vy fanud thust theeir cities have come under the sway of young

zimisce Sabbat or have fallen into the hands of rivals who
weathered the storms of war, Reestablishing old contacts may
abso present problems. Moreal allies or contacas may have died
during the war on faced forced relocation. Kindred acouaintan.
ces may have met Final Death or else gone into hiding.

*® Trust No One — Over the centuries of their unlives,
the chamcters have amassed both friends und enemies in high
places. Unless the characters have been quict about their
discoveries, thewr reputations as Noddists, Gehenna fanatics or
meddlers eam them the enmity of those whose interests lie in
preserving the idea that Gehenna is a myth. Charscters may
find themselves targeted by Assamite sssassing, Ravnos thicves,
Tremere or Tzimisce rivals, Ventrue and Toreador diplomars
or any number of potential fctions. Don't forpet that the
agents of the sleeping Antediluvians are out there as well,
suppeessing information that might lead 1o the premature
discovery of the true plans of the Anclents. Storytellers may
choose 10 have the chamactens hunted by members of the
ruscent [mboed, the Inguisition, the World Health Organiza-
tion of the Romantan secret police directed by rival Kindred.
If characters have achieved positions of power in their chosen
sects, they may find themselves besieged by rivals who wish to
discredit them, enther for peronal reasons or because they are
acting under orders from above A story that involves un-
known pumsuers can make the charmctens realize just how
precanious their positions are as harbingers of the Final Nights,

THe MopDeERNERA

The last decade his seen a mdical transformarion of
biuman society. The raditional values of hard work, virue,
ethical behavior and religious spirituality give way to blatant
opportunism, situntional ethics and personal fulfillment. The
workd becomes a global village linked by computers, super-
sonic fets and electronic investing. At the same time, the
deterioration of the environment, mmpant violence and
overpopulation contribute to a growing pessimism and an
overwhelming feeling thar the end of the world is at hand.

Kindred who pullied the strings of world leaders now find
themselves at a loss to explain how the kine managed o
create such a predicament for themselves. Elder vampires

AL

bemoan the dumbing down of culture and the loss of "civili-
zation” (as they remember it), Young Kindred revel in the
changes and the lack of order, No rules, no fear, no limies

Freventn Hour Manness

Ever since the publication of Bram Stoker's [rvacula,
viampires have captured the imagination of the media. Por-
trayed as sinister, brooding and dangerously romantic,
vampires become the subject of novels, films and fashion. OF
course, noone believes thar vampires really exisr — and thm
is exactly whist the Kindred have in mind.

In some ways, however, the plan works wo well, The
interest in New Age spiritualism, coupled with the increasing
mystification of physics sparks 0 new wave of belief in the
existence of the supermatuml. Angelic visiatons, evidence
of past lives and ramors of *allens nmong us™ result in s curious
backlash of belief. Mow the Masquerade grows flimsy in many
quarters a8 humans once more espouse the possibility tha
creatures such @ vampires, werewolves and ghosts might
exist. As the third millennivm dawns, people look for proof
that something exists beyond the dying, material world

In the cities of the Camarilla, Kindred sttempt to repair
the damage 1o their Misquerade, while in Sabbat strong-
holds, vampires take advantage of mortal gullibilicy

* Voices in the Wilderness — For the characters, the
fragile stave of affairs that exists in the late 20th century seems
like another signpost on the road toGehenna. As the Musquer-
ade shows signs of wear and tear, the sense of urgency grows 1o
warn the Kindred that their nights are numbered. The charac-
ters may decide to alert powerful vampires in either the
Camarilla or Sabbat 1w the true signs of the Final Nighes
{mssuming they have not done so already). They may seck an
audience with justicars, prisci or other high-mnking Kindred
in order to gain support. The meeting of the Inner Council of
the Camarilla in 1998 provides an opportunity for the chamc-
ters, if they manage to pull the right strings and acquire an
invitation to that select gathering. 1o bring their findings
before the powers-that-be. OFf course, these elders may no
want to hear what the characters have to sy, or having heard
it may atternpt to suppress the information. Storyrellers may up
the unte with regand o the final two stories of The Dragon
Ascendant by placing the chamcrers in an unenviable position
of censure from above. Even the Sabbat, which claims o exist
o prepuire for Gehenna, may not believe the characters or may
think that their knowledpge consists of carcfully constnacred
misinformation meant to mislead the armie of the Sabbar.

* The Public Eye — Millennial fever among the kine
may infect the chamctens in the last decade of the 20th
century, Particularly devious Kindred rivals may put tablesd
reporters, end-of-the-workd cultists and vampire worshippers
on the trail of the charactens in an attempt to harss or expose
them. Characrers may find themselves called 1 sccount for
endungenng the Musquerade by attracting excessive aten-
tion from mortals, While stories of this nature may contain
elements of dark humor as charscters strive to dissunde
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acalyres hungry for the taste of immortality or fend off 1he
paparazi (a particular problem for Lasombra), such stories
also emphasize the dangers of public exposure in the World
of Darkness. The chamcters may experience unpleasant
recollections of torch-wielding peasants and black-robed
prieses as they dodge the rabloid reporters. Of course, two can
play at the whistle-blowing game, and characters may seek to
ise the same metics on their enemies.

Games HiNnDRED DAy

Apart from (or becase of) their involvement in the
T ransylvania Chronicles, the chamc ters have most likely made
thieirmarks in Kindred sociery. Whether s sciomof the Camarilla
ot s pillans of the Sabbar, they have encountered movers and
shakers of vampinic unlife and probably mumber among those
whis affect the counse of Kindeed affain. As a temporary depar-
ture from the Transylvania Chronicles, Storytellens cminvolve
elder characters in some of the nightly affairs of Kindred politics.
Mot everything the characters do needs to pertain to their
omgoningg quest. They have unlives as well,

* Princes and Paupers — As the result of their actions in
the three previous books, characters may have become princes
of some of the citles of Tmnsylvania (now Romania). The
nightly activities of the Kindred in their domains can spark
stories of treachery, the sertling of disputes, the siring of childer
ot other similar pursuits. If characters decide to abandon their
princedoms during World War 11, seeking safety across the
ocean, how do these emstwhile princes cope with their new
status as immigranits in Americal Can they rely on the largess
of clanmates or do they find their former status a linbility 10
Amencan Kindred who may consider them rivals!

* Night Moves, Sabbat Style — Charactens belonging o
the Sabbat (and, in all likelihood, most Tamisce and Lasombra
characters join the mass defection of their clans) have the upper
hand in Romania and Edstern Europe for most of the early 20ih
cenmury. I they remain in their homeland during the Nagi and
Clommmusnnt occuputions, they may have o exercise exmeme
caution n order 1o survive or clse attempt 1o recruit human
agents from damong the morials in power. If, however, they flee
Europe and seck sunciunry in the Americas, they an involve
thiemselves in the Sabbat’s nightly strugsle w solidify their hold
over the eastern United Sees, Mexico and parts of Canada.

® Both Sides Now — If the chamciers have divided their
loylties between the Cumarills and the Sabbat or if they include
oppormmities for soryrelling. The shared experiences of the
characters may transcend sectarian differences, bringing them
ineo conflict with others in their particular swecr. They may need
to prisceice circumspection in onder to keep in touch with each
ather if they become separaned over the course of the century.
After all, the leaders of the Camarilly and the Sabbar might
question why the characters have friends on the other side.
Independent chamacters may seeve a8 po-betweens for their
Camarilla and Sabbar collengues. The recent secession of Clan
Uangrel from the Camarilla may force Gangrel characters w

choose between any elan loyalnies they have and theiralleglance
ta the Camarilla. Tremere chumacten already jusste clan thes
with alliances cutside the pyramid. The possibility that some of
their long-time associates may have joined the Sabbar or left the
Camarilla altogether puts the Warlocks in a precarious during
Acts Two and Three of The Diragon Ascendant.

TROUBLESHOOTING

While the three stories that make up The Dragon
Ascendant atrempet to address potential problems within the
context of each story, sometimes things work our differently
than what's been printed; i something it racically different
from the books, you may have cause for worry, ... What does
a Sworyteller do if the players make w0 many unanticipated
decisions for their chamcten or tckle problems in such
unpredictable ways that they run the nisk of ignoring the story
entirely! That's where this section comes in.

The suggestions provided for each story cannot possibly
cover everything that can go astray, but they should give
Storyrellers a feel for how 10 accommaodare for the characten
unexpected actions.

ACTONE: AMASSIVE BETRAYAL

Recovering the Incunabuliom Kupalom and keeping it out
of Dracula’ (or anybody else's ) hands s the goal of Act One.
While the nonlinear nare of the story allows chamcrers a
great amounit of leeway in pursuing theirobjective, it also may
lead to o certain amount of Aoundering by the characten,

Cruressin Vienna

If the characrers don't seem inclined to talk voany of the
necessary sources of information or if they don't ask the right
questions of the Vienna Kindred, the Stoaryteller might have
10 bring the information to the characters in less subtle ways.
The characters present an unknown (o1 novel) element in
Vienna's Kindred society. An underling of a promumnent
Viennese Kindred may want to impress these new and possi-
bly important vampires with whiat they know. By letring slip
a few tidbits of information in hopes of gaining some knowl-
edge of why the chamcters are in town, these less important
vampires might scoually provide the characters with what
they need 1o know to push them in the right direction,

TooLrmie, TooLAte

Even if they follow up on the hints given by Radu or
Mova Arpad, the characters may proceed so slowly that the
Storyreller decides thar one of the ather Bactions has had
ample time to locare and retrieve the rome. In this case, the
characrers arrive on the scene in the aftermath of the conflicr
at St. Stephen's and have the chance 1o chase down whichs
ever faction succeeded in grabbing the hook. This could take
the story in a different direction, but so long s the chancten
eventually acquire the book, they can gamer some sense of
satisfaction. Of course, they may alienate some groups of
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Kindred in ways that have repercussions throughout the next
century. lsn't that what Vampire s all abow?

CONFIAGRATION I8 VIENNA

If the characters start a fire at St. Stephen's in the hope
of smoking out the guardians of the Inamabulum Kupalam,
they run the risk of desoroving what they hoped to acquire,
Should this happen, the Storyreller moy decide thor n second
copy of the manuscript exists, This manuscript falls into the
handsof whichever faction the Storyreller deems most appro
priate {of problematic). A later story involving the recovery
of that copy might take place between Acts One and Two.
Imagine the characters following up a rumor thar the boak
has found its way 1o the Tremere chantry in Dresden on the
eve of the bombing of that city. Eventually, the chumctens
may succeed in catching up with the book, bur the nme
needed to digest its contents might be in short supply.

AcCTt Two:SINSOFTHE FATHERS
While some potential problems are handled within the
story itself, o few problems may anse that require special solu:
tions. This act does not have quite as much moom for deparmuse
from the main ploc as the previous one, Bt o few things can stll
thaow a wrenich into the bese-lnid plans of the Storyreller

DiasLEr®E oN THE RoAD To Mesico

As stuted in Act Two, if any chamcter makes the gross
mistake of diablertzing Ervius (assuming thae the chamcter can
thaow off the protective rinul), Tremere simply takes over the
unfortumate character, The Storyreller need not mform sny of
the other chamcters. Trstesd, the Storveeller should mke the
plaveraside (on the pretext of ranning a privite seene describing
the effecs of the dinblerie) and inform her that ber characres s
now completely under Tremere's conmmol. Becawse it 15 in
Tremere's interest to conceal his prsence from the other
characters, however, the Storyreller can inform the player thu
she may conmmue 1o play her chamcrer as wsial bur thar she
canniot tell her companions thar she s no longer “hemelf. “If the
chamcrers abandon the joumey 10 Mexico in the event of
Errius's demh, Tremere wses his new vessel oo ensare thae the
characrersdeliver him rohisdestinanon. Ifsubery fails, Tromere
mary be florced to show his hand and compel the chamcien 1o
Conteme on o M[’II{'. thl‘ I'IC' Il.[\ '-C]T'l-\'ﬁ! ill'l.l] ILI"'I MM
plished his mnsfer i Gorerix' body, he relesses his conmrol over
the characrer. He may not bother 1o take revenge immediately
on the chamcrer for dinblerizing his hithful servant Ermius, since
he has more important things w do. He does have a long
memary, however, and evennumlly the chamcrer leams thar ics
nik nice 1o toy with the Tremere Antediluvian

FaiLureto Finn an:g'-; MNotes

If the charncters do not steal Etrius’s notes, they oiss out
on discovering what (s going on at the heart of their journiey to
Mexico. Inaddition, they fail wo find confirmation of what they
might already suspected from carlier informanon — thar
Saniliot survived hisdinblerte by Tremere. It is possible, though

Tassnvies Caonscies IV

14




L

less satisfying, for the chamectens 1o go through Act Two
without knowing what Tremere intends. Storytellers may
wish, however, 10 have the characters leam what they have
helped accomplish after the fact — perhaps from an Obfus-
cated eyewitnes to the destruction of the Tremere ansitribu or
else from a guilt-stricken Etrius. At some point, particularly if
Errivs believes that he may not survive the journey, be may
entrust his notes 10 one of the chamcten, posibly a fellow
Tremere. This situstion practically begs exploitation by the
characters, and Storytellers may have the new guardian of
Etrius’ noves make Willpower checks (difficulty of, oh, let's say
9 in order 10 resist taking a peek at the contents.

SaviNG THE TREMERE ANTITRIBU

If; by some means, the characters manage o prevent
Tremere from destroying the Tremere antitribu or if they
contrive to save even a few Sabbat Tremere from destruction,
the Storyteller should realize that her World of Darkness has
diverged from the canon. That's all. Storytellers can make
appropriate adjustments for subsequent stories based on fu-
ture supplements.

Keepin mind, however, that unless the chamcters some-
how kill Tremere himself, the Antediluvian finds some other
way to accomplish the destruction of Gomitrix's brood. His
hatred for his disloyal protégé knows no bounds and he
cannot rest until the Tremere antitribu are history, That may
just have 10 wait for another time and place.

AcCT THREE: ENDOFTHE AGE

This story contains the greatest potentianl for seriously
altering the World of Darkness, Storyrellers need o stay on
top of the situation involving the nuclear renctor and the
guided missile in order to avoid drastic consequences. Things
can, however, go wrong.

<Failure 1o Prevent the Meltdown

If the chameters do not interfere at the nuclear power
plant, » meltdown occurs similar to the one in Chemalwl,
This has serious consequences for most of Eastern Europe as
well as for the lands watered by the now-toxic Danube,
Storyrellers may want to set up a fail -safe in the event that the
characters can'’t avert the meltdown. An equipment mal-
function might work in the characters’ favor, halting the
exposure of the rods before the situation becomes critical.

I the Storytelles decides to allow the chamcters' actions
{or inaction ) to stand, then she needs to do some research on
the effecs of nuclear meltdown. Since the charac ters may not
survive this scenario, they are probably be unable 1o prevent
the missile lnmch either.

MissiLEs AWAY

i the characters allow the liunch of the missile nimed at
Manhartan, they still have several opportunities to save New
York. Since it mkes time for the missile vo tmvel halfway
arcund the world, the characters may act quickly and alert
suthorithes at either end of the trajectory. MNotifying the

Romanian military may result in a successful abort of the
missile, while alerning the U.S. military may give them time
to shoot the missile down. Then again, with the missile
Obfuscated by Nosferatu, that may not be such an casy
proposition. Of course, since the missile has remained idle for
many years, it may not function propetly. The prospect of a
search through downtown Manhattan for a malfunctioning
nuke might provide some macabre amusement for your troupe.

If no attempt to stop the missile succeeds, then a nuclear
explosion engulls Manhattan, wiping out all or most of the
city and making a good portion of the eastern Unired Stutes
a hot sone for the foreseeable future. While some Staryiellen
may feel capable of continuing their chronicle in s World of
Durkness on the verge of nuclear winter, this 18 not a recom-
mended finale for the Transylvania Chronicles.

ExMacHINA

Storytetlers may give players o second chance by allow-
ing this catastrophic failure 1o ke place within a shared
dream sequence. Certainly, some powerful Kindred have the
ability to send dreams to the characters warning them of wh
might befall them. Although this technigue seems forced or
deprives the chamcters their of nght 1o fail; it has scveral
advantages. First, it prevents too dmstic a divergence in the
Storyteller's World of Darkness. Second, o realistic dream
sent by an anonymous Kindred (perhaps even one of the
Antediluvians) can emphasize the incredible power that
truly ancient vampaires command and make the characren
wonder who has tken such an interest in their affairs

ONTHE Eve OF GEHENNA

The Dragon Ascendant ends the Transvlvania
Chronicles. This does not necessarily mean the end of the
chronicle, however. The charcters now know that the sigrs
of Gehenna have all come to puss and that the Final Nighrs
are at hand. What they do with this information can have
muajor repercussions for the Camarilla, independent Kindred
and the Sabbar. The kl‘ﬂ.‘ﬂl‘lcdgc that the charncierns s
muy provide a rallying point for the sects or further divide
them into stunch unbelievers and fanatic doomsayers.

Future supplements may deal with the prophesied awak-
ening of the ancient vampires and the final seruggle for
Kindred survival. Of course, you can always make your own
decisions ss to what form Gehenna inkes in your Woeld of
Darkness. And then there is the marter of Kupala....

With a demon on the loose in Eastern Europe, the stage
is set for interesting times. The chamcters whose acrions
resulted in the dismantling of the peomantic web may feel
obligated to find some way to rebind the demon. They have
a number of potential allies 1o call upon — notably Ermius
and, possibly, Tremere himself. A certain count might also
join in the scarch for Romamia's native demon....

Although the Transylvania Chronicles have come 10

an end, the possibilities for storyrelling are only beginning
Enjoy them.
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Whatever cun be done, wall be dome. If not by incumbenis, it will

b dome by emerging players. .

Behind the scenes of the Transylvanin Chronicles, the
pamorama of human history unfolds. Cainites have rewriteen
this history many titnes, always placing themaelves st the
center, but despite the effins of even the most powerful
Methuselahs, humans still assert control over their own world

Cainate hastory i lsted o italicized print and marked
with two dots (ee)

* 1278: Rudolf IV {later Rudalf | of the Holy Romoan
Exnprare ) defests Ouroboar 1T, Duke of Auvstrin. The Habeburs
maintain contral of Austria unnd 1918,

o |36 The Battle of Kosovo, On dhe Field of Blackbinds
(Kosovo Polje). Turkish moops drive back European defendens.
Constantinople i finally surrounded by the Ottoman Empire

* Mid-14th century: The Armpad dynasty ende King
Charles Robers of Hungary dies in 1342,

* Late [4th cenury: Wolbachi becomes o vassal state of the
Ohntoenan Ernpire and rermuins one uniil the ety 19th cenoory

oo |5XN-F530: The Tremere move from Ceoris to 8 new
chaniry i Viemaa

* |45 Constantinople falls to the Turks.

* 1455: Moldavia becomes part of the Ottoman Empire.
Teansylvanio remunins part of Hungary

¢ 1526 Hungary defeated by the Onoman Empire
Transylvania g independence and maimtins it for formy yeans.

oo 560 The Ventrue of Transyluania implement a mare
rigid hevarchy in thelr cities, ferveting out Sabbat spies and
mamiaming therr mjfluence durtng the Sabbe Crunades. The
procnice queickly spreacds to other Camarilla cldles across Ewrope

Seopping them is noe an option

- Andhy Grove, Inte | seo-founder and chairman, in conversstion

* 1566 Transvivania falls under Tudkish rule. The
Chrounan sultan decrees that all T ranwylvanian princes mvet
be approved by him after sppointment by the Dies

* |568: The termitory of Hunu-ur\- s divided inio three
portions. Western Hungury. remains in conmal of the
Habsburgs. Teamsylvanin gains sutonomy under Turkash s
rerabnty; the rest remains under direcr Turkish conrrol

* Late |Tdh Century: At ”.Ilh]tln_r‘ l'qﬂ,n_t thq;
Oreomans as Hungary's mulers

®# |50 Badsow of Clim Venrrse moues his haven 1o Rusda

o8 (801 : The Sabhat exsaldishes the Purchase Pact, which
forbicds Sabbar packs from warnng with sach other Curdinal
Rodu Besm witneiies the signing of the document

® Early 19th century: The H.I-j\-'|ﬂ'ru|. Wt lragment
the Holy Roman Empire. A portion of it becomes the
Austrian Empire. Napoleon lives in Vienna for s few yearn
The Otoenan Empire and Russia suppress insurrections in
wll"-:lchLu. i\-luh.l;l.lru .Ln..] T:.;mwl\:ln-.m.

® | 61.2: Russia gains control of Bessarabia in Southestemn
Maoldavia.

® |815: Mapoleon is defeared st Warerdoo

* Mud-19th century: Austria asern sprempey over the
remaining Cerman states. Mettermach Irr1;n establish an oo
cratic govermnment. The Viennad Camanlls isarfs greater mfluence
o the Asoeruan hnereciacracy, creating a newr penevtkon of Vientrae
Embyaced for therr poliocil shally musend of thefr noble hemiige

L] Iql‘l'f‘lh'l'q In-.ruml H meCent H.".'.1||,|.!|u-|'“ (T3] ..l|1gr
mations, Lajos Komuth leads a revolution in Hungury,
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atternpting to establish o parliamentary government. Hun-
gary declares its independence from Austria in 1849, Kossuth
then becomes a virtual dictator, alienates other world leaders,
anid evennmlly flees to Turkey.

* [854-1856 The Crinvean War. Cor Nichols | insbss on
protecting Christian shrines in Jensalem and the Owoman
Empire. Russia occupees the Balloana. In response, the Otwmornan
Empire allies with England, France and Sardinia w drive out
Basstan trocgs. [n 1856, Russia withdrws its claim o the Balkans.
Wallachia and Moldavia become independent principalities.

= 1859: Wallachia and Moldavia unite under a single
prinee, forming a de facto state called Romanin. The nation &
not intermationally recognized unril 1878,

= LA The Avsero-Prossian War ends Ausrria’s expan-
st Emperor Frans Joseph relocuses his efforts on coming o
terms with rebellious Hungarians.

* 1867: Awstria, with Russian bucking, reasserts control
of Hungary, The dual monarchy of Austrin-Hungury is estab-
lishied in Morch.

® [A77-1878: Ancther Russo-Turkish skirmishy Russin
seizes mowe of the Owoman Empire.

# | 878: Romania receives international recognition asa
soverelgn nation under the Treaty of Berlin,

s |A05: Viad Tepes of Clan Tomisce attempts 10 rejoin
the Camarilla ond purchase several estates in Londom,

o e | 5960 A blood hunt i declared against Viad Tepes, who
flees 1o Tranaylvania

& 597 Bram Swker publishes Dvaculs, romanticizing
Trameybvania and vampires for Western readers.

* 1914: Archduke Ferdinand, nephew of Emperor Franz
Joseph, i assassinared by a Serbian nationalist in Sarajevo.
The Great War begins.

® 1917: Bevolution in Fassta ends carist rule. Lenin
asswmes the title of Chiefl Commissar and Russia withdmws
frown the Great War to concentrate on intemal affairs. A rift
opens between Russian Kindred and other Esropean Camarilla.
The Sabbeat attempts, without saccess, to take advamiage of the sphic.

® | 918 The Girear War ends. Romania'stemritory doubles
with the addivion of Transybvanta, Bukovina and Bessarabia.
Adthough this satisfies several national ist movements, newly
incotporated minotitics become dissatisfied with the govern-
ment in the decades thar follow.

& 19181930 The boundaries of Hungaery are radically
redefined. Terntones are handal off t Romania, Crechoslova-
kin, Yumoslavia, Avsaria, Poland and laly. The remaining kands
are dominated by ethnic Magyars. The old Toimisce repear o
sechuaded haveris, leowing devastated Eastern Everope o the Sabbar,
ok aigs of sty wouyger T spmdsce ond a fews odher anioribe clans.

* | 930 Worldwide economic depression. A fascist move-
mentsmibiroonesinGermany and laly suchces in Romania.

smrest and @ a potential weapon agamst the Sabbat, conservative
Kindred lend asistance to the jpropoments of ttaliterianism.

* 1938: Germany annexes Austris.

* |939: Germany invades Poland. World War [l begins.

* 194 1: Romania allies with Nazsi Germany. Half amillion
German soldiers occupy the country. Germany artempts 1o
invade the Sovier Union and retake Bessarabia, The resultsare
disastrous; over 350,000 Romanian soldiers die.

oo |941-45: Ventrue and Tremere allies of the German
oceupying forces attempt to oust the Toimisce from cheir native
soil. Bizarre occurrences plague their effores, as if the land ipself
intervenes,

* 1944 Soviet moops overrun Romania. King Michae|
of Romania declares an alliance with the Sovier Union
against Germany.

* |945: A Soviet occupation force, aided by local Com:
munists, establishes a pro-Soviet provisional government in
Hungary. The Soviet Union retums Transybvanin to Hun-
gary (as a rewurd for their allinnce), bur keeps Bessarabia.

s+ |045-49: The Sabba T'omisce reassert therr dommmce
over Eastern Europe, driving out the remmants of the German
and Austvian Camamills Kindred from Romania and other re-
glons of Eastern Ewrope. Despite Sabbar efforts, the Russian
Brujoh remain, The Tremere retreat to Austria or sechude
themselves i Eastern Enrope.

® |947: King Michael of Romania is forced 1o abdicare.

ee [948: Brujoh ansribu ceire comonl of several key
archhishopricy in Romania.

= March, 1945: Romanian (‘mmmha dominare ns-
tional elections. The country adopts a Soviet-style constitution
and & proclaimed the Romanian People's Republic.

* 1949 The Hungarian People’s Republic forms.

® |256: In Hungary, the Soviet Union suppresses fierce
oppasition o the local Stalinist regime. Under the cover of dhe
Himgorian wprismg, Russin Brgah and Hunpeman Sabbat
varnpires carry out blondy shirmishes in the sereets,

oo [957: The Third Sabbar Civel War in the Americas
bleeds over into Everope, emenging as another bastle berween the
Brwjah amrirribu in Romania and lecal Trimisce.

® | 960s: Gheonge Geonghiu-Dey and his eventual suc-
cessor, Micolae Ceaucescu, implement foreign policies
independent of Sovier agendas. The Communist Party of
Romania forces the growth of heavy industry, transforming
Romania from an agranan 1o an urban society.

® |970's: Ceaucescu strempes to modemnize the Roma-
nian econcmy by investing buge loans from Western credit
instirutions. Many of his projects fall, forcing a rigorous
“austerity program” o pay off the nation"s debr. The standard
of living plunges. A secret police terrorizes the populace.
Ceaucescu'’s family squanders the nation’s wealth on public

s [ 930 Many Eastern European Kindred, porscudardythe ~ monuments and urbanizstion schemes.
Tremere, support the vise of fascim, applosidmy its emphasis on baw * 1989, The Romanizn amy joinsa national uprising sgains:
and ovder. Seemny fascre governments @ o useful check on socld Cecesau. He fleesthe country but islater captured and executed.
Tuvsumar Craosanuss IV
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The Council of the MNational Sabwation Front takes over, calling
for a tansition o a free-marker economy. Romanim wempines,
regardless of chan ov sect, wnite 10 expel Risssion wampires from ther
micdst, Those who do nat leove are deseroryed or o o hiding,

* 1989: Hungarian communists voluntarily abandon
their political monopaly, Hungary's constitution is amended
to allow other parties. In 1990, the Hungarian Democratic
Forum wins the first democratic elections.

&« [990: Baba Yaga awakens from torpor and overwhelms
the supernatiral denizens Russia, slemming down a supernanral
harrier that prevents Kmdred from leaving. Congact with the
Brujah who support the Sowvier povernment breaks off abrupely
and many Kindred in Russia disappear,

* 1991: The National Salvation Front becomes the Demo-
crapic Matiooal Sabvation Frone. Remsmisdefisanew constinution.
Ciwil war erupes in Yugoslavia. The Sovier Union collapses.

» 1993: Crechoslovakia splies into the Czech Republic
and Slovakia.

THE SIONS OF GEHENNA
ﬂuﬂd‘ld’thﬁh‘ﬂhﬂmtm&t

Chronicles, the churactens luve hed the q..,
31#

disconver — and in some cases participate in —the F
that herald the coming of Gehenna, Noddist
the Camarilla and Sibbat disagree as to the
siggns. Some traditionalises maintain thad

posir that hsmwﬂwmﬂywm

the demon called Kupala and thar this demon only affects o

mllfutmu!ﬂ.rm—h:ljimhm :

Kindred.

,'.;'.lnl_ %MT&IM ""i

* 1994: Hungarmns voie the Socialist Party back inio
power, Kindred refugees from Romania find havens in Hungery

* 1995 Members of the European Union create a
timetable for Eastern Europe'sentry into the European Union.

o [996: Kindred from Western Europe tke advwmage of
reestablished relations with Eastern Exrope and revname travel
Jormer Iron Crersain couneries

s+ |998: Baba Yapa meets Final Death and the harmer
isolagng Rustia from the res of the world falls. Rumors crevlaze
thronghonat the Sabbear thar the Hag's death corme abom ot the hanes
of Black Hand Sevaph Jalan- Ay, while some Camailla Kindred
clamm thar thew oum warlord, Karsh, i3 resporaible for her demise,

* 1999: Slobodan Milosevic calls for the evacuation of
ethnic Albanians from the Yugoslavian provines of Kosovo.
MNATO begins bombing key targets in the region. Under
pressure, Milosevic agrees to NATO spence proposal NATO
and Russian troops occupy Kosovo,

Two — The Threefold Breaking: m_
‘%ﬁrmkhdmw he fall
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with the signs of Kupnlaand the Bookof Nod mainin that both
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actually set in motion the Final Nights, Whether theyserve
as wmings of #s milestones on the road 1w Gehenna, the

m

“creation of the ! lhﬂmm tﬂ'llup
Book Three: 1 Omens

clan and amures che cnsbgh ofthe Fie
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signs offer visible proof that the Antediluvian threatisreal. ©* # Sign Seven —T Webof Power: The activatin of the
These are the eight signs of Gehenna as uwukd * peormantic web built
throughout the Transylvania Chronicles. ~ ~ © . Euiope (smxd Manhattun) on the verge
Prior to the Transylvania Chironicles o '3 ::k@m Enﬁ’clﬂr‘fh!ﬂ:
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The prophecies of Gehenna continue 1o unfold. In the darkest
cormers of Transylvania, Dracula stirs. Halfway across the world,
a contlagration destroys an entire clan of Sabbat Cainites. The
geomantic web unravels, revealing the greatest piece of the Jvhad
vt seen. Can VOur coterie put J\Lﬂt{' its dil terences 1 time to
foil the plot of an Antediluvian? Or has Gehenna finally arrived?

Concluding the story begun four vears ago in Dark Tides Rising,
The Dﬂﬁl‘.ltl Alcm&mt resolves an ¢ i;_l:t hundred-vear-old feud
between two of the most evil minds in the World of Darkness.
Whether as ;"Il&“‘t.'l‘*i Or PAWNs, yvour characters must uncover the
Ancients’ plans for the world and stop them — or hasten the
end of the world.

®* The conclusion of the [mpul.lr Transylvania Chronicles
® Stories that take place in Victorian Vienna and the modern nights

* Downtime and maturation systems for integrating the tale
with previous installments
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