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1 love California. The place is crawling with anarchs
who don't want the hasslke of Camarilla habysitters, so they
booted every last one of them. Now, the whole state’s overrun

with brat-packs of biker and goth Licks. ¢

od place to
t, let me tell you. They all hangout in gangs, too, so they
never have civil words for each other — Ell
rimes in as many years,

recr

n and | have

been up and down the state a d

and no one’s wised up to us yet. We roll into town, go local
and convince a handful of anarchs that, hey, the Sabbar's
really where it's at if you want to stick it to the elders

It doesn't hurt that we're gorgeous, too. Peaple, even
cautiful folks. Ellum (actually,

VAMPIres, SCCT (o want to trust
Elvis fan, but

her name's Lisa Marie, because her dad was a big
we shortened it to LM, which just changed into Ellum over
time} looks like a model off the rnway. She always wears this

battered straw cowhoy har that makes her look like ajunkie, and
1 guess people just feel safe with her. Initially anyway. 'm tall
wnd thin and just shy of Ellum's attractiveness. That, and |
“have a way with people.” People trust her; they do what 1 say

1 slid my fat, black 49 Merc up to the curb in front of
). Ellum and | got out
"look I

P
and b

ge Store (what an exciting namy

ded into the store. | gave Ellum that “behave

always give her before we do, well, anything.
“Hey, Cholly, Ellumand Lare headed to Vegas. We need

some money.”

Charlie, the Asian guy who owns Package Store, looked
it me without fondness. | made a Charlie Chan rictus face

at him and he opened the register, lifting the rill to show me

there was no money in it

“Slow night. We haven'thad any sales yet,” Charlie told me.

Yh, Chuck, don’t lie to me," I said. “You know | hate it

ks my 1] ole heart.”

when you lie. It jus’ bre
“Seriously. No one’s been in all night except a couple
kids who tried to steal some forties of OF

“Lack, you fishhead squint,” I stepped up tothe counter,

pressing my face against the bulletproof glass to look Charlie

in the eyes, “just gimme the goddamn money.”

The crash startled both of us. Whipping
hack of the store, we saw Charlie’s wife sprawliny
from one of the beer coolers. Ellum looked at me with a smirk

around o face the

walfway out

She stood in a pool of blood that gurgled our from Charlie’s
wife's gut, where the broken glass had cut her almost in two.
*Qops.”
Charlie screamed and ran from his little booth, sandals
flapp

caught him by the bele and tossed him across the room into

g against his feet. He made it about 15 feet before |

one of the coolers near his wife
“Fucking hell, Ellum, what's the matter with you!" |
shouted as I scrambled back to the booth and snatched up all

Swasy Mongy's on Vecas
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the loose bills Charlie had cleverly stuffed under the register’s
till drawer. “Now we have to go.
the violence -

I didn't care so much about
Isee plenty, believe me -
about the inconvenience. We

asmuch as | cared
'd spent weeks leaning on
Charlie, getting him to cough up extortion money and not
call the cops afte
predisposed to

“Well, shi

said | ws

ard. He certainly wasn't gaing to be too
rd our litele sc

heme anymore.

Adam, she tried to grab my tits and then she

trying to steal her husband....

um, she doesn't speak any fucking English! Go getinthe
damncar!” | pulled the dropsafe from its mooring and yanked the
phane cord from the wall. It wouldn't do to have the pigs or an

ambulance show up before we were well on our way out.

Lspat on the floor as | left, leaving the couple lying in
piles of their spilled innards
“Sorry, Charlie,” I laughed. Fuck ir. We were headed out

of town anyway
¥y v

The Mere needed gas about halfway between San Fran

and Vegas, so | pulled in to a roadside station
Tooked over at Ellum, who wasjust sort of staring out the

windshield at the vast f

ness surrounding us, | gathered a
few of the shadows cast by the buzzing fluorescent lights and
wrapped them around her eyes, making her look like Marlene
Dietrich on heroin.

I leaned across her and kissed her on the mouth. She bit
d a trickle of blood from me before
putting her hand on my hip and pu

my tongue and suck:

hing me away.

While I was filling up the car, a blue-and-white Bel Air

chopdrop pulled into the lot with two guys inside. The driver

lestrian classic: a
hall who looked like he kicked Brian Se

ass and rook his clothes, right down to the wallet-on-a-chain.

was the kind of guy who would drive this ped

complete che er's

ablack kid witt

The passenger s haved headandaleopard-

ses even though it was dark

print shirt. He was wearing sungli

“Nice Pontiac,” the driver said, getting out. Loser.

“It’s a Mercury, and thanks.”

Sorry. On the hotl
“Nape
oy

Ismiled, not borhering to hide my fangs. “Tell

II-natural.” Nitrous is for girls.

na go title-for-title?

youwhar,

ido. You win, you get my car. | win, | ger your souls.”

He hesitated asecond, but then nodded hishead. “Whar-

ever, guy.

blew a kiss to Ellum through the windshield
winked. She knew what was going on.

nd

nd me, |

Not that

t me. Between you
sted him easily, but L didn't feel like

So | let the rock star be

could have w,

way, anyhow

We both pulled over to the side of the road and climbed
out of our cars. The kid was excited with his victary, but L had
no intention of tumning over my pride and joy.

.ooks like I won, mister.” Prerry smarmy for an ignorant
soon-to-be-ex-juicebag,

Thit the kid — too hard — and broke his jaw. He looked
at me in shock, eyes tearing up, mourh dangling open as a
stream of blood and spit poured out

“I guess you didn't really win, did you?” I smiled.

He turned to run, but Ellum stood in hisway. | grabbed him
around the waist from behind, pinning his arms to his sides. As
1ifted him, a cloud of the desert dust whiffed up. | hammered
him face first against the Bel Air'sfender, andhishead lefradent
and a messy streak of blood. Ellum stared at the black guy in the
car as she licked a stripe of vitae from the automohile.

He yanked off his idiotic sunglasses, and all  could see
of him were hiseyesand teeth. It wasdark, but he was fooling
with something at the dashboard. As it turned out, he had
taken a gun from the glovebox. | dropped the unconscious
kid and pulled his friend from the car, Ellum snagged the
revolver as it flew from his hand.

“Damn, son,

w've got some spirit. Trade you, Ellum?”
She tossed me the gun as | shov ms. The

d the guy into her

cylinder was full.
“Lknow you weren’t going to shoot me. You just wanted

to let me know the gun was there, I ber. So I wouldn't be

scared, right?”

anything. The guy squirmed in Ellum’s grip
worm on a hook, grunting and gibbering a bit. He was

all eyes and teerh again

“Check this out, my frien:

I strerched out my arm in front of him, poinred the
revalver at it and bang! Right between whatever those two
bone:

e called.

Oh, fuck! Ellum, 1 do believe I've hurt myself!”
laughed and nibbled the guy’s ear a bit. “Think you can take
the heat, kiddo?”

Ellum shoved the kid to the ground and pulled his head

She just

up a bit so he could see me and his unconscious friend. With
her knee in his back and her arm holding his to the ground,

he wasn't going anywhere.

“I bet you can.”

pped on his wrist and pointed the pistol at the
of his hand

Click!

Empty chamber. I'd spun the cylinder back while Ellum
was taking the guy down. Now he knew | was serious — as if
he didn't know before!

, blowing a hole through his hand

Blood spattered into my hair

1 fired again anyw

d across Ellum's vest. H

screamed

a rather uninspired howl, really, but this was
exactly exquisite torture
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l Wehaves

up to his knees. “Now

anyway!" | threw the gun

throat in the b ye
Air and jerked the whol

what the fuck

flurre
| No Fac

ther nursing in th

¢
over. Once it wason  th

Id look like the driver I fc

I took a lick ar Ellum's wrist
nd ankles

15 wd, ang

Juct tape | ke
ind finished with a slapdash strip of tape over his mouth, just
to he sure

Ellum hoppe;

fuel tank a

We leaped int

headlights appeared on the

1e Be married a rive
it laradi

Swal




Ellum said the marriage would never work. She cut off

her ring finger with the straight razor and handed it to me,

singing, “Divorce!" L yelled at her for bleeding all over the car,

but it was done as soon as it started

1 still keep that desiceated lirtle thing in my packer...

yy

W

drove up, two giant pirae ships were shooting at each ather

pulled in ro Treasure Island at the Mirage. As we

in the artificial lagoon they have ser up while bursts of

pyrotechnics exploded all around them. Even the doorman

was dressed as a buccaneer — all glitz, no class

It was getting eatly, and we needed ro hole up for the day.
nd 1 s

E mtered up to the counter and harassed the
clerk, whao took it all graciou

um :

Iy like the contemprible piece

of juicebag shit he was. No doube he dealr with lats of
Joudmouths who pretended to be high-rollers.

“No reservation? Then may | have your name, sir?”

“Tom Cruise.”

“I see. And this would be Nicole Kidman!™

“No, we broke up years ago. This is my sister, Leisure
“Me-hmm. Now

| name to get you in

the system.”

The name I've given you will

inly will, sir. Enjoy your stay!" We passed Robert
Goulet on the way to the elevaror.

Two minutes after entering our room, we were asleep in
the bathrub, wrapped in blankets, having stuffed towels into
the crack under the door. | dangled the Do Not Disturh” si

n

from the outer door’s handle.

vy v

lawoke toa gentle knocking at the bathroom door, and

nudged Ellum to rouse her.
“It 1 couldn't find one of my shoes
in the dark, and I cut myself on Ellum's st

groping about. She climbed out of the twb and onto the

s 'do not disturb,

ight razor while

counter as | gathered the darkness around the doorjamb. My
shoe hung on one of the shower knobs,

them

nafra

rrer is of considerable urgency, Mister,

er, Cruise.” It was a man's voice; probably hotel security
Ellum seemed to have a had feeling about it, because she
shook her head as she crouched on the counter. Time to play
it cratry.

“Hey, I'll be right out. Damn, my head hurts. Is that girl
still out there?” There wasn't anything in the bathroom that

lent itself to use as a weapon, but Lsuppose | didn't really need
one

Nao, Mr. Cruise, there's no girl out here.”

I'mouthed to Ellum, “Meet me at the car in ten minutes,”
and kissed her. She should have no difficulty getting out of
the room, even if our guest was standing right in front of her
— he'd never even see her.

Opening the bathroom door, | stumbled out, acting like

a hungov icebag. The visitor was indeed hotel security,

at me that something
less than 200 bucks

and a demeanor that suggested he

]
but | could rell from the way he looked
wasup. He had one of those
off the rack at Penney
was good at getting his way. 1 wish | could have looked at his

ic suits.

soul like Ellum could, but what the hell. 1 figured he was a
ghoul just from rthe way he smelled. 1
dropped the drunk act.

straightened up and

“We have rules in this town, Mr. Cruise—"
“Stiers.”

1 bey
“Stiers. Adam Stiers. I'm not Tom Cruise. 'm flattered

your pardon

by the compliment, but it's only a superficial resemblance.
“Yes, well, Mr. Stiers, it appears that you care liele for

the rules in our town. The prospect of your continued

presence here is not one we particularly relish.” Definitely a
ntrue, bur that suit...

houl. Probably toa V.

'hy? Because 1 bullied your check-in clerk?”
“Among other things. | helieve that you have left a

member of your party in your car. The trunk, to be precise.”

“He was tire

1 see. Truth told, M. Stiers, I'm nat the one to whom
o explain yourself. I'm sure you're f

miliar with our
ntention of flouting them.”

you ne

eracditions, and that you have ne
God damn this guy's thesaurus mouth. *“My employer wishes

Now w

o speak to you, and I am to escort you to his offices

were getting somewhere. With any luck, I could keep this

anarch shrick going (the Califorr

plateson the car helped)
.t some good dirt on haw this town ran. A bit of research
4

yuick report to the archhishop, and Las Vegas would

belong ta the Sabbat.
“Take me to see Moe Green, Fred
This would be good

ed like hell.

2" 1 lox

I expected to go up, but the elevator went down instead

Curious— those Ventrue bastards usually doeverything with

as much extravagance as possible. W
lower lobby, the
had aspecial key that took us down this far; he hadn't pushed

descended past the

wement and even the garage. The ghoul

a button yet

The ghoul led me down a long, narrow hallway with bad

fluorescent lighting and a smell like mouthwash, We ex-

changed afew meaningless pleasantries, him tryingto cown
and me trying acting all awed that | was about to meet the
baddest Dracula in Vegas. 1 was supposed to meet Ellum back
atthe carinabout three minutes, and it looked like 'd be late:
I smiled thinking about it — whoever had the misfortune to

be in that parking garage when she started flipping out was

going to be in a bad wa

Gt 10 THE Sasear
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We passed through a pair of swinging doors, like the kind

they have in restaurant kitchen:

into what | guess was a
storage room. Metal shelves lined the room, stocked with
lary

ge, institutional-sized cans of food or carpet cleaner or
whatever. A few 33-gallon drums of some orher unknown
substance stood in the center of the room, one of which lay

on its side, leaking brown goop.
“Duke, this isn't Tom Cruise.” From what [ saw, only the

ghoul and 1 were in the room; no one had followed us, and

there wasn't anywhere to hide. Bad. And what the fuck was
this tape on the floor?

e've already been through this,” | said aloud to no

one. The lights were weird in here, too yellow to be fluores-

our clerk

cent, but too harsh to be normal light bulbs.
spelled my name wrong.”

All of a sudc
of them look

n, a pair of men stood in front of me. One
d like someone had grabbed his neck and the

top of his hes

and given it a good twist. His arms curled up

on his distended belly like crippled chicken wings, and his
hands had sharp black claws at the ends. The ather guy wore
glasses and a gray suit with black pinstripes, and he had
shart, almost military haircut

“Welcome to Treasure Island,” the d
a phlepmy voice e,
Alexander Cantor.” Pinstripes nodded at me. “Perhaps you'd
care to inform us as to your business here?
ot business. Pl
of gambling.”

“And the Kindred in the trunk
presumptuous,

istorted guy said in

I am Montrose, and this is my associz

asure. I'm in from California ro do a bic

This guy was damn
ind | didn't like where the conversation w,

headed.
“We were driving in shifts. He had the night hefore.”
"Quite an odd ser of circumstances, don't you think,
Adam Stiers from the Anarch Free Stare”” That was weird.
Either he didn't know anything was up, or he saw through
me and was trying to yank my chain. *

erhaps an object

lesson in how Prince Benedic keeps the rabble in line

would doyou some good.” The

houl's hand clamped down
on my shoulder

Of course, | was stronger. Grabbing the toady's wrist, |
spun and wrenched his patheric arm from its socket, leaving
ing from his shoulder. When | rumed back around,
the two others

it dang|
1 can only assume they were Licks, too —
were gone. Too bad for Duke, I suppose.

The weird light in the room slid away from me as |
coalesced the st

adows into one thick tentacle. Duke winced

when [ she

d the tentacle up his ass, but his eyes bulged
right back open, when | forced it out his mouth. 1 d
elevator key out of his pocket after tear
with my teeth. The blood
the floor, and I left erimson footprints as |
hallway to the lift.

the

his wrists open
so much of it — washed over

holted down the

Yy v

Ellum was upser. Surprize, s

prize
“Ten minutes! Ten fucking minutes, Adam! You said
ten minutes!” | saw an arm jutting from undernearh rthe car
oppasite us, but we could address that later
The car roared to life, and I gunned the engine, whipping
the vehicle out of its parking pl the nigh sky
exit. | imag-

ace. 1 could s

past the mechanical arm of the parking garag
ined the sky lit with orange

reflecting the fl

mes licking up

sland Casino as the screams and
chakes of those trapped insicle the buildingissued forth. That,
roo, could be addressed

from the burning Treasure

later,

My eyes were wide as [ shoved a twenty at the attend

it
She handed me my change and lifted the arm as | grabbed her

hand and punched rhe gas. It's hard to fit a human body
through those little sliding glass half-windows, but it can be
done, given enough strength. H

dropped herar the curb. I 1

er head hung limply as |

across the street, and Ellum
already had herself worked up. She leaned
and winged a

ared

st the window

destrian (1 think he
wawful Hawaiian shirt) with the tire iron.
Montrose. W

wearing some

Explain that shit to the cc 1l be back

later,
b A

The sun was almost up when we gor back o California
(We dirched my beloved Mercury
cked a Jee

whilethe guy who owned it went ro pay for hisgas. You should

minutes out of Vegas and

have seen his wife's face when El
Bye, bitch!” she called as we sped
away. We had to write off Judas, and | don't envy the stupid
fucker who lets him out of that erunk. ) We took back r
woid the police, then bumed the Je
San Fran.

lum opened up the door and

jerked her out by the hair, *]

ads to

p about 20 miles out of

A few nighes later, we ralk
trip. W
Kindred's name

1 to Bishop Mark about the
‘e had the prince’s name, two or thre

of the individual
and a rough idea of who was really pulling

the strings (it tums out that some group called the Rothsteins
and Montrose has
seen 4 couple of our scouts before, so we had to take his
dialogue with a grain of salt). The bishop thinks we'll move
against Las Vegas in a few we

have some significant influence in Veg

ks. Give them some time to get
nd as they settle back into their

over “the Anarch Incident,

precious Masquerade, we'll be right behind them with torches
in hand.
With all that went on in Vegas, | didn't even get a

chance to pick up a legal hooker. Maybe nexr time.

Swarr Moxey's on Vicas
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The name Sabbat may be

be bome in min.

some half a dozen wrerches

over by incarate evil intelligendes, amob out
the o

Mor

revolt, if pandemonium on ear

This means war
War on the Antediluvians. War against Gehenna. Wt
ainst the Camarilla, the Inconnu and thecagey indepen-

dents. War against the witch-hunters, the werewolves, the
cowardly anarchs and the herds of humanity. For some
vampires, this means war on the veRfi9e8 o whichithes
belong

Welcome tothe Sabbar. Please keepyourammsinside the
vehicle, otherwise someone might rip therl off and hand
them back t0 you.

For the Sabbar, being a vampire meatis being a soldierin
aholy war on the ancient, cannibalistic mohsers who passed
on the Curse of Caine in the nights of old. The Anrediluvians

and their mindless puppets, the vampires of the Camarilla

seek to bring the fiery bloodstorm of Gehenna on ‘the
ur their wayward childer, The Sabbar really
doesn't want to see that happen. As part of those selfsarhe
wayward childer, they have better things todo than die at the
fangs of their malignant progenitors, After all, they have a
world to conquer.

world and dev

To the Sabbat, the eternal struggle is a matter of *us
versus them,” in which “them” means everyone wha is not of
the sect. Although they aren'r above a bit of Borgia-esque

mtrigue or an alliance of convenience, ultimately, the sect

vated to the fier

d 1o cover every kind o
a Sabba ranges from comparar

ve simplicity, the secret vens
and gro

mgregation presided

sying the very demans in malice, blasphemy, and
h
¢ Surninérs, The History of Witcherafe

comes first. Fanatics to the last, Sabbat vampires gladly throw
themselves into the fire for their sect, falling on their foes in
legions, tearing theif enemies apare just as a pack of wolves

hrings
Atl
others. In truth, the matter is much more complex

own its preys

ast, thisis how the vampires of the Sabbar seem o

isn't it
ys! Neither the mindless barbarians nor the infernal

ots others WhB knaw of them portray them to
pires of the Sabbat run
Having tumed their backs on humanity, Sabbar vampires

vam-

dangerously close to becomir

ires of the Beast
Sabbat

understand that they are Damned, crea
Rather than bemain the loss of what they once wer

Wampires gevel i their monstrosity — they are more than
hunian; Cursed in 1

of humankind. An

Sabbutare vampires first and sect-members second.

ture for movir vond the limitations

1s is always the case with the Damned,

Of course, this means the sect is as rife with treachery

tivalry and outright hostility as any other group of “Kindred"
— @ term of weakness among the Sons and Daughters of
ellir

inst its own collapse with a ferocity unmatched by other

Caine. The sect is sick, rotting from within, yet rel

vampires anywhere

It's not a great time to be alive, and it’s a hellish time to

be undead. But what choice do you have!

Craarmie: ONe: The Swor of Caine
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THE VIEW FROM W ITHIN

{as the Sabb;

Itisinevitable that, as wide:

itself, the sect is bound o into conflict wir

wl the darkness, and
picture of who the Sab
doesn’t stop them from forming their own conclus

shares the night with

however
Additionally, the Sabbat suffers its own internal schisms,
wembers of the sect, hu

Eldern
present at the formation of the se

very little in the sar

of Caine. Indeed,
which colors their of

under the nigh
YounG CANtTes' OpINIONS
The Antediluvians

Gra

can boil you

want to ¢
The Camarilla

It's a combination of ev

greedy, self-centereda )
they're really workir il their lirele g

Goddamn, they make

enwant to know who

they

gives them comfor

et just like ‘e

we can't see any

T
m

fied of

of it. The ultimate

The Lupines

Sometime
pack can take
fuck with them

The Mages

fuck "em
The Wrait
You know

in g

The Chany

nothing me
Elder Sat

Half care ¢

sure ['ve ever

¢ ever

care only abou

f you're a real bad

of these. Ify

Wi 0N
o, better, become
met

yone else, [ think

hs

six-pack, please.

hbat
ly

1 close o fucking humans

one

|in the West

Fucking cattle. They're




Erner Camnnres’ OpINIONS
The Antediluvians
Their evil is so per

ive, | cannot help but see it
everywhere, Our purpos nguinary canni-
bals to their Final Deaths, but that is a long, hard road not
undertaken lightly.

The

The greatest crime is not that they serve the Ancients
who would rise and consume us. No, their greatest crime is

1s to drive these

“amarilla

that they do itout of ignorance, and that even when you show

them the folly of their ways,

Cursed, complacent ticks,
The lnconnu

they refuse to see the truth.

Itis justas well that they have withdrawn from the Jyhad,

rtheir power is considerable and th

rminds are incompre-

hensible. They would be just as likely to destroy us as they

would the Camarilla,

purpose that we can divine
The Lupines
Loathsome, offensive brures, who kill first, kill second

aind not our of any allegiance or greater

hey are best left alone.

They are mindless beasts, of use only

if you can direct one toward an enemy. If you can’t, step back,
because a weapon uncontrolled isa weapon thar rurns against
its user.

The Mages
A diverse, potent and ultimately forgettable lot. They
keep 1o themselves and have their own concerns, and [ can't
say that | begrudge them

The Wraiths

Much knowledge may be gleaned from the spirits of the

dead, but one must speak carcfully. They are as capricious as
any of the Daughtersand Sons of Caine, but farmore fleeting,
and their recourse proves difficult for us o prevent. They
vanish as they will, and cannot be so easily conrrolled as

other, more tangible contacts.

The Changelin

The Wild Ones cross paths with us more often than we
recognize. It is a testament to their peculiar brand of magic

that they cither |

is most often the

one entirely, as

ave us ¢

case, or destroy our kind in the greatest of conflagrations.
Even if one knows he deals w

served by mov

h a changeling, he is hest
g on to other avenues. The fae are as random

as the winds
The Mortals
Why, my meal was fine,

ank you very much.

Younger Sabbat
Spoiled childer, but not without their merits. They are
still impressionable enough, still new enough to Caine's

unrelenting curse, that they may be brought to one’s own w

of thinking. Of course, that’s provided he can ger past their

vulgarity and bullheadedness.

Sect HISTORY

The sect’s history prior to the momentous Cainite evenr
known

s the Convention of Thorns is

n certain
Some Sabbat claim they recall nights of marauding terror and

divine predation, wandering the cities of the Old World asa

th culr. Others claim the sect never truly existed as a sect
pricr to the Anarch Rev

de

, and instead took the form of
roving packs, not unlike the packs of the modern nights. Seill

others claim that the very name Sabbat defines the sect’s
wfederation of witches and self-avowed

mansters claiming servitude to Hell

origin — a loose ¢

In light of the various theories as to the sect's origin, one

<t remains somewhat reliable: The sect rose to prominence
after the Anarch Revolr. When the young vampires of Cl

ns

inst their Antediluvians, the
. and

ombra and Tzimisce ros
eld

society changed forever thereafter.

indisputable reign of elders drew o a clos

THE ANARCH REvVOLT
AND DIABLERIE
THE

Sometime in the

L asomBRA EArRN FREEDOM
13th or 14th century, Clan Lasombr
united against and slew its progenitor. Led by a charisy
Cainite named Gr:
cided thar the stale rule of elders kept them oppre

ano, turbulent Lasombra anarchs de-
As

Keepers, true masters of the night, young Lasombra rebelled

against the feudal ties of sire and childe that relegated them
ta roles of erernal subservience. Flocking to Gratiano's ban-

ner, Assamites and anarchs of all clans gathered in Sicily,
where it w

as rumored that the mighty Lasombra Ante.

vian made his haven. Overwhelmed and unprepared, the
haven fell, and Gratiano consumed rthe Ancient’s blood,
setting the clan free from tyranny

Naturally, the story varies from teller to telle

and duplicity have eroded the truth of the affair. Of the
vampires present — whether they still exist or have fallen to

the thirsty fangs of younger Cainites

none has stepped
forward to corroborate any of the story’s derails

By varying accounts the |
self, the treacherous childe of the 1

ader of an anarch band him-

ombra Ancient or the
k

become the most tumultuous

puppet of other masters of the Grear Jyhad,
the first blow in what would
pericd of vampire history ever recorded, with the possible
exception of these Final Nights. It is rumored that €

accepted an archbishop's position after the
power (some centuries after the diablerie of the :\L\[:Al\]u'
vian), but this rumor conflicts with others. Why would
Gratiano, who struck the first blow of the Anarch Revolt,
settle for a mere archbishopric? If his cause was rrue, why

would he accept an archbishopric? How could this rogue
anarch and his motley soldiers fell an entire clan of masters of
deception? Numerous questions arose, but for the time be-
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tween the Ancient’s fall and the eruption of the Sabbat,
Gratiano and his brood disappeared

Frenns Forrow

Spurred on by the success of the Lasombra (as dreadful

news travels quickly among vampires), the Tzimisce took
heart and planned to follow suit

The Fiends were and still are — a notoriously frac
tious family of vampires. Characterized by an unfathomable
dignity on one side and a twisted deviance on the other, the
clan literally fell to war with itself. As the masters of

Europe, the elder Tzimisce held their lands in fearsome iron

m

grips. Entire lines of Tzimisce vampires held lands since time
outof mind. A sickness rorted the clan from within, however
The very lands of the Tzimisce's demesnes pulsed with 1
nd haunts the cl

agic

indeed, thismagical tie tothe | vintothe

maodern nights. This magic festered within the Fiends, how-

ever, turning them

gainst their sires or causing them to put
aside past crucltiesand rally to the elders' cause. Transylvanian
history reflects this chaos, as does the chaotic history of other
i,
“land heyond the forest” in their bloodthirsty

Carpathian lands. Vampires literally warred every
ging the

crusades

ra

In the end, the passion of the young anarchs won out
s

against the stagnant, crumbling legacies of the elders.

whao had govemed their holdings for centuries were turned
out into the streets or hunted to extinction, put to death at
the fiery brands of the Tzimisce anarchs.

(Itisafootnote in the history of the Sabbat that very few
Tzimisce claim that many of their elders were diablerized.
Cainite scholars and historians regard this claim as ominous
"Why do
they diablerize only vampires of other clans? Of course, the

why did the Fiends not claim their elders' powe

Tzimisce remain silent on the matter, pointing out a few

infamous cases in which childer have committed amaranth on
their sires. Other Cainites note the rarity and choose not to
press the issue.)

she in the late 14th century (according ro
Fiends managed to unearth the location

Finally, one ni;

dubious sources), the

of their clan's founder. Convergingon the site, a blasted church

onaforgotten trsa, Tzimisce anarchs disinterred their Ancient

ASoLTARY Craim

What transpired did not

Lugoj, fool that he was, led us into damnation. And we
followed, ever the loyal rebels, dragged into a Hell beyond
our comprehension.

Lugoj died that nigh, impaled on a wooden pike and
hidden behind us, as we struggled agamst the Eldest's
servants

It looked ac me, wearing Lugoj's face. Ever since
have been a good lad

al of Lambach Ruthven, pre
imisce Antediluvian

From the jou
at the fall of the Tz
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and committed diablerie on.. it. After a long and brutal bartle
with the twisted minions of the Eldest Fiend, the anarchs had
won. Lugoj Blood-breaker, the leader who had partaken of the
amaranth, then sank intoa torpor, weighed down by the potent
blood taken from veins cursed by God long before the birth of
Christ. None hs o since, and tales circulate 2
younger Sabbat: Even in claiming victory over the elders, still
they manage to draw their childer down.

ANDTHE Revort BeGINg

With the success of the Tzimisce and Lasombra anarchs
y of whom proclaimed themselves andtribu or “anti-
s” 1o signify that they had tumned their backs on their
fathers), widespread
I

at the hands of their elders embraced open re

sseen L

nong

(m
-

ricide erupted all over Europe. Un-
ny time before, childer dis

sioned with their treatment
lt. Elders fell
often taking numerous treacherous childer with

in drove:

them. Indeed, the Cainite population of Europe dwindled as
the war continued. Aided by the potent vampires of the

mercenary Assamite clan, the anarchs left nostone unturned
in their war on the hated elders.

Although no other clans managed to achieve the same
success over their Ancients that the Tzimisce and Lasombra
did, it wasn't for

ck of trying. Even one of the most powerful
k nights, Hardestadt of Clan Ventrue,
d, it b
obvious that something must be done about the rampant
chaos that the anarchs brought with them.

Anarch Revolt entered its most active
mpires realized « g

elders of those d

suffered a bold attack, and, though he survi

me

Soon after the
phase

ar.

they had gone roo forrals,
observing the chaos and terror happening around them,

discovered that monsters loomed in their midst. After a
despe

¢ appeal to Rome, humankind entreated the pope to
turn the Inquisition toward the end

rooting out these devils
and heretics.

This mission devastated the Cainite community even
more than its internecine war had, as now the Cainites had
to fear the torches of the Inquisitors as well as each other. Of
cours

unabated, as
these old, cowardly vampires left their childer to the Inquisi-
tion in order to make good their own escapes.

, the excesses of the elders continued

Finally, everything

me to a head. Certain powerful
e presumed-dead Hardestadr,
ming that they had found an
This written accord, known

end to the need for such warfa
as the Conve

ntion of Thoms, promised to restore order and
nctity to the race of Cainites.

Of course, in the hands of the elders who created it, the
proposal simply offered a return to how things were before.

The anarchs and Assamites had no choice, however,

sped between the Inquisition and the

Iders (who had
centuries under their belts and were infinitely cagier) as they
were. As an informal body, the anarchs agreed to the Con-
vention, hoping that they could at least secure for themselves

[is

wsure of apologetic return to the fold. Admitting
e, the anarchs and Assamites succumbed to the will of
the assembled elder Cainites, drawing the Anarch Move-
ment to a decisive close

Not every anarch gave up so easily, hawever. The “deci-
sive” return achieved by the vampires of the fledgling
Camarilla, the repentant anarchs and the v ajority of
Clan Assamite offered little in the way of remedying the
situation that had caused the situation to begin with. En-
aged through

raged, these anarchs and rogue Assamites ram
Thorns, leav ng, bloodied carcass of
the town behind them. Although they had yet to organiz
themselves, the sect that would become the Sabhar had

2 nothing but a bum

committed irself ro its immortal course of action that night.

cks ( s") of
illagers into the

In the half-century o follow, p:
antitribu plagued the night, dragging
darkness and striking ever more precisely at the found

ion
of power the Camarilla was building for itself. These rebels
organized themselves into a cohesive, ideological sect over
those 50 years, agreeing onarough doctrine of cause against
the elders and the Antediluvians who pulled their strings.
Freedom from the Ancients’ Jyhad became the root of their
purpose — even though the Lasombra and Tzimisce man-
aged to destroy their Antediluvians, that only allowed the
existing Ancients to fill the vacuum. By the mid-16th
century, the entity known as the Sabb:

had united in
righteous opposition to the Camarilla and blind subservi-

ence to greater ¢

Tie New WORLD
During the late 16th century, the S
a precarious position. Composed as it was of
elder Cainites (who would have been the t:
had they claimed allegiance to the Camarilla) and a vast

bhat found itself in

few headstrong

gets of violence

majority of young vampires with little power or influence, it
I failed to gain a significant advantage over (or even

foothold against) the nascent Camarilla.

Bitter war raged between the vampires of the newly formed
Sabbat and the not-much-older C: illa. The Inquisition
conrinued to claim victims whil

¢ all of Europe's Cainites drew
lines in the sand to mark their allegiance. These were not
political lacked the ability to
control heads of state or claim governmental commissions for
themselves (to any gre
f governments to this very night). Rather, the
linesof influence fell at the farthest extent to which the Kindred
and Cainites could extend their grips.
(predominantly S
illa Kindred while more than one city in France — where
the Toreador and Ventrue exercised their inf

boundarics, however, as vampire:

at degree, that is; some vampires operate

lower levels

ome major cities in

bbat) Spain held powerful communities of

ned

Targe Sabbat populations. In the end, the war was more anightly
litany of guerrilla attacks than open movements on bartlefields
Puppet rulersfellorswitchedallegiance; knightlyorderscrumbled,
science created rerrible new weapons with which o strike
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THE CONVENTION OF THORNS

Many years have passed since the start of our current conflict, now called the Anarch Movement. Be it known that

on this night of 23 Octaber, 1493, the Jyhad has ended. The time for self-destruction is over.

This concordar, bound in the Covenant of Caine by sacred vow, represents an unyielding, vigilant truce between the

K
of Camarilla. Henceforth, the part

shall be re

Each of the parties agrees to the responsibility of maintaining peace: Each.

ndred known unto themselves as the Anarchs, the Clan Assamite, and the freestanding Kindred bound under the title
sgnized by faction

s the Anarchs, the Assamites, and the C.
11 lay its.

ensureson any whobreech oroppose

this sacred Agreement. Accounting will be made of all parties for violations by them to either the letter or spirit of this

Agreement. Thisdocument isbinding
as it has passed through the ages. All Kindred are ent
Be it known that the Anarchs will enjoin with the

der the social code of all Children of Caine by the accepred Lexralionis of all Cainites
ted to accept and gain solace from this peaceful accord.

rilla as an accepted part, making it whole. Anarchs are

expected 1o work peacefully to achieve their own ends. They must become defenders of all, and they shall receive full

entitlement toall rights and privileges belonging toall C
elders and their formerly denounced

All Anarchs shall rec
war gains taken duri

m all re

Know also that if the Anarchsare furtherwarred on, thi
their attacker. The

the freedom to act as they please, short of breaching the Masqu
It is also noted that any member of any other self-procl
renounce this relation. Failure to do so will result in the destruction of any deemed guilty. No Kindred may be s

arilla Kindred. All Anarchs shall be
ans without any fear of reprisal. Only the most vicious of atrocities shall not be.
forgiven. These shall stand written for the justicars to hear within one year, after which all allegations as

epred back unto their

alid.

no longer

ining and rightful property confiscated from them. In return they must turn over any.
he conflict by giving them to their sires or any recognized clan elder.

open Jyhad invalidates their responsibility to maintain peace with
nay act freely without fear of reprisal from mactive members of the Camarilla. Anarchs are guaranteed
vade imposed for the protection of all Kindred from the

ine.

before his elders and
ent

med sect must openly declare thi

knowingly to his death by an elder or sire, unless the secufity of clan or Camarilla ourweighs the possible loss of unlife.

From this night forward, the Assamites shallhenceforth no longer commit diablerie on members of other clans. The

Assamites must commit themselves to this acceptance by a mark of

Thaumaturg

| limitation. All membets of the Assamites shall become unable to drink fréeely of the vi

urance placed on them in the form of a
e of other

Kindred from now unto forever. In addition, the Assamites shall pay the Brujah elders of Spain two thousand pounds

of gold, in ransom of the five Assamite elders captured commirting diablerie. Also, the Assami

participate in blood hunts.

Be i also know that the Assamites are guaranteed complete independence from

s may no longer

marilla demands. The Assamite

fortress, Alamut, shall be free from further assaults. Assamites are also granted, out of respect for their beliefs, the freedom

it diablerie within their own clan without e
a¢ holding membership within the C

rocon

“amari

It is rendered that all parties involved and all showing

all aspects of this
the town of Silchester. May C

enemies down and havens bumed like winter hearth-fires. In
the end, however, the tide turned in the Camarilla’s favor.
The A

vistas to humankind and Cainite al

of Exploration, however, had opened new
ike. The Sabbat, com-
posed of younger vampires who were less set in their ways, saw

the opportunities the Americas presented and took advan-
tage. Leaving behind all but a few Old World territories
(notably Madrid, home to Archbishop Ambrose Luis
Mongada, and some of the older, Eastern domains of the
Tzimisce), the Sabbat established a resounding pre:
what would become the United Stz

ence

‘or a while, the sect flourished in the evolving colonies.

revolutionary and radical mortal backdrop, the

sasy to hide among the insurrectionists

Convention brought forth here, in the ne

raintand the right to commit diablerie on all Kindred not recognized

allegiance to any of these parties shall be held responsible for
ucral Kingdom of England, out
“aine hold truth and peace forus all.

e the hamlet of Thor

ew World
i, however. Many of the mortals who

of the region. Two factors conspired to keep the
Sabbar relatively wes

fled ro the New World did so out of religious persecutios
ontingent of those with True F
the colonists. Additionally, being separated from their eld
lairs, the

leaving a strong ith among

bbat found it difficult to wage its nightly war on
the elders. Only the presence of the terrible Lupines pre-
vented them from descending into internecine squabbliny

did the occasional rumor of a powerful native elder Cainite or
h from the Old World

f th
though, as disenfranchised Camarilla v

transplanted Methusel;

The relative prominence

Sabbat faced opposition

npires also jour-

neyed across the oceans, hoping to carve out legacies for

rthemselves away from the ironbound holdings of European

GAUIDE TO THE SABBAT




elders. Before long, the Camarilla-Sabbat war that started

after the Anarch Revolt drew re

shores of the Americas

1closearrived by shipon the

Before long, few mortal conflicrs in the New World

existed that did not hide the more sinister implications of

the trends of these rumul

vampiric conflict. The Sabl

tous times, using the Revolution, French-Indian

War ar

screens for their own camg

1 the incessant violence of the American frontier as
s of conquest and parasitism.
cities of the Old We
every city had a strong population of vampire
exodus to the New World ha

the “starving out” of Camarilla vampires

he population-choke {, alm

hich the

vampires ra v and broke

discrete feeding nigh impos:

ut it rarely succeeded in the long term.

1bly the single most crippling characteristic of the

tis its lack of organization. Rather than establish rigid

behaviorand Byzantine hierarchies of responsihility
the Sabbat instead en es freedom. This freedom tumed
nst the seet, however, in what became known as the

bat Civil War

The Lasombra and Trimisce, the most populous clans in

the Sabbat in the late 18th century, fell o warring amongst

themselves for the rapidly depleting resources of the New

World. The continent was h u

few and far berween, and rare was the Cainite who wished to try

to survive in the wilds. Cities became commadities to the

Sabbat, who s «d agai

each other for the dwindling

communities of kine that sustained the

xistence. In fact

y Sabbat adopted the Ameri

furning entire towns ar nto paranoid powderkegs,

ing that if they couldn’t | we city, no one would

(It bears mention that a

d deal of Sabbat culture

Iraws heavily from Native American practices. Several of the

sect's ritae stem fro ractices, and a

the sect's g rituals [sharin;

setings a

shakes, smoke signals, sweat lodges

1 vision quesrs

certain tribal customs of the New World's ind

orat least the Europeans’ interpretations

Amid the struggle between the various S:

rc
o the New World v
ted. By the time the Sabbar realized that they had been

factions, the Camarilla crept ir mdetec

surrounded and, in wertaken, it was too

In a brief

been undone by the very

30 years, the Sabbat's work h.

enemies they had fled in the €

TuHe PDURCHAST Pact

Unwil it defear, the Sabbat turned inward,

the(

803, the year American | 1t Thomas Jefferson

neric ory west of the Mississippi River

obtained all

made an internal acce




as the Purchase Pact (after the Louisiana Purchase). Tk

1itis

members expressly, -

forbade conflict amo

all

hallmark decisi ry. Until the Purchase P

at had complete freedom — if they sc

¢ claim another

or overt

iake open war on other Sa

sphere of influence. The Purchase Pact ended the

possibiliry for such

risk destructic

find out to theirct
hands of the Ca internal st

bat focused its attention on its true enemies

T'erMS OF THE PDURCHASE PACT
Letit be know that forthwith, the Sabbat exists as a

free entiry igh the price of that freedom comes in the

e sactifice of certain rights

the 19th of September, 1803, all Sabbat of
conscience do hereby suspend all griev
ith other Sabbat

Any Sabbat found in open violation of this

nces

ment — e.g., any Sahbar making open war onanother for
sses of his own betterment at the expense of the

the pu
sect— s herehy declared forsaken, and may be hunted for
the blood in his veins. Such abandonment must be
pronounced by a duly recognized bishop, archhishop or
sther clder member of the sect

1 this we are united. In this we are Sabbat

t Gorchist

Witne: y
Cardinal Rau Bistri

Priscus Livia Boleslav Czernzy

: Albertos Marquez

Bishop Federic Montaigne

Archbishop Enrig

Unforrunately for the Sabbat, the Purchase Pact

The insidious influence of the Camarilla

he United States, and it

wha

become part o he American drive westw

rs, however, and despite th
h

shingstranghaldsin Canada

Sabbat van

Camarilla’s er

I
ment, thesect persevered
(forwhich certain Sabbat vampires' ties to the Native An

cles placed

cans proved immensely help d Mexico (where

rnments allowed

¢ Sabbat had effec

brutal blitzes
take over
rival
Sabhat ¢

1 in the Camarilla. Crus

nly westward, fence v y
wdiate north and south. All the Sabbar h,

was hold its horders..
e, s old

ive proved difficult, howe

¢ Tzimisce and Lasombra blamed

tempers flared and




other for allowi

g the United States to slip through the sect’s
fingers. Cooler heads in the sect noted that, while the Sak

at
may have given up the United States, it had laid relatively
undispured claim to Mexico and Canada, which offered much

more

ographical territory. Cool heads never prevail in times
of war however, and anather wave of infighting broke out,

which culminated in the Second Sabbat Civil War.

This time, divided by geography as well as lineage, the
Sabbar almost destroyed itself in the New World. The
Lasombra and Tzimisce allowed no Cainites to remain neu-

tral in the conflict, sweeping up clans, factions, cults

anyone who could lend a fighting arm to either side. Mexico

which resulted in much of its
decrepit state even to the modern nighes. Conflict in Canada

was torn apart in the strug

was more subdued until Tzimisce discovered the

Lasombra were secretly sending reinforcements to Mexico to
aid their cause.

Mortal history conspired to keep the Cainites safe
however, as the conflict reached its greatest peak during the
Great War. Americans had focused their attention so greatly

on events in the European Theater, they had little time

nd

o the north :

ecret vampiric conflicts happening
south. Canadians likewi tlietl

1s the majority of
the fighting occurred thousands of miles away in Mexico

Ielirtle impact

The Camarilla assumed influence in numerous Cana

dian cities, as the Sabbat presence there had become too weak
to repel them.

iinfully aware that their action

Finally, after becoming

had cost them

¢ territory, the Sabbat vampires put their

differences torest... forashort time. Conveningin New York,

which the sect had managed ro hold against all the best efforts

of the Camarilla, high-ranking Sabbat reconsidered their

commitment to the sect’s causes. Not content to merely sign

a goodwill ag

eement as they had before, Sabbat vampires

took a long, hard look at what was important to the Sword of

Caine. An unheard-of congregation of Sabbat committed to

document the Code of Milan, a collection of tenets that
composed Sabbat ideology supposedly since the establish
ment of the sect. As

litionally, the assembled vampires
submitted a few addenda, to bring the code up to date in light
of recent affairs.

The revised code proved to be too little, too late,

After a few scant years of relative peace (which many Sat
attribute to fear of the Seraphim, who were present at the

code’s reaffir ion), trouble arose

gain

The Third Sabbat Civil War, the briefest of the three,
lasted only 100 nights, in the latter half of 1957. Incited bya
failed coup of New York on behalf of the Brujah antitribu,
ally, the end of the trouble
“ainite diplomacy — compro.

violence once again ensued. Iro

came asaresult of the rarest

mise. After the Brujah antitribu coup fell, the clan rose against
the united Lasombra and Tzimisce, which was bound for

disaster. OQut of the ashes of the fighting, however, emerged
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THeCopEoFMI AN

By the solemn word of Regent Gorchist, this is the one true Code of Milan, revised from the original manuscript this
night, Decémber 21, 1933, Out of the ashes of ur great war may this peace reign everlasting.

An oath of allegiance has been sworn by the regent and the consistory in the presence of all faction leaders and 50
ather witnesses ta faithfully follow all regulations imposed by this code in leading the Sabbar. This revised Code of M
is agreed on by all Sabbat factions, including these of Cardinals Huroff, Bruce de Guy, Agnes and Charles VI; and
Archbishops Beatr i silio, Rebecea, Julian and Salluccio. All other
actions must pledge themselves in support of this revised Code of Milan or claim separation from the Sabbat.

These are the statutes comprising the Code of Milan:

THE SABBAT SHALL REMAIN UNITED INITSSUPDORT OF THE SECT SREGENT.IF
NECESSARY, A NEW REGENT SHALL BE FLECTED. THE REGENT SHALL SUPPORT
RELIEF FROM TYRANNY, GRANTING ALL SABBAT FREEDOM.

I1. ALL SABBATSHALL DO THEIR BEST TO SERVE THEIR LEADERS ASLONG AS SAID
LEADERS SERVETHEWILL OF THE REGENT.

ALL SABBAT SHALL FAITHFULLY OBSERVE ALL THE AUCTORITAS RITAF.
IV. ALl SABBATSHALL KEED THEIR WORD OF HONOR TO ONE ANOTHER.

¥. ALL SABBAT SHALL TREAT THEIR DEERS FAIRLY AND EQUALL ¥, UDHOLDING
THE STRENGTH AND UNITY OF THE SABBAT. IF NECESSARY, THEY SHALL PROVIDE
FOR THE NEEDS OF THEIR BRETHREN.

ALL SABBAT MUST PUT THE GOOD OF THE SECT AND THE RACE OF CAINITES
BEFORE THEIR OWN DERSONAL NEEDS, DESPITE ALL COSTS.

VII. THOSEWHO ARE NOTHONORABLEUNDER THIS CODE WILL BE CONSIDERED
LESSTHAN EQUAL AND THFRFFORE UNWORTHY OF ASSISTANCE,

VIIL. ASITHASALWAYSHEEN, SO SHALL IT ALWAYS BE. THE LERTAL IONISSHALT
BETHE MODEL FOR UNDYING JUSTICE BY WHICH ALL SABBAT SHALL ABIDE.

IH. ALL SABBAT SHALL PROTECT ONU ANOTHER FROM THF

FNEMIES OF THE SFCT.

RSONAL ENEMIESSHALL REMAIN A PERSONAL RESPONSIBILITY, UNLESS THEY
UNDERMINESECT SECURITY .
H. ALL SECT MEMBERS SHALL DROTECT SABBAT TERRITORY FROM ALL OTHER DOWERS.
HIL THESPIRITOF FREEDOM SHALL BE THE FUNDAMENTAL PRINCIPLE OF THE SECT.

ALL SABBAT SHALL EXDECT ANDDEMAND FRE

DOM FROM THEIR LEADERS.
HII. Tue RirusoF MONOMACY SHALL BEUSED TOSETTLE DISPUTES AMONG ALL SABBAT.
HIIL ALLSABBATSHALL SUPPORT THE BLACK HAND,

ADDENDATO THE CODE OF MIL AN

ORSERVED BY ALL WITNESSING DARTIES PRESENT ON THISNIGHT, DECEMBER 21,1933,

AND HEREAFTER UPHELD.

HIV. ALLSABBATHAVETHE RIGHT TO MONITOR THE BEHAVIOR AND ACTIVITIES OF THEIR
FELLOW SECT MEMBERS IN ORDER TOMAINTAIN FREFDOM AND SECURITY.

HV. ALL SABBATPOSSES
LEADERS.

RIGHT TO CALL A COUNCIL OF THEIR PEERS AND IMMEDIATE

HVI. ALLSABBATSHALL ACT AGAINST SECT MEMRBERS WHO USF THE DOWERS AND
AUTHORITY THE SABBAT HAS GIVEN THEM FOR DFRSONAL GAIN AT THE EHDENSE
OF THE SABBAT. ACTION SHALL BE TAKEN ONLY THROUGH ACCEPTED MEANS,
APPROVED BY AQUORUM OF PRISCI.
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aunified g

wpof Caitiff calling themselves the Pander
their leader, Joseph Pander. The

r
Panders had the Brujah
titribu’s support, as they were rabble and outcasts, much
like the Brujah had become after the migration ro the New
World. Seeing the opportunity to avoid another protracted
{anddreadfully embarra

}war, the Lasombraand Tzimisce
recognized the Panders as a distinct entity, conferri

gon the
group clan or bloodline status. With the mob appeased and
little of import given up on behalf of the Fiends and Keepers
the sect narrowly avoided

sther crippling setback
MODERN GEOGRAPHICAL
INFLUENCE

Some say the Sabbat has marured remarkably in the
intervening years. Ind

1, it has become a force to be reck-
oned with in the modern nights, claimin,
long held by the Camarilla anc

eadly efficiency

wrecla

ngcities

des with
This singularity of vision seems to have
overcome at least a modicum of the sect’s disor

ng sieges and crus

ganization
Additionally, the sect is younger and more nimble than the
Camarilla, and it is able to adopt the ways of the modem
world more quickly. Whatever the cause, in the 40-some
yearssince the aversion of t 1t Sabbar Civil Wa
nding coups and become a
imate contender for the Camarilla’s crumbling power

Not surprisingly, the Sabbat exercises a great deal of
influence over Third-World nations and the most squalid
cities of the world, There, in hives of homeless and faceless

juicebags, t

the sect has made some astc

he Sabbar's vampires feed with impunity and
build their own private empires. Without the threats of

d law enforcement and mass media, the Sabbat can

in the widespread violence and feeding demanded by

many of the younger and more chaotic vampires.

In modernized pares of the we

Id. the Sabbat is careful to
cover its tracks. While scoming the Masquerade of the

amarilla (at least in theory, if not in practice), the Sabbat's
eadership realizes that the threat of organized and techno

(
!
I

rically advanced human resistance is oo dangerous to

provoke. Thus, in cities of Europe and North America, the
Sabbat takes some pains to cover its tracks, thougl

methads — intimidation and mu

h its
ler — are far cruder than
the (usually) subtle machinations of the Camarilla. With its
limited influence in mortal ¢

rcles, the Sabbar suffe

in
a influence in many human
institutions prevents the Sabbar fromspreading with ease

N

modern cities; the Camarill

RTHAMUERICA
Canada and the United States pe

rhaps the most
successful staginy

rround for the Sabbar. The sect has
recently redoubled its war effort along the East Coast of the
United States, solidifying its dominance in Miami, Wash-
v, DC, Baltimore, Philadelphia and Atla

tic Ciry
Concemed Sabbat see these victories as paper tigers, how-

ever, as the sect's formerly taken-for-granted supremacy in




New York City has become contested. Supporters of the war

movement hasten tonote that the cities of Atlanta, Richmor
Boston and Raleigh-Durham have recently fallen into conten-
tionfromformer Camari
s that North sents an extremely power-
ncial and international control base, and it continually
makes s gion. Nightly, the
States’ Midw
crack the Camarilla like a nut between the combined might of

strangleholds. Obviously, the Sabbat
America repr

ides ro advance its control of the re

sect tightens its grip on the United st, hoping to

Mexico and the East Coast territories.
The Sabbat steps carefully in North America, all too aware
an easily cause

setious problems if people notice the sect’s activities, The fren-

that the heavily rechnology-oriented populace

ed media
Oppor ealed to the public at large, and
that this forces the Sabbat to avoid too much open warfare

the United States provides too much of an

unity for the sect o be

e

ainst its foes. Unfortunately for the Sabbar, this means that
much of the battle rakes place throug
of the prims hs of the Camarillz

apons in Canada hinders the

nee, which is one
arly, the difficulty
Sabbat's crusades,

h influ
Sim|

¢ strengt
of obtaining w

which often rely on discreet direct assaults. North America
fon
for the resources availabl

ics and to find creative uses

s the Sabbat to adopt new ¢

le to the sect but lacking in its enemies.
Detroit
Inited Stares’

Once the hub of the L romotive manu-

facturing, Detroit, Michigan has become a shell of its former
industrial self. Detroit is valuable rerritory for the Sabbat
the
city with a shift in industrial focu h one of the highest
murder rates in the United States, Detroit (which has been
known as “the murder ¢ mple
feeding grounds for its dwellers. Unlike some of their breth-

despite its economic woes, and the sect seeks to revitali

pital of the US") provides

the south, the Sabbat of Detroir do not concentrate on
Rather, the city's
he flagging fortunes of their

ren

capturing neighboring Camarilla citic

vampires focus on bolstering
home. Afterall, the Sal
it is to launch a successful attack...

Montreal

As part of the hammer that keeps south
line (with Detroit as the anvil), Monrr
of exceptionally powerful Sabbat. Highly religious and org;
nized, the pack
and tourism of the

v must have the proper resources if

t Ottawa in
Al boasts a population

of the city revel in freakishness. The trade

1 mean that Sabbat have easy pickings
when hunting, and those who dabble in mortal works can
the same

lead wealthy and comforrable v s. Howeve

strengths that make the city lucrative and abundant for
Sabbat z
the sect in Montreal are suspected of being infernalists, and

5o feed its own rot from within — many members of

without the constant tests and trials that characrerize the sect
elsewhere, the Sabhat of the city turn to spiritual decay. The
s of

Sabbat Inquisition has taken a keen interest in the affa

I's Cainites, and several of the larter have fallen to

claims of heresy and rraffic with demons.

CENTRAL AMERICA

The greatest stronghold of the Sabbat is Mexic
xico €

sect places its spiritual and political heart in M
There is not a place in C
pitiful and pathetic rerritories in the Yucatan peninsula) that

wral America (excepting

does not see the guiding fist of the sect. Monterey and
Guadalajara, Acapulco and Oaxaca — the hub of the Ameri-
s teems with Sabbat. Pushing north into the United States,
the Sabbat exerts constant pressure; trickling

-

to South

Amcrica, the sect establishes a small presence among the

variegated states of that arca. Among the slums of economi-

0,the

cally depressed Me: hbat finds casy hunting grounds

and plenty of fodder for foorsoldiers in the Jyhad
Combining the ritae of the sect with the ancient practices

America are

of indigenous peoples, the Sabbar of Central
among the most ritualistic
policies. This fan:

Ons, mercen

ind fervent supporters of the sect’s

icism, combined with

15y access to weap-
ries and criminal gangs, means that the Sabbat of
Central Americaare b
the §
the wandering packs of the area battle one another for turf

alandwarlike. Indeed, inmany places,
abbat members revel openly in their vampiric status, and

nd

entertainment. A high rate of violent crime means that situa-
tions that get out of hand are easily covered up or dismissed,
while the overflowingghettoes provide asurfeir of blood. Itisno
wonder, then, that the Sabbat of this territory style themselves
as brutal gang leaders or reclusive aristocrats.

Mexico City

The center of Mexicoc

rims a population in excess of 20
bble

mong

million people, with the vast majority living in hard:
poverty. Densesmogand befouled water make the cit
the most polluted places on Earth. Entire towns built on
learn

landfills house generations of people who likely neve
of electriciry, writing or numbers. Among these masses of
educated and dying kine, the Sal

ls.

hat rev

The current Regent of the Sabbar, a fifth-generation
Toreador anditribi, makes her haven in Mexico City, consider-
Hand.

ing the goals of the sect and holding sway over the Blac

Vampires who seek true political power within the Sabbat must

- or scomed —
nd

travel here at some point, to be recognized
amidst the hundreds of vampires who fight for prestige

position. Indeed, the vampires here are so numerous
nnot recogni ny
gives the proper countersigns is considered welcome. Ent

It even

the city's wardens c. ze themall; ampire who

packs may enter, vanish into the slums, and leave without

anyone becoming aware of their existence.

M s the Sabbat in
vampires flaunt their powers openly to the
frightened street gangs). Blood is always available for the taking

ny ways: Here,

xico City epitomiz m

kine (even if only

(from the faceless denizens of the slums, who will never be
missed). V
and cunning, while industry and trade m

mpires test against one another in bouts of strength
ybe influencedbyany

Cainite bold enough toexert her will. Some vampires speculate
that as many as 1,000 vampires keep their havens in Mexico
City, making for a hellish preponderance of urban pred
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whoact in whatever manner takes theirwhim. So is the mighty,
diseased heart of the Sabbat’s empire constructed.
Tijuana

Located just across the border from San Diego, Califorr
Tijuana is a coastal city focused on tourism — mainly of zhc
high-school-crowd-looking-to-become-intoxicated kind. As
with m

vy of the squalid cities in the throes of economic crisis,
Tijuanafaces problems with polluticnand poverty. Muchof the
city has a cracked and decaying camival atmasphere, with
winding streets passing huddled clusters of low-life ba
clubs. As the Sabbat's staging ground :
pires of southern California, Tijuana holds a disproportionate
number of Cainites. The high incidence of tourists and poverty-
stricken neighborhoods allows the city to support more than its
usual share of vampires. Bishop Cicatriz of Tijuana fights a two-
ar, organizing War Parties to feel out the ar
time defenses while simultaneously attempting to exert

and

front v

wchs'

influence across the border into San Diego — often through the
al conflicts over the border.

use of immigrants and polit

SOUTH AMERICA

In a continent overrun with feudal, balkanized vampiric
ins, the Sabbat holds only limited sway. Most of the Cainites
of South America support private domains backed up by small
coteries of influential allies. As these vampires-cum-potentates
little desire to risk their positions by participating in the
abbat's Jyhad, the sect has little success with converts in the are:
Additionally, though major cities are always prime targets for the
Sabbat, the economics of South American countries do not hold
the appeal of North America and Europe, so they are often
considered secondary targets due to their combined lack of finan-
cial power and — incorrectly — importance to the Jyhad. In fact
the neutral attirudes of South America make

many of the cities
perfect middle ground for meetings with members of other sects or
nd when a Camarilla or independent vampire
needs to make arrangements with the Sabbar, it's as likely as not
to happen here, often rubbing elbows with the war criminals,
expatriates and other exiles of the mortal world.

Sabbat vampires in South America are disorganized and
fractious. The cities of the area are largely independent, and the
given presence of Sabbar in any city is usually limired to asingle
pack. Addunnnulh given the mmgmmln. relationship with
biquitous South America (who
Somedr. 65 b prvolved i eoume: war of el oom) the Sabbat
finds the South American continent very troublesome for any
sort of travel,

Furopr

As the home of the elders of the Camarilla and the
birthplace of the Sabbat, the countries of Europe are prime
grounds of subtle warfare for the sect. Here, the Sabbat still
fights to overthrow the decrepit “Kindred” of latter nights
nfortunately for the sect, the presence of many powerful
nd paranoid elders makes it di

cult at best to besiege cities
ny

and the Can

inst

rilla is quick with retribution

perceived attack. As a result, the Sabbat has only limited
influence in Europe, primarily in Spain and Italy where the

smbra clan exercises its traditional sway,

As a whole, Europe is staunchly traditional and orderly.
Many of Europe’s vampires — including a few of the Sabbat
— date back to the Middle Ages and beyond, and they still
uphold their old ways. To make gains against creatures of such
e, power and puile, the bat must move slowly and
Additionally, with its feet firmly in the modern

cautiously.

world (thanks to the induction of many younger Cainites),
the Sabbat makes use of modern rechnology and institutions
that are beyond the understanding of some of Europe’s anach-
ronistic elders. The end result is a slow cold war as the
attempt o undermine th
ald pillars of strength supporting the Camarilla of
Since even the eldest among the Sabbat would be
luminaries here, they

sacrifices its w

ak pawns in 1

Europe.
hard-pressed to fight the Camarilla*

must conrent themselves with waiting for that inevitable
change or fatal mistake that will allow them to move into a
city and take it in one fell stroke.

Asmentioned previously, many of the Sabbat in Europe
are quite old, Indeed, some vampires claiming to have been
involved in the fabled Anarch Revolrstill give counsel in the
European nations. As a result, upward mobility in the sect is
limited here. Despite the Sabbat's cries of freedom and
quality, young Cainites of the area chafe ar finding them-
selves unable to rise in position beca

e older and more
cunning vampires already hold the reins of power. Only by

dint of the most wildly risky and successful schemes can a
young Cainite hope torise instanding. Asa result, the Sabbat
packs of the area are mostly old, founded packs, also known

younger Cainites tend to leave for riper pickings
ter a brief “n

ntorship” with their sires.
Eastern Europe, with the Russian territories and the
former Ottoman provinces, is almost a separs

te ¢
y Tzimisce ply
ancient ways of their clan, some even existing still as

ontinent as

far as vampires are concerned. Here, the ho
the
feudal overlords in crumbling castles. Vampires who visit
here are best served by upholding the ancient ways, lest they
In the
more rural places in the mountains, small villages are lorded
over by howling packs of Sabbat vampires, small-scale imita-

find themselves decorating the walls of some abattoi

tions of the Sabbat drea

n.

Sabbat vampires of the Old World generally look on
their compatriots in the Americas with disdain, often consid-
ering them crude and unworthy. As one Eu

opean ductus, or

lom have to a
inite whose greatest moral quandary is deciding whether
to take prey from a Burger King or a McDonalds?
Madrid
Ruled by an ancient and twisted Lasombra, the Arcl
bishop Mongad

, Madrid remains a bastion of Sabbat power
and prestige. Here, the Lasombra come for confession and to

participate in their clan's oldest ritae. No Camarilla would
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dare artack the city — who would be fool enoug]
challe
control of th

the viper in his own lair? — so the sect's
r

inding territory is absolute. From

Madrid, Sabbat vampires of all clansspread out through

the Iberian peninsula, conducri utral businessin

rest of continental

Barcelona or travelir

Europe to er the Camari in overt or

covert schemes.
Although Mad

Barcelona, it is the capital of Spain, ar

id is not as

a seat of political power. The Lasombra en
ugh Mong
th the ciry's |
ilike f

ion to study the old stonework and paintings

chessgamesof intrigue here, tf

to his power. W

architecture, Toreador

tes with a taste for sport warch bullfights in the

evenings; some vampires even cultivate their own

shouled bulls, and watch hy 1s the matadors

cratic Sabbat

ved whim. Who

become the victims. In M

vampires indulge their ever
would stop them?
Mi

Once a Sabbat stronghold in the middle of

n

Italy, Milan recently anged  hands

Giang

0, the former archbishop of the city,

oft ;I‘-\ il Sal

marlla i }.

has sworn to
take the city

v is surrounded by Giovanni

asterfully orchestrated a pur

elements and pledged his feal

dden coup. Enr

However, since M

roy Gian

wnd Camarilla elements, direct assaults are difficult
at best. It appears that the erstwhile archbishop of
the city may have his way d

AFRICA

Considering the fierce rivalry between the

s of Set and the Serpents of the L

Africa occupies some of the Sabbat's atten.

m. However, in general, Followers are ™

and for the

too deeply entrenched in their
Sabl
spi

the Setites are less of a ¢

at to confront them effectively. Furthermore, de
on to an Antedil

han the Camarilla

e their misguided devoti

ian

The remainder of the African cor
lers, though

inent is ap-

parently devoid of vampiric contr

rumors of strange native vampires — “Laibon’

and other, older names — circulate wildly. Of

course, if the loss of Sabbar (2 marilla) agents

inSouth Africa is any indicat native vampires,

ifthese “Laibon” are vampiresat all, may nor se

in exactly the same ligh

The Middle East, encompassing northern parts of

Al

exception to the Sabbat's otherwise minimal presence

aand some Far Eastern sections of Europe, is an




in the Dark Continent. As the traditional home of the
Assamites, the Middle East countries like Turkey and Saudi
are fortific

tions of strength for the Black Hand. The
allegiances of religious factions in the Middle East
;once the Blood ha
tis often a simple matter to rurn fervent

alsor

ke afertile ground for recruitme
become involved

alty from a holy mortal cause to an unholy immortal one.

AUSTRALIA
As a margit

lly independent territory, the Sabbar finds
lia frustrating. The princes of the area either pay lip
service to the Camarilla or hold completely independent
cities. Consequently, the Sabl
Australi -l by rising crime and political unrest.
Without reinforcements from outside, the cities of Australia

Aust

has pushed its arracks on
a5 evider

may soon fall to the Sabbat presence, but many major
outposts — Sydney and Melbourne in particul
remarkably free of Sabbat influence.

— remain

With huge expanses of uncivilized territory, Australia is a
perfect place for solitary or nomadic Cainites, At least a half
dozen nomadic packs roam the bush, though at least two are

wn to have dis

ppeared while crossing the wastes. The

necromancers of the Sabbat ¢
from dre

im that unquiet spirits step out

ns toassault trespassers here, but no magic has yet heen
able to summon or bind these spirits. Some Cainite scholars
whisper that central Austral n ancient
Nosferatu enemy, and that it may have awakened, hungry

ASIA
The Far East rem

¢ be home to

ns shrouded in mystery to the Sabbar.

The native vampires have little or na interest in contact or
cooperation, and none seem to fear the Antediluvians. Those

few caprured seem ab

e to withstand privation for a preternatu-
rally long time, and they rarely give up any secrets, even when
the most wicked Tzimisce apply their torrures. Worst of all, the
Vaulderie apparently has no effect on the Caths
denced when a

ans, as evi-

convert” brought back some associates and

slaughtered his entire pack. Even when using the underground
mugglers who deign to ransport Cainites (albeit at a ridicu-
lously high price), the Sabbat finds itselfhalked by the enigmaric
locals and their disdain for the sect’s ruthless nature.

use of Asia’s huge mor

B al population (primarily in
China and India) and financial marke
and Korea), the Sabbat is quite interested in establishing
power in this region. Unfortunate

s (rrade with Japan

y, aside from a single
agent in Hong Kong and a pack in Tokyo, there are no
active Sabbat in Asia. Attempts to influence the region
have all failed miserably, with Sabbar agents disappearing
or dying befor

«

achieving any goals. Direct assaults with
large packs of fodder meet horrible demises as Cathayans
scem to melt out of the shadows wielding rerrible powers.
Asia is a deathtrap for the Sabbat, and the sect seethes with
frustration at these failures

amay lie with Adona
eader of the Salubri anitvibu, whoalludes toancient

The only hint to penetrating A

al

nom

t. The
ble symbols at a

legends of his former clan’s founder's travels to the
discovery of a set of ancient and unidentifi
ruine:

ation when

1 temple in Cambodia led to some trepi
Adonai recognized the signs

aprimitive form of the secret
writing used by his clan in nights of yore. However, even
when confronted directly, Cathayan diplomats refuse to
speak of the “family of Zao-lat the traitor.”

TrHe CLANS
OFTHE SABBAT

TheS: marilla,
bur it s far more cosmopol least with regard to the
lineage of those who make up its ranks. The C
probably has more diversity within the clans thar compose it,
but the S
vampires. Of course, the vampires of the sect are just as unique
asany other Damned in the World of Darkness, though the
common idealogy tends to unite them more cohesively

may have fewer members than the(

marilla

bbat prides itself on the universal vision of its

Unuil recently, the Lasombra and Tzimisce were the

most numerous vampires of the sect. In the nighrs of

conquest and siege, however, more

ampires of other ¢
and bloodlines came to populate the Sabbat. Although
Lasombra and Tzimisce still outnumber the other vampire:

ns

cs of

the ratio is no longer as stacked as it used to be. Cri
these two clans wonder if perhaps the leadership of the sect
is undergoing a change, as reflected by the increase in
“lesser” clans and hloodlines.

The clans of the Sabbat often refer to themselves as
antmbu or “anti-clans”, having turned their backs on the
thar originially spavried the.
Little love is commonly lost between the antitribu and the
mainstream clans — their respective members parted ways
long ago on matters of philosophy, and it s that
nciliation is hardly possible, especially as Gehenna ap-

Camarilla or independent clar

PP

re
proachesin the modern n
rivalries ha

hts. Surely, the details of these old

ve been lost in the mists of history, but few
meer with hostility like that possessed by the
antitribu and their estranged parent clans.

ampires

What follows is a general description of the clans and
bloodlines of the Sabbat. More information on all of them
sombra,

appear in Chapter Two (except the Tzimisce and L
who are covered in Vampire: The Masquerade).
L ASOMBRA

Clan Lasombra is, without a doubr, the dominant clanin
the Sabbat. It claims a history of nobility and prestige, though
in the modern nights, it would seem that the Sabbat has

twisted this nobility into the blackest of mockeries. Lasombra

are jaded, depraved leaders, tempered by their own inner
darkness and centuries of ruthless plotting and counter-
plotting, The Sabbat would likely crumble without the
leadership of Clan Lasombra, which claims tol
its progenitor and would le

ave destroyed

1 others to that selfsame victory.
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Tzmmisce

Eldritch and alien, the T
Much of the Sabbat's monstrous outlook
stems from Tzimisce philosophy and subsequent influence.
TheFiends claim a proud history of rulership, governing their
vassals in the Old World with iron talons and hoary magic. In

are a senescent clan of

VisC

[t

ting prominency

the modern nights, many of the sect’s priests and councilors
hail from Clan Tzimisce, the moral and spiritual backbone of
the

abbar. They possess a twisted honor and a malignant

love of knowledge. It is whispered that the legendary Dracula
his own, though his allegiance to sect or

nknown if it — or he — exists at all.

claims this clan 2

clan i

ASSAMITE ANTITRIBU

The S
brethren, though their allegiance is to the sect and its purpose
rather than the slumbering, antiquated Ancient venerated by the
1. Assamite antitribu inhabit a comfortable niche
among the bloods
diableri
Black Hand or become remplars, paladins and other enforcers of
Sabbat policy. Surprisingly, the clan seems to maintain fairly civil
relations with its parent clan despite its “heretical” beliefs in the
Sabhat’s Noddist philosophy. Sabbar Assamites «
vague h

bbat Assamites are much like their independent

mainstr

am ¢
Sabbar, given as they are to murder and

Maost members of thisclan join the subsect known asthe

ls0 maintain a

mteur over their forebears, as they never succumbed to
en by the non-Sabbar Assassins.

the curse only recently bre

Bioon BROTHERS
A strange bloodline of vampires developed by

urgical and other mystical means, the Blood Broth-

Thaum:

ers are created rather than Embraced. Although they count

ous streak
mile wide, and often find themselves serving as muscle or

few members, the Blood Brothers display a v

labor for other vampires in the sect. Blood Brothers move in

“circles” that consist only of other Blood Brothers, and their

bizarre bioth

wmaturgical Embrace strips them of personal
will. As such, while they cannot be said to happily serve the
Sabbat, they do so unquestioningly. Additionally, Blood
Brothers undergo a flesherafting process during the Embrace

that reforms their facial (and sometimes bodily) structures to
resemble one another exactly. They are most frequently
ng, as there is nothing
“frequent” ahout them — in the employ of freakish Tzimisce

found — which is a bit misle

and scheming Lasomb

a, who use them when they need

aceless work done with which they would rather not

associate themselves

BRUIAH ANTITRIBU

Superficially similar to their parent
Brujah are ironically much more conservative than the main-
stream clan. Brujah andtribu are pillars of stability for the
Sabbat, as they care less for causes and more for wanton
violence. Many of the Sabbat’s shock troops and fodder come
from this clan, as their prowess is marched only by their
relentless (if simplistic) support of the sect. The Sabbat Bruj
are great proselytizers, as well, converting everyone the

an, the Sabbat

can

with promises of freedom and the destruction of elder ryranny
Unlike the apparent attitude affected by Camarilla Brujah,
they do not seem to despise the sect to which they belc

GANGRFL ANTITRIBU
Very little can be said regarding the S:

bbat Gangrel asa

clan, as their ranks include loners and individualists who

would seem to have little use for sects. The clan has two
subdivisions, known as the City Gangrel and the Country
entclan,
ir awn company to packs
ions. The City Gangrel,
however, seem to exhibit a more pack mentality, and re
semble the creatures of urban nightmare more than rheir

Gangrel. Country Gangrel are the most like their p:
and often rustic, preferring th
and blood-guzzling ritual convocs

fe

cousins — rather than wolves and bats, their frenzies leave
them with the features of spiders, hyenas and... other...
City Gangrel are cor
ing their ins t the alleys they prowl. Recently,
great many Gangrel have “defected” to the Sabbar, looking
over their shoulders for whatever has spooked them intosuch
ing fearfully of “sleeping horrors™

beasts

ummate urban predators, hon-

incts

a mass exodus and speal
awakening.

HI\I{]HN(,[-H‘;()F SH”[ s

These rare and curious vampires have joined the Sabbat
only recently. In fact, until a few years ago, no one had heard
of them. The Harbingers present themselves as quiet and
tr

cons fic with the souls of the dead

rvative, preferring
rather th
tion. Nonetheless, they are cold and alien, conducting murde
and torture in their laboratories. All of the Harbingers
physically resemble corpses themselves; their skin stretches

1 rampage about, le: vakes of fire and destruc-

ving

aver their bones and gives them a skeleral, emaciated appear-
nce. They affect masks and other w
faces, for their skin h:
that they appear as naked, grinning skulls. Some vampires

nners of hiding their
strerched so tightly over their heads

artribute a dark origin to the Harbingers, as their knowledge
and power is far superior to any bloodline that has *popped
up” recently.
Hiasyn

The enigmatic Kiasyd seem to have little affiliation with
the Sabbat, and the ¢ arguably not part of it ar all.
However, it appears thar, for whate
thize with the sect. Those who have hea

son, they sympa-
d of the Kiasyd (a
rarity in and of irself) believe them to have some mystical

r re;

trails
the Kiasyd as it does the Keepers. For the most part, they seem
to be content to remain quietly distant from the nightly
affairs of the sect, losing themselves in ancient writings and
forgotten lore. Few Kiasyd venture ourside their ha
which would certainly be memorable, given these vampires'
strange, bluish skin, oddly pointed ears, tall fr
black eyes. Perhaps it is best that they keep to themselves, for
they are obviously unwholesome.

connection with the Lasombra, since tangible darkne:

ns —

s and pure
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MAL KAVIAN ANTITRIBL values of those they no longer resemble. Nosfes

sferatu exclusively and gather
lla forebears. In fact, the
ably tf
with their mainstreamc \m fall Sabbat vamg

The Malkavians of the Sabt sport the sect form packs with ¢
nominally, if at all, the

It would

rm one of the

eir crippling der. ratu

s hinde

rarely driven by anytt

cursed insight

ally ¢

sofcivility, they exhi
n, often speaking cry

restrain or incapacitate their M membe

explosive an ially as likely to maim

e Sabbat Malk
“infecting” their Camarilla cc
the clan claims to k

or foe. S have mentioned

ut no one ouside

not in practice
NOSFERATU ANTITRIBL
Nosferatu

RAVNOS ANTITRIBU

The Ravnos a

he Sabbar are

villains and
I sof the
as a whole o useful sect to write
t ardent follow

iming their b




I

all Ravnos

from their par

clan, the

away from their archaic wa

scouts and spies for the Sabbat, aking

nom:

SALUBRIANTITRIBL
A recent devel

abbat Ravr

s. Man

n-Gypsies; in turning away
» have alsa turned

Ravnos antitribu serve as

advantage of their

natures and prowess with Chimerstry

1ent in Sabbar history has seen the

conversion of a member of the reviled Salubri bloodline tc

Black Hand. Bringing

wbracir

small, elite army

of followers, this Salubri has declared a personal vendetta

he Camarilla, which he claims has shelrered murder.

ersand kinslayerssince its inceprion. While the Sabbat seems

like a strange place for those whe
s {ar |

tion of ¢

seem to regard the sect's larger

take offense at the

ther Sabbat) the Salubri @

wphy with only lip

service. In their minds, their allegiance with the sect begins

from the "clan” that spawned them,
tors with antipathy f

faralism

i, the Si

nds with the w

rowl

SERPENTSOFTHE LI1GHT

he tenets of v

he Camarilla. In the tradition

wat they ¢

of the Followers of Set. Follow

at Salubri have rumned utterly away
ding their progeni-

isider weakness and

1an the arcane

Egyptian faith of the parent clan, the faction left the fold at

the

established itself in Hai

rect their undead vampire

s of the Sabbat in the late 1960s (once the sect had
wl tumned back Setite presence).
Serpents of the Light consider the Setites’ attempts to resur

isphemous and foolish, as

loing so would open the door to Gehenna and rouse the other
Antediluvians. The Serpents of the Light still have much to

prove to the sect, but not for

oppose their forebears’ support of their Ante

ferocity not found elsewhere

TORFADOR ANTITRIBL

a1 lack of convic

they

1 wit

These vampires embody all that is despicable and inhu-
mane in the Sabbar and Toreador alike. Whereas the
Camarilla-advocates of Clan Toreador becomes engrossed in
beauty, the Toreador ¢ through their long associz

vion with the Sabbat

cruelry beauriful

Theyarert

they surround themselves

neously in touch with and

they know mortal urges intimarely, t
them horrifically. Some Sabbat speak furtive
dor antitribu, believing them to be more

Malkavians, claiming that the Perverts are i

suffering for its own sake rather than any s

their countery
make up the *

is malefic and bl

h society

ed

I human sufferir
depraved, takir
the torment of others and reveli

pain an

pleasure in

g in the gore with which

weador are simulea

in the Camarilla, the Sabbat 7

wated from their human sides




VENTRUE ANTITRIBU
The Ventrue of the Sabbat resembl
nights past, and they

their parent clan of
the mainstream clan
has become in the modern nights. While Camarill:
are powerful financiers and corporate merchant princes, the
Sabbar Vent
the

y loathe wh

entrue

e are paladins and knights, swom to uphold

rreed of their
ind many find
bl

Inquisition, devoted torooting outand destroying infernalism,

bbat’s way of unlife and atone for the

predecessors, They possess a grim nobility

The &

places within the Black Hand or as templ

is composed predominantly of Ventrue antitribu. Indeed, the

Sabbat Ventrue are

some would say ironically — some of
the sect’s most ardent supporters

OnNTHE TREMERE ANTITRIBU

Brother Saiz had not made the esbat in a month.

I must admit, though we may come or go as we please,
this disconcerted me. Perhaps allwas not well — he may have
fallen to the Lupines o7 run afoidl of the secret magics of the
witchmen. Perhaps the Devil had come to claim his soud. Or
perhaps Brother Saiz’ vituals had gone wronig: As.T am
responsible for the pack, 1 had to know.

It took me six months to find the place, the Universidad
del Tercer Circulo del Serpiente Dorado. It was buried a
quarter-mile below the ground.

1 had thought there would be untold wards and curses
on the doors, or other ways of preventing people from
finding it, yet that was not so. You can imagine my swrprise
as | walked unmolested through the gilded doors of this most
secret chamber

(“Unmaolested” may not be the best word, for | had 1
circumnavigate a fetid vestibule that a large, white alligator
had claimed as her own at one of the upper tiers of the
labyrinth leading to the chantry below the streets of Mexico
City.)

All avound me appeared the signs of a grear, but
seemingly brief, conflagration. Ancient books and shelves
were charred and blackened, ritual markings on the floor
were blasted away in sections and a miasma of choking
haze filled the still air of the room. Most curious, I found
roughly one hundred pillars of ash, a strange architectural
feature of the room. On closer inspection, however, 1
learned that these pillars were not part of the room’s
support structure — I discerned that each pillar had a
distinctly human face. When I touched one — ever so
lightly! — it crunbled to the floor, a partially melted ring
of silver resting among the charred remains.

I ear Brother Saiz shall not be véjoining ws, nov willany
of his Tremere compatriots

— Marilda So
Cicatriz of Tijuana

fe

pack priest, in a letter to Bishop

ORGANIZATION
INTHE SWORD OF CAINE

Although it would be difficult to discern from the
outside, the Sabbat actually hasa codified hierarchy. The sect
has lea nd followers, commanders and footsoldiers, like
any other w

s

1 effort.

Ofcourse, the “war effort” is purely subjective tothe sect.
Sabbat do not spend every night in constant struggle with
Camarilla vampires or the insidious Antediluvians. In fact, to

the untrained eye, very little exists ro distinguish Sabbar-

controlled cities from those of the Cam
higher crime rates, more mi

arilla, apart from

ng-persons cases, preater urban
human suffering and less hope for salvation. Then again, in
the World of Darkness, th things exist on sliding scales,
and what may be passable to one city's bishops may
Final Death in another

The
regent and

1 the

1 the
dinals do what they do out of devotion o the

bbat is not ruled so much as it is led — ev

sect's cause, Leadership amon

abbat, however, is a precari-
ous thing. Among the higher echelons, S,

bbat vampires tend
tolose touch with the younger vampires who fight the bartles
nightly. At lower tiers of the hicrarchy, a ductus’ or priest

decisions sometimes carry more weight than those of a city’s
archbishoporbishop. Inthe end, the Sabbar's fervent support

of its cause proves its undoing, as the disor
to a sect sworn to uphold freedom prevents it from achieving
COnsIStent success.

Despite their seemingly slavish devotion to the sect,
members of the Sabbat are vampires first and foremast.
Eternal, parasitic creatures, Sabbat vampires must deal with
the same fears as the other Damned — witch-hunters, fellow
Cainites, the mysterious other supernaturals who somerimes
pass through cities and even members of “the masses” who
catch on to a vampire

depredations all conspire to end a
Sabbar's unlife os quickly as they would any other threat

Although they would never call it thus, the vampires of the

Sabbat support an unspoken Masquerade; the sect isn't stu-
pid, and it's leaders know that there is no way tosucceed if the
sect collapses before establishing a way to fulfill its goals

As such, the Sabbart has created a few “offic
its best interests. These titles are artificial at bes
vampire who has man:

to serve

though any

1 to acquire one certainly has the
e to back it up. Sabbat vampires,
atures they

personal power or influenc

sharbor grud)
deeply as any Camarilla harpy or anarch dissident — ini

being the passionate cre

sect politics are as murky as the Camarilla’s, though the
Sabbat pretends to be
others)

above such things (at least in front of
ampires at various levels of the power structure

invariably owe some fellow Sabbat favors, harbor vendettas
toward others and manipulate all the resources at their
disposal toward making things difficult for their foes while
gaining (or erasing) debts swom by (or to) othess. It is even
said that the recent upheaval wrought by the Inquisition (see
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The Sabbar places a great deal of emphasison propriety and ritual, albeit in theirown special war
to that of “other” religious orders, the sect has adopted a body of titles to indicate each soldi
Such titles are often honorifics, though some vain vampires of the sect claim titles far in excess of theiractual

Ina practice
‘s place in the

. While the titles themselves

accomplishments
a few of the titles used by the sect, as well as their forms of addre:
Idress reflect the bearer's gender; female forms of address are given in parentheses if

tles as well — it is more

anocher unfiamed paeks

Here
universally male, the

they differ from the masculine. Pl
memorable to meet the Vicar of the Incamadine Covenant than it is to meet the priest of et

rms of

rs and Storytellers are encouraged to create their own

FORM OF ADDRESS

SIMILAR TITLES

Our Most DIsTIN
NCY

TITLE
NONE

ReGent
ERCFLL

His (Henr) EminenNce

Hici Lorp (Lapv)

CARDINAL
(AL WAYS ASSOCIATED

WITH A SPECIFIC REGION )
Very ReverenpSin (Manas)

Priscus GrAND MASTER
(Mistress), MoNsiGRoR

His (Hen) Exceriency

ARCHDEACON, FATHER

ARCHBISHOD
(MotHER) SupeRIOR

(AL WAYS ASSOCIATED
WITH A SPECIFIC REGION

Deacon, His (Her) ERceriency

Bisiop
Hion F

(ALWAVS ASSOCIATED
ASprEIIC CITe)

THER (MOTHER)

W

TeMpLAR/PAL ADIN Lorp (Lapy) Sir (Lany)
Lorn (Lany), BYTITLE

Ductus
SERGEANT, CHICF
Priest FATHER (MOTHER ), ReVEREND Sk (MADAM)
Master (MisTRess),
MINISTER
Pack Memner NON HOUGH SOMETIMES
Bro1uen (Sisten)

f theformer nights
elder

Many young Sabbat disdain the use of titlesand honorifics, believing them ro be outdated relic
t oppose:

al elder members of the sect agree — if the Sabl

of aristocracy. Indeed, some of the more
oppression, how canvit, in good conscience, cling to sobriquets that imply distinction? Regardless, almost all Sabbat

ain ignorant is to risk embarrassment.... or worse.

know the titles and their proper forms of address; to r

T0 THE SaBaaT
g 30




below) in Montreal is the direct result of one vampire trying

aconsequence any

toplay too many factions off each other
pl v f ffeach otk
; of the Camarilla has seen

[¢

innumerable times.

nite famil h the workiny

ar Wi

That said, the Sabbat has pulled itse
ding a ¢
tion of the New W

f up by its boot-

o since the

npaign of conquest unheard

Jorld. Recent crusades in Miami,
Atlanta and Atlantic City have med the tide of the
Sabbat's war effort on the East Coast of the United States,
while relatively bloodless seizures of power in Washington,
DC and p:

intrigue as guerrilla tactics. Conserv

s of Europe prove the Sabbat is as capable with

tive members

s the sect

nst resting on their laurels, however, arguing that

warn agg
h ney has lost more

ompla han one war.” More often tha

not, Sabbat crusades fail, even as early as the scouting stages,
because lines of communication and duty break down, leav-
ing the sect unable to improve its lot.

To delineate responsibilities, the Sabbat has created for
irself a rough organi

tion. In theory, this organization pro-
videsastrong base for sect leadership, as skilled vampires claw
and plot their way to prominence. In practice, however, the
model breaks down, as elder vampires demand anachronistic
subservi

from the Cainites below them, and younger
ainst the leaders who should be
establishing coups rather than plotting against each other
like the depraved Licks of the Camarilla. The Sabbar is
perhaps its own greatest enemy, with many of the battles

impires rebel openly o

fought in the hearts and minds of the sect’s members.

TueRecent
The regent of the Sabbat supposedly coordinates the grand-
sésl tnmitgc plian of the scct, much like s roet

dictator or

corporate president. Supported by a consistory of other powerful

ent holds little sway over the sect as a whole,

vampires, the reg
however. Young S:

bbat often make a big show of rejecting this
hypocritical figure of authority as elder Sabbat flout her rule for
their own personal gain. In the end, the regent may demand
service, fealty and respect, but she had best be able to back it up,

megalomaniacs who
would not hesitate to usurp the position for themselves.

as the Sabbat has no lack of wide-eyed

The regent’s nightly affairs — if such can be said of a

vampire whospends aslongasamonth atatime in the cold arms
of sleep — consist primarily of entertaining sect luminaries,

h

in the sect a

ng progress reports, plotting against other vampires (both
out) and deciding which tactical or strategic

maneuvers to make. Add to this list the incessant culri

ation of
influences, moving and counter-moving to keep one's encmies
bay, presiding over itae and weathering the countless i

rues inherent to centuries among the undead.

The current regent of the Sabbat, Melinda Galbraith,
makes her haven in Mexico City. A member of the Toreador
antitvibu, Galbraith draws much fire from her many detractors
as being more involved with the petty affairs of the sect than
with the Sabbat's larger purpose. Apparently content to offer
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dem:

ds more from its title-bearer than that of the archbishop,
bishop while an archbishop ¢
through his own agendas with less re
TheDuct

Leaders of individual packs, ducti attend to the opera-

as diplomacy is ke

n push

ance.

tion matters of their charges. As most packs number berween

three o seven individual members, ducti resemble gang
leaders or chiefs of small rribes

The title of ductus is largely honorific, according rec

ni-

on to the mostaccomplished member of a pack. Someauthority
accompanies the title, however, but the ductus who throws his
weight around is likely to find his ass kicked and dumped
unceremoniously in a trash bin, if not staked out to welcome the

next sunrise. Ducti rely more on presence and force
ality to motivate those in their packs. They work closely with
pack priests to coordinate armacks, grow sect and pack influence,
and act as liaisons to the bishops and archbishops.

of person-

Ducti may call eshats, which are pack meetings, and most

usually dosoweekly. Atesbats, the priest generally conducts the
most important ritae, after which the ducrus assesses the pack's

progress. Ducti also assign du

=5 10 pack members that fit the

group’s needs; someone
has to

s to maintain the haven, someone

trid of the bodies, et cetera,

The posiion of ductus is, with a nc

ible few exceptions,

the highest position to whic ic Sabbat may rise.
Naomadic Sabbat travel from place toplace, obviously
are unfit to hold the rir

1 nom

nd most

s of archbishop or bishop. Nom:
Sabbat have no explicit prohibition from holding the titles of

priscus or cardinal (or regent...), but few, if any, ever hav

Inmarters of rank, the ductus supersedes all others in the

though not always the oldest member, he is certainly
the most something else, which most ducti can bring to bear
should their authority come

pack

o question. The wise ductus,
of course, listens to his pack, resorting to rank only when

others

fuse to see the strength of his arguments.

Tue PAack Priests
stsbear the responsibility for the spirirual w

of their packs. Most priests are Tzimisce, but anyone of

clan may become a priest with the proper instruction.

cond in command to the ducrus, the pack priest

officiates all vitae obser

d by the pack, and often createsafew
for the sole use of the pack. This creates great bonds of loyalry
and also bestows a sense of self on the pack

they become
able, unique individuals with the tradition to prove it.

All packs have at least one priest, though some rare and

large packs have two. In the event that the ductus is el

mi-
d, the priest becomes the pack leader pro tem, until a new
Jer can be appointed |

le the bishap or archbishop (or in
nomadic or autonomous packs, the pack itself).

Priests shoulder a tremendous responsibility: They must keep
their packmates from succumbing to infernalism and from lerting their
Beasts rise to uncontrollability. Priests, most often, have ahandoned
their Humanity (adopting instead a Path of Enlightenment), and they

are encouragend to support their packmates” journeys down their own
paths, Obviously, the priest i

TheTeMpLARS
Alsoknown as paladins, the templars are

much counselor as he isa witch.

n elite force of
bodyguardsappointed by a bishop or greater leader. Although

they h:

¢ no formal organi

ation, being named as a templar
is a great honor for the Cainite so titled. Being recognized as
such is a symbol of strength in the Sabbat and a public

acknowledgment of one’s fighting skills.

Templars serve a varicty of duties

always in a martial
capacity. Most archbishops keep a cadre of paladins in their
retinues to handle delicate m

tters best solved by a judicious
application of violence, while the Inquisitors tend to being
templars with them as backup muscle for their travels and trials,

nplars are forbidden from becoming members of the
Black Hand, which is scen as a conflict of interests as the

paladins generally have no secondai

y factional agendas. Some-
times referred toas bloodhounds or buttonmen by other Cainites,
templars are almast always f

ind in the employ of sect leaders,

though some may belong to packs for periods of inact

y or
have been honorably dischanged from their duries in times when

said leaders have no need for st

FacTIiONS
OFTHE SABBAT

nding paramilitary attendants.

he Sabl

it is hardly a unified entity, as its history,
cosmapolitan makeup and penchant for personal freedom
illustrates. The sect is home to numerous splinter groups,
factions of vampires who have united under the S
banner to achieve their own ends (which often correspond
with those of the sect), or to direct the grearer body of the
sect. In the chaos of the Sabbar, it is not unlikely to find

bbat’s

members of these factions among the packs, though by no
means does every member of the Sabbat support

ction
most simply support the Sword of Caine itself. Nonetheless,
these factions claim a great number of members, and some
have become integral to the existence of the S:

Tne Br Ack HAND

The Black Hand is best described
unique group of vampires distinct from all other Sabbat, The
Black Hand (also known simply as the Hand or, less frequenly,
the manus nigriam) is not a wholly indepenc

hbat itself.

a sect within a sect;

ent sect, however,
as all Hand members are loyal members of the Sabbat

The Black Hand consists of vampires of many different
clans, but it draws most of its members from the Assamire and
Gangrel antimbu. It also includes many militant vampires, for
he
il of freedom. Members of the Black Hand rarely
exist in all-Hand packs; the group instead disperses its number

whom clan is often a tertiary concern at best, as they purst
Sabbar's id

amongthe other vampires of the sect. A notable few packs made
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Conceived as a
simplest,amilitary
army, the Hand spec

time when the whole of t
Sabbat clders seem to prefe
wr thar the sect-within:

the se
ly subtle, and calling or

¥ , the Blac
it with unwavering loyalry

k

ind Cainites who want to ¢
rand displays of their martial skills
times particiy y alone in Wild Hunts, taking great
responsibilities in cit nd even challenging Black Hand
members to personal due
The Hand rests its ld-be inductee
ind ordeals de test a vampire
lity. Such testsing
of estal

faction and teaches
Members of the Bla
the faction brands it




Although this brand may be concealed or made over
{which spi

s for the group often do o keep from

revealing themselves), it may never be removed. Mem
bershipinthe Black Hand lasts until the vampire meets

her Final Death.

A group of vampires known as the Seraphim acts

1 military council of the faction, the

e
als and leaders, as it were. These four Seraphim

answer directly o the regent, and they have been

mes when war is

known to join the consistory at
imi I

inent or

nsideration. Below the Seraphim

are the dominions, lower-level sect leaders who orga
ments of Black Hand warriors
Beneath the dominions,

nize individual re

s, liew s and

the rank-and-file (if such may be said of such an elite

group) conduct mast of the actual operations of the
faction

Many Sabbat credit the Black Hand
cohesion of the sect thro
Black Hand

with the
difficult times. Indeed, the

emained s

second Sabbat Civil wars, enat

influence in cities that would have ¢

the Camarilla once word of

> broke out

\, has created perma

One of the Seraphim, Djuh:
s of Black Hand mer
consternation of other &
Djuhah has as

some vat

nent pa

ers ich to the

t Cainites. To what el

isunknown, thou

it they call a “quier”

in the Black Hand's activities ir

the past several years.

In fact, much of the Sabbar's successful war effort

seems to have come withoy
from the Black Har

detractors question

much visible assistance

d, which has many of th

its utility

THESABBAT INQUISITION
Tak

tion, the Sabhat Inquisiti

its cue fror

is a political faction
charged with rooting out heretics and
it follos

Path of Evil Revelations who had hidden themselves

Originally established to com

inside the Sabbat, the Inquisition has met with

rremendous success in with no

table perform d Montreal (as well
ks). Of course, the

tal Inquisition in other

as several notor
faction resembles the
waysaswell: If it labels someone asan infernalist, the

ind the faction

bat Inquisition

> to 30 memt

success. All members of the Inquisition are respected
rs of the Sabbat
Cells of Inquisitors travel to all Sabbat-held rerrito

wd trusted (and powerful...) memt

nt during the first and
he sect to maintain

herwise fallen o

faction's
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e
\Y ‘2“\\‘“‘\\\

@ B

€




ries, presiding over and delivering punishments against

ccused Sabbat. Despite its success in exposing infernalists,

however, the Inquisition has acquired quite a reputation for
cruelty, which stems from its interrogation methods and
punishments, A Sabbat accused of infernalism can exp

be branded

tro
burnt, dismembered and physically beaten,

while a vampire who admits to (or is proven guilty of)
infernalism receives a long, slow Final Death, complicared
by painful torments that, while not

ntended themselves to
ke his death a painful ordeal.
tors take twisted ples ivering death
sentences (known as awo da fé), cutting their victims,

kill the subject, certainly n

sure in de

Many Inquis

delivering insects underneath their skin or flaying their
flesh. Mast other Sabbat indulge the Inquisitors this eccen-
tricity, at risk of their own accusation.

The Sabbat Inquisition is a political entity as well, in
that it possesses the power to depose bishops, archbishops,
pack priests and ducti. It stands on the cusp of becoming a

political tool, but has yet todo so, largely because its members

are devout in their duties and respond poorly to attempts at
manipulation.

The Inquisition has unprecedented power, able to

move and accuse as it will. Nomadic Inquisitors usually

travel in groups of fiv

accompanied by a pair of remplars.
Although their success leav

s the Sabbat better for its

interference, the Inquisition |
the Sabbat. M
the Inqui:
the usual affairs of the sect and dig up dirt on all Cainires in

made few friends among

ny bishops and archbishops actually resent

tion's presence, as the Inquisitors tend to disrupt

a given city.

Inquisitors prefer o conduct their bhusiness un:

nounced, as knowledge of their arrival allows those who
should hide from them to avoid their ire. On visiting a city,
Inquisitors question everyone, from probationary pack mem-
bers to archbishops and cardin

The faction considers

evidence againstall Cainitesand w

acceptany accusation,
from any member of the sect. Of course, groundle

accusa

tionsrarely turnupany evidence, and the Inquisition prefers
toleave wrongful accusers, embarrassed, to the whims of the

unjustly accused.
Inquisitors have brusque, harsh demeanors, and they
don't hesitate to use intimidation in their proceedings. In-
Il the good they do the sect, are almost always

quisitors, for
reg:

ded with respectful fear, as all Cainites know their unlife
rests in the hands of these stalwart individuals.

nd
and the Inquisition. Members of one faction are expressly

A rumored antagonism exists between the Black |

forbidden membership in the other, and some suspect this
alry has resulted from the Inquisition’s recent successes

and rthe growing complaints of the Hand's impotence.

THeLovALisT FACTION

The Loyalist faction claims that it is the legacy of the
“true” Sabbat, those vampires who shook off the yoke of their

elders

nd desperately grabbed their freedom for themselves.
Other Sabbat tend to dismiss Loyal
paths and spoiled

ists

anarchists, socio-

childer wha want the benefits of the Curse
of Caine without the responsibilities.

The Loyalists’ philosophy is simple: Each vampire is his
own master. The freedom to do whatever one will belongs toall
nts todestroy the Antec
onarampage throughasuburbanmall. In practice, few Loyalists
stoop o such recklessness, as they know local law enforcement

iluvi

s Or go

vampires, whether he

would hunt them down and destroy them, often at the behest

of other vampires who acrually value their secrecy.

Ohr
they are considered a fz
ous individuals support the ideology. Most Sabbat have
lictle respect for Loyalists, as they tend to act against their

tio nd
tion only in the sense that numer-

ously, the Loyalists have no orgar

leaders’ order just for the hell of it — or because they should,
Naturally, this contra
own sake results in trouble, complic:
needless conflict more often than not, but nonetheless, the
Loyalists pe

On the inside, however, Loyalists truly believe in their
dersand complain that
the sect has left its ideals by the wayside. The night no longer

to hear a Loyalist el it. s for its

ine

ted missions and

sist

cause. They point at decadent, staid ¢

belongs to the Sabbat, Loyalists contest. Sect is irrelevant

given the modern state of affairs; Sahbat packs are as power-

rabid an.

marilla neonates ¢ use of the

less as C
apathy

dobecause they must, as did the original anarchs and ancitribu
in the nights of the Anarch Revolt.

chs, bec

nd antagonism of their elders. Loyalists do what they

Loyalists accept anyome into their ranks, and they have
no codes or secret rituals to identify themselves to one
another. The Loyalist sect has no hierarchy of responsibili-
ties, and it is largely composed of young Sabbat {though many

ise, they have since

older Sabbat once supported the
S

moved past it). § nong the faction comes from tales of

atus

elders snubbed and derring-do and other escapades of being

“as fucking punk-rock” as a Loyalist can be.

The Loyalists are obviously fairly powerless in the larger
picture of Sabbat politics, but their numbers continue to

grow. Many elders make the mistake of dismissing the Loyal-

ists, but cautious Cainites see the potential (or menace) they

possess, pointing to the Panders as a recent example of what

young Sabbat are capable of.

ONTHE SABBAT FABIANS

We seem not to be ready for this. The fact that this civil
war rages attests to that. The equality of all Sabbat is an
intangible ruse, one tha we pursue, but not everyone pos-
sesses the tenacity to realize it.

We shall lend our backs to the Tzimisce, if only co deny
our ability to the Lasombra, wha obviowsly deny our ideals.
To your memary, General Cunctator:

— Adolphus Grieg, Toreador antitribu Fabian
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L ¥ssER FACTIONS

Fabians, Some

id

THESTATUS QUO
As their name
»as they are

ind key mem

ind shakin;
nly to distrace it fr

nternal st

fany Sabbat leaders bel

ve Great Jyhy

ions of the §

the Camarilla
if the thar thing
the Id, and ralk of radical change in

v increase the

y see as increasing rigid-

vampires. The fa




are good enough, but could get better. This faction include
the most diverse membership of the sect, claiming members

reat many clans and bloodlines. It possesses a bit of

al clour, bur the shift,

allegiances of its members

ich often taper off once they find something more inter-
esting than political diatribe) keeps the faction as one of
relatively minor power.

UL TRA-CONSFRVATIVES

Predictably composed of the eldest members of the Sabbat,
most of whom belong to Clans Lasombrs nisce, the
wionand authoritarianism,

and T

Ultra-Conservatives favor cent

hoping to tum the Sabbat into a military force against the

Antediluvians and the Camarilla.

The time for freedom is over, claim the Ulra-Conserva-
tives. Gehenna looms around the corner, and it's time to
stabilize the Sabbar, lest it fail utterly. The Ultrs

ironically support the acceptance of the Panders, hoping to rely

Conservatives

on them in the coming apocalypse
Ultra-Conservatives favor strong leaders and Monomacy,
ally removing weak leaders through duels. The Black Hand
seems to be slowly

eaning tow

1support of the Ultra-Conser-

mains cha

vatives, butitr cteristically quiet when confronted

with the issue.
Young Cainites see the Ultra-Conservatives as far old
bastards, more likely to use the sect to settle personal vendettas

than o forestall the impending Gehenna. Others view them as

millennialist crackpots, fighting a war against invisible enemies
out of vampiric senility. When confronted with differing arg
ments, however, the Ultra-Conservatives are quick to quote
the Book of Nod, identifying the portents and omens all around
them t f the Antediluv

foretell the awakening of s,

O1nWoren Tzivisce

Not every Tzimisce supports the Sabbat with her whole

heart. Indeed, when it comes to the arcane Tzimisce of the
Old W

against the Sabbat s

orld, few support it at all. Of course, aligning oneself

ood way toend up facing downa pack
at the elders for

of self-important rabble who want to strike

the good of the Sabbat and all such rubbish, so it's often

easier o join the society yet

The
apathetic old cousins, who se
ad di

and then. However, the Sabb,

abstain from its meerings

zimisce of the active sect harbor little love for their

m content to slumber

way in
ry now
Tzimisce reason, at least

rotten castles

embowel a pe

ant for sport e

these vampires keep to themselves instead of plotring away
and

bliviously working the will of the Antediluvians, There
are worse crimes than being an elder, and for all the troubl
itwould take ro annihilate these eldritch Fiends, it's
focus on those worse crimes

asier o

L ASOMBRA ANTITRIBU
In the nights following the Anarch Revolt and the
Convention of Thorns, the Lasombra were quick ro oblirer-

ate their elders and assume their fortunes and power. Those

Lasombra who opposed the Lasombra anarchs met swift and

terrible deaths, To the Lasombra mind, the purge is complere.
In actuality, however, a rogue Keeper arises every now

lla. The
n, as they

and then, often as a staunch supporter of the Cam

Lasombra loathe the elders and antitribic of their cl
remind the Lasombra of precisely why they joined the Sabbat
in the first place. Whil
difference berween a modem Keeper and those who the clan

e some would argue thar there is little

destroyed during the Anarch Movement, Clan Lasomk

is
quick to point out thar it was the anarch Lasombra who set the
pers are what all Sabbar
to their line of reasoning, and not the least of

entire revolution in motion. The Ke

should becom

that transformation is the elimination of rogue elements.

Lasombra antitribu rarely appear more th

none at a time

it would seem the clan has done an excellent job of reinventing
itselfat the expense of what it used to be. Theyare often Moorish
any (if such a word has meaningin

or Spanish in heritage, and r

adopting unlives of piracy,
for whatever reason. The rest of the clan is quick to rout out the
traitor, however, and other Sabbat clans often take cruel glee in

this context) have taken to the ses

the sight of the normally territorial Lasombra uniting in rabid

abandon against one of their erstwhile brethren.

THE ORDER OF S1. B1 AISE
neury, the Church established
ary of 14 saints to protect the plagued masses. One of

InEurope duringthe 14th

an auxil

the 14, St. Blaise, was known for his healing abilities of throat

maladics. It became wide practice at this time that on February

third, devotees would have their throats blessed by a pair of

crossed candles. Cainites active in the Church found it partic

larly ironic that those same blessed throats would provide a
sacred meal for vampires

It also struck some Sabbar thar St. Blaise’s feast day is
February third, the
ancient fire festival. Several Sabbat members thought thar this

ay after the pagan holiday Candlem

coincidence contained some synchronistic irony, and they formed
the secret society and it's defunct monastic counterpart. (Ar the

s inception, the monastery proved remarkably

time of the orde

useful for shielding vampires of the order from the Inquisition. )
Vampires of the Order of St. Bl.
srating themselves into the hierarchy of the R

: lead dangerous unlives,

inte nan Catho-

lic Church. Through careful manipulation of Church resources
and “good works™ done at the community level, members of the
order influence aspects of their cities in ways most Sabbat
aditionally neglect. By establishing herds in soup kitchens and

n buildings from tax status, the Order of St

exempting cert
Blaise expands the Sz
Sabbat cities, rife with murder, rape and skyrocketing crime

evels. Indeed, most

hbat's power on local

rates, see an increase in Church attendance, brought about by

ninthe

desperate mortals’ attemprs to find any salvation th
World of Darkness

Lately, the order has established small cloistered monast

ies throughout the world. Vampires within the sect main

minimal contact with the higher levels of the Church, prefer-
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ring instead to hide among the lower echelons. On the Feast
Day of St. Blaise, the order or its ghouls still provide services,
usually at a large church.

CHILDREN OF THE DRACON
A bizarre knightly order of Tz
dren of the Dracon seem tobe:

mpires, the Chil-
rmore Hellenic features than the
ic heritage of Clan Tzimisce suggests. The C
to be a cultural division, almost like a bloodline, but the
distinction is more artificial than that which would be caused by
adeviation in the vitae,

nisce v

Idren seem

enda of the Children of the Dracon is
unknown, but they seem to be at intellectual adds with the
rest of the Tzimisce. Perhaps th

The exact

is due to some past
transgression, or perhaps it lies in the difference of mortal
stock from which the vampires were originally drawn.
Whatever the case, the Children of the Dracon do not
antagonize the other Tzimisce,

so much as they tak
consistent role of the Devil's Advocate. If the Trimisce
favor asiege, the Children posit the values of holding
if the Fiends support the Inquisition, the Children argue
against giving any faction too much power

bitrary, the Children seem to see
themselves as the warders of their brothers. Apparently, some-
time in the mists of history
affected the n (perhaps resulting in the clan's
oxdd weakness). The Children of the Dracon have swom to
make the Trimisce consider the full gravity of their actions... or
perhaps atone for them.

The T ce report that no Child of the Dracon has ever
held the title of voivade in the clan, and that the Children are
cither incapable of leaming their koldunic magic or they
fastly refuse to. The distincrion meanslittle outside the clan and
faction, and others regard it as a curious family affair.

Although this seems ¢

a Tzimisce made a decision that

atirety of his ¢

stead-

In

RNALISTS

Infernalists -
the Path of Evil Revelations— are not trulya faction within the
Sabbat. Rather, they are a sickness that plagues it. The Sabbat
infernalist serves himselffirst and foremast, or so he thinks. The
veality is much less glamorous.

devil-worshippers, Satanists, followers of

Infernalists have no forma

structure, as they rarely associ-

ate with one another. The business of rrafficking with demons

is downright medieval — the inferna

ist is a lone conjurer,

ing only with devils for his forbidden knowledge.

The practice of infernalism runs contrary to everything
the S: t believes in. While most infernalists see them-
selves as taking a quick route to great power, the truth is that
theyare selling themselves intodemonicservitude. Sconeror
later, the Devil will literally come to collect his due, the
infernalist’s soul. To the Sabbat, such servitude annihilates

the freedom to which the sect is sworn. The sect has had
immense problems with infernalism in the pa and
it. Their great
wn sake, indicates a darker

t, howev

it has created its own Inquisition to coml

success, while laudable for its

Tue DeviL's Due
We present infernalism with much less emphasis in
this book than has been the standard in prior Sabbat

supplements. This is intentional. Much less space has
been devoted to the infernal,
ant to the sect, or to the gam

If you like infernalism in your games, by all means,
use it. Dealing with the Devil predestines a character,
Old Scratch claims her in the end, which strips
alot of the free will and the significance of the vampire's
actions, which, in turn, lessens the impact of Vampire's
theme of standing against the Beast and fighting the
monster one has become.

it is no longer as impor-

howe

Infernalism has been included to this lesser degree for
Storytellers. Sometimes, it’s fun to put the ct

racters in
ly if
they're Sabbat. Do they want quick power? Or is their
freedom more important tothem!?Such moral questions are
thereason for infernalism’s inclusion here, not

conflict with a guy who sold his soul for power, espec

o min-max characters or for cheap shock value.

problem for the secr vy infernalists found and
punished come only asaresult of alarge number of infernalists

to begin with.

UNLIFEIN THE SABBAT

Fraught with violence and unrest, the unlife of the
Sabbat vampire tends to be short, and it often ends in a burst

50 M

of flame or ar the fangs of another Cainite. Between the

nbrace and Final Death, however, much takes place. Cr

ntrigues, run-ins with the Camarilla, political rreachery
Il these unique ev of a

t, however, are no

nts occur during the unli
Cainite. The nightly affairs of the Sab
less fascinaring.

Thefollowingaspectsofunlifeapply predominantly toyoung
vampiresof the sect, whostill travelin packsand observe ritae with
other Sabhat. The unlives of Sabbat elders, by comparison, differ
agreat deal. Sabbat elders generally keep solitary havens and carry
out scheming, sequestered unlive

punctuated by gatherings with
other sect luminaries and nightly plots to cont

il their rivals.
v hypacritically)

Elders of the sect ironically (though some
resemble the eldersof the C

marilla, having acquired great wealth
and some degree of und

ad comfort. They tend to distance
themselves from the packs, spending most of their nights in torpor
or plotring against rivaks. In fact, “sect” seems to have little real

meaning tothe older members of the Sabbat — it appears that they

adopt its trappings only when it would serve to incite a pack of
young vampires against a potential enemy. The Curse of Caine,
timelessness and stagnation, affects the

¢ vampires profoundly, as

they find themselves drawn all to often into the hated Jyhad. In

the end, all thar m:

is that one has become undead, as the

rei

flames of passion for any cause die and the centuries progress
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CreaTioNn RITES
Vampires of the Sabbat perform the E
othervampires, se

nbrace like any
ecting their candidares with all the care or
haplessness that befits them. However, thes

 new vampires
st prove themselves to the sect before being accepred as
True Sabbat

Provir f generally requires participation in a
mbative trial by fire. (This state-
nt is not universally true, however, as some

g onesel
crusade, siege or ather ¢
n

bbat prove
themselves with daring bits of espionage or outstanding

ser

e to another vampire, such a

assisting with a complex
7itus or giving aid to a Sabbar in dire need of it.} Ultimately,

thedecision e tion Rire

veachildethe

shelongs to the

Sven so, such rite:

re n

given without just cause — a
childe who proves an embarrassment to her sire may never
receive her Creation Rites, provided she is not simply de-
stroyed soon after the embarrassment

Vampires who never receive the Creation Rites are not
considered vampires by Sabbat Cainite:

As such, they may
be ordered around, fed on, even sent into battle with no
hance of surviving (as is often the case with mass-Embraces
cities). Sabbar

this; they have not made childer and forced them into

in Camarill

ampires feel no hypocrisy over

demeaning unlives. Instead, they | 1 mon-
ht to be worthy of Sabbar
membership, and thus, full recognit

ave simply cre

sters, who may prove one n

1 as a vampire,

re always officiated by
porarchbishop in the case of an elder's

he rites themselves vary, but they :
the pack priest (ora bish

childe). The sire determines what sort of special, symbolic form
the act should take. Tzimisce, for example, somerimes flesheraft
their childer into hideous monsters, considering the rite to be the
childe’s restoration (or

reration) of his features. Lasombra

Creation Rites often involv

meeting one's sire's sire or reciting
alitany of one’s lineage. Among more violent
Ritesmay involve g

ainites, Creation

ang-style initiation killings, robberies orother
entry-level crimes. A Toreac

or antitribu's Creation Rite may
entail torturing a victim todeath — ever so exquisitely! — while
aMalkavian antitribu might be bound by the wrists to aspeeding
truck, and must chew off his own hands to work himself free
Obviously, Creation Rites are a very personal marrer to
the Sabbat. No two need be exactly alike, but sometimes
ue orall members of a pack use the

ainstylescome intove

at their core, are solitary creatures. In non-

bat cities, some vampires may never come in contact with
others of their kind, or they may see other Cainites only once
in a decade. Solitary, urban predators, vampires stalk the
nights alone, as Caine did so many nights z

e
Vampires of the Sabbat do not practice such solitude.
Sabbarvampires move in packs, rude, unnarural families of

vampires who share a common py

pose. Much like coteries of

Crarrea One: The Swosn or Cane
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Camnires Ex TERRAM

The recruits climbed out of the dank earth, brushing the soil from their clothing. As their captors snatched away
their shovels, the prisoners shifted uneasily. The silence wasunnerving; the open graves seemed to call out to them.

The recruits cowered in the presence of their grinning captors. From studded leather to priestly robes and vestments,

this group had a macabre sense of fashion.

Whar could only have been the “head” priest walked a circle around the group as a drammer beat out the thythm
of a heartbeat. As the priest emptied a vial of red fluid on the ground, he chanted, “As 1 walk, we come to the place
and the time between warlds; a place without place, a time without time; for I am rhe resurrection and the light, he
who drinks of me shall live a new life, with Raphael before me, Gabriel behind me, Michael to my right, Auriel to my
left here in this circle of fire.” The flame moved swiftly in its circular path as the perimeter erupted in flames.

The drum halted as each vampire stood before his captive. The priest bellowed, “If you wish to follow me, you
must leave all behind. Only then can you drink the elixir of life. Now close your eyes, for only in darkness can
you see the true light.”

Aseach candidate closed her eyes, avampire drained her body of blood. The priestcirculated among the motioriless
bodies. Ceremoniously he proclaimed, “The Body of Christ, the Blood of the Sabbat?"

“Amen," replied each soon-to-he sire as he grasped the chalice and smeared an inve
dead recruit sayin

ted ankh onto the head of the
Glory be to Thee, Father of the Undying, Mother of the Unbern. For thy glory flows out rejoicing,
to the ends of the earth.”

virae
'Ashes
s and threw the victims into the open
filled the graves with dirr and covered them with wood.

Afterall the recruits received the mark of Caine, the vampires Embraced them, the eloyir
filling the air. Before the candidates had a chianice to regain a new, undead consciousness, the priest proclaimed,
o ashes, dust to dust!” The vampires struck their childer savagely with shov
graves. Howling, the

garoma of vampir

Vestments fluttering in the wind, the priest walked a circle around the graves, covering the entire area with the
volatile liquid. “The fire purifies all,” he decreed as the area burst into flames, “We rejoice in the power of the flame;
we dance in the light of wisdom and strength; we rise to the mercy of the fire; the fire holds resurrection in its flames.”

The drum grew louder and faster as the priest leapt the flames. The vampires

anced about the fire as the priest
‘hed them with the Vaulderie. Each member drank and then leapt rhe flame.

appre

we all shall rise; li

ned, “Like the phoeni.
to love and serve the Sabbat

s the spectacle continued, the priest exc
we all shall become. Go n

the risen Christ, gods

nis

Asthe flames dispersed, the vampires ed. Only the drummer rem

t of the Sabbat. And God help the city when the drummer's

ned, reducing his rhythm ro a hearths
the be

audienc

rose from their makeshift graves.

wcks ¢
cther by their elders. Whether as simple as ¢

other v

mpires,

n have an overriding reason to have

ot every pack serves an exclusively martial purpose,
however. The Sabbat creates a pack to handle
Spy packs

been put to mbat

nythi

it
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aperformance pack that interprets the Bookof  need:

Nod when the local

e common among the Sword of Caine, as

chbishop oversees the Sermons of Caine,

are te

ms of computer hackers, relic-hunter packs that dig up

k of

d. Some bold (or insane) packs even hunt Lupines, dem-

a pack performs some fundamental function.

forgorten arrifacts or search after fragments of the [
Naturally, most packs have some martial bent — the Sabbat N,

isasectofholy warriors, afterall. Infinite variations on this theme
exist, however. Some packs might specialize in guerrilla warfare
while others scout

head for the packs that follow them. Other
packs may focus on breaking the Masquerade in Camarilla cities,

while still others may have military or police skills thar allk

them to fly aircraft or operate SWAT-grade weaponry. A pack
¢ hand-to
hand combat while yet another pack may be a biker

may practice duels, fighting its enemies in dram:

ng,
lingshotguns through Main Street windows at 60 miles per

hour and then circling in the city park as a challenge for anyone
to come take them on. The variations are as endless and unique
as the vampires who make up the pack in question

onstrating their bravery (or lunacy) by bringing down some
of the world's most dangerous prey.

To the Sabbat vampire, the pack is everything. It is a
surrogate family, in that members share ties of mutual blood
(as embadied by the Vaulderie). This unity does not imply
that the family isn't dysfunctional — packs are some of the
most hellish conglomerations of savage personalities in the
world

bur some level of sympathy always exists, otherwise

the pack simply disbands and the members join another
The pack also funcrions as a spiritual guid

ds the individual members of her |

The priest

k on a journey into
what it means to be a vampire. The family that praystogether,
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DT
staystogether, afterall, and the Sabbat practices an enormous g

amount of By confronting their Beasts — or embracing

s of Sabbat packs have seen each other at

end on the others to help them deal

them me
arst, and they deg

their wi

1 vampire

15 well. Given the intense

with the curse of be

Packs serve
nature of the secr, the ince of the fact thar they are

ind their competitive
oneanother. Whether
n elder during

their lo, g for

abbat vampires often

\ War Party, packs are her packs, and

ck members warch each other's

wmbers want others ¢

L..). Yet, packs

Camarilla sp

cr. Maraudin

even mortal th
short work ¢
n numbers (it's

s likely wirh the mortals,

but hey, still v things

bat leac

suse the packs for their war efforts, forattacks
ders and also, perhaps x

tly, to maintain

irown ci

need to prevent Camarilla vampires from usi

it. Granted, many Can
il

are the Sabbat's

Sabbar's own tactics agair

(asde

vampires are loath to expose themsely

Sabbar when it begins a cr
es with which visiting

in contact. When Cainite moles
e (likely hostile) pack into

dditionally, should

equivalent of social circle

vampires are likely to cc

show up, they'y o fool an er

he Sabbat. The role of the

edom of belon
individual, though, is equally as important as the role of the

group, as far as the sect is concerned.

HaAvENs: DARISHES AND O ASES

Unlike most vampires, who seclude

vate and secretive havens where they can be

of the

eyes, the membe

havens that support entire packs. a full pack may

any given time

ntina particular b
Jin

not always be

Sabbat re

it is not al to find half a de
domicile
thus, as the

priest, that hay
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Sabbar are r heir choice of parishes:  times are abundant

Utility serves oy cavern or evena burne
woods. Special signs

can recognize it

founded

ch, sepulcher, warehe
vampires do enfor 1 the

pack, but even

 may stay in a run-down apartment building if it however, of Lupines learnin

15 the best territor more than one nomadic

werewolf ambush near w

Rirar

Sabbat practi

Of course, because th

ence of the Ancie

wre ubiquitc
explosive traps around

ireas, to prevent incursion by the enemy

Pilgrims, nomadic packs that travel from city to cit
without a pern » make us ases,” or
semi-settled caches of equipment and material. Typically,

pilgrims leaves behind tools and money when




HipiNG FROMTHE HERDS

Your Excellency,

The matter conceming the Most Reverend Galliano,
Bishop of Atlantic City, has been vesolved. It has heen the
finding of thh operative that B:sﬁup Galliano was responsible
for, k Igeable of or supp of crimes
against the Sword of Caine. Herewith:

Excessive secular observation of the auctoritas ritae,
particularly the Blood Feast.

Mamtenance of an entourage numberingno less than 15 ghouls

Diffidence to the Great Jyhad.

Indulgence in feeding toan extent that jeopardized Sabbat
longevity in Adantic Ciry.

Regreuably, Bishop Galliano refused the vedemptive
ritus of contrition, maintaining that his right as bishop super-
seded the “whims of the fallible Black Hand.” I trust that my
alleviation of the threat posed by Bishop Galliano meets with
your approval.

— Shana Windsor of the Black Hand, in a letter to
Archbishop Contrer:

Funanp Games
bbat vampires lead tense
righteous dury against the
Grear Jyhad. Not every night sees the hunt of an elder or the
siege of a city, however, and the

nlives, swom to cternal

“amarilla and Antediluvians in the

hasadopred numerous

ports” with which to pass the time on nights when they

tive sect responsibilities to address.
As a whole, the elder bedy of the Sabt
mes,” seeing them as vulgar and sensel

t looks down on
ss. The elders
admit, however, that fun and games keep the fontsoldiers of the
sect in fine fighting orde

these

Indeed, when an elder thinks the sect
e isn't looking, she may be known toengage ina few herself,
* The Races — A anycar

they can find (police cruisers, delivery vehicles, private cars) and

me in which scct members ste:

take them out on the streets or highways. Invariably, the races

involve ac

lents, crashes, police pursuit and other opportunities
for the Cainites to kill mortals and sometimes feed after the fact.

* Drive-By — The vampires literally perform drive-by
shootings against other vampires (preferably Camarilla, but
rival packs of Sabbar will do). These drive-bys rarely kill the
other vampires, but morr

and it's gre;
fun to see the people supposedly killed get up and crawl to
recuperate. This is one of the ke
employed by the &

® Football — Just like it sounds, football with the Sa
tends to be a bit rough. Normally, packs simply go toa park or

s often get in the w

Masquerade-breaking tactics
bbat during sieges of other citie:

abbat

ime

otherrecreation site and challenge a group of mortals toag
of football. Of course, blood-frenzied vampires with €
and Porence aren’t always the best opponents, and the
play f

ity
abbat
r, 50 the games usually result in broken necks and

legs for the mortals, who are just as likely to meet their deaths
when the vampires “juice up” after the game.

* Trick or Treat? — It need not be Halloween for the
Sabbat to play this game. Trick or Treat usually takes a violent
turn as the homes the Sabbat visits are rarely prepared to offer

cats” during the middle of the summer. Instead, the v
may take their own treats, (killing the residents and drinking
their blood), or they may practice a trick, such as boarding up
the house and setting it on fire with the residents still inside.

mpires

* Human Gladiators — A true bloodsport, rthis game
nvolves capturing two or more mortals, hyping them up on
speed or PCP and turning them loose on each other. The
survivor, it is explained, may keep his life (which may or may
not be true), and to make things interesting for the Sabbat,
they often give the competitors makeshift weapons such as
chains, broken bottles, broken-off broom handles and other
implements that take a long time ro kill their victims bu still
hurt like hell. Some Sabbart eschew this
of a spectator sport the

me, since it is more

n a

wal vampiric endeavor

These are just a few of the pastimes in which the Sabbat
engages. Some packs prefer games of their own invention, and
itis considered the height of Sabbat pack chic to create a game
that others adopt.

SecT JUSTICE
The Sabbat tolera
Sabbar protects it

notreachery. Asany army would, the
crets with a ruthless code of justice. Final
justice rests in the hands of those wronged — most packs
enforce their own punishments — but truly grievous crimes

inst the sect arc punished by the local bishop or archbishop

Crime Punishment
Treason against the sect  Torture and dismemberment, in

fashion the

whatever poe
ncludes being
hrown off buildings, being drawn
ng limhs

“judyge” decides

and que 1, ha
removed, erc.)

reer

Murdering a fellow Sabbat Diableric at the hands of the
murdered vampire's pack {or
a pack of an elder's cho

should the victim have l‘uH
an elder)

Decei
Revealing a Sabbat secret Death by fire, or a Wild Hunt
to one outside the sect  (see Chaprer Five)

ing Sabbat leaders  Burning or fla

ing

Branding or mutilation (often,
the vampire loses a hand)
Blinding, mutilation (often, the

ilure to respond
to a leader’s call

Striking a vampire
of greater station vampiresuffersseveral broken hones)
ing with
amarilla

Assoc

First offense: censure; second

offense: flogging; third offense:
staking or death

mpires
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Failure to accomplish

an important mission

a humiliating narure (such as
assigned by leaders

cting off the vampire's nose,
branding his f
F," dashing out his reeth,

ad with an
c.)
nd

Blood Feast (see L

Chaprer Five) for fellow pack

Displays of cowardice

exicon ¢

members, though the vampire is
usually left undead o atone for
hintself later

A SABBAT L e1CON

The vampires of the Sabbat have evolved their own

specialized patois, much of which takes into account their holy
war on the Antediluvians and the attendant rituals and prac-

es that follow ir. Particularly old

enrecall
terms and phrases that have long since passed into the nights of

Sabbat vampires e

forgotten history. Although many of these terms are in common

se among S

bbat vampires, some of them take on different
nings colloquially, given the lack of formal communication
among sect members. Vampires who would “talk the ralk” are
advised to be aware of everything they say and what it means,
Abbot

of a Sa

me

A vampire or ghoul charged with the maintenance

bbat |

ck's communal haven.
Antitribu Literally, “anti-tribe’
mpires who have tumed their backs on their “parent” clans and
. One notable
et the Lasombra antimbu, who have ab

or “anti-clan.” The antitbu are

now espouse the policies of the Sabbat inst
exception to this ul

doned the Sabbar in favor of independent or Camarilla unlives.
Iy low re

Antinribu are generally held in extre gard by their parent
s, which is especially true in the case of the Lasombea

Archbishop: A vampire who serves as the leader of a city
under the Sabbat's influence.

w every Sabbat-held city

claims an archhishop; some have councils of bishops

ticed by all

Auctoritas Ritae: A collection of 13 rituals p
vampires of the Sab

at, upheld in a manner similar to the
Biblical Ten Commandments.

Bishop: A vampire who serves or advises an archbishop, or a
n a city with the
aid of orhers of equal status. ( Those whoare in the know liken
bishops to the primogen of the Camarilla.)

Black H: abbat. Some refer-
encesallude toanother organization with the same name. The
“true

vampire who maintains Sabbar influenc

d: The secret militia of the

meaning of this term, if there isone, isa matter of much

uncertainty, even
Blood Fe

suspended upside down. Said vicrims serve as refreshment at

mong those who claim to be membe

A victim

or group of victims, bound and

Sabbat functions

Brave: A vampire participating in a war party.

Caini

A vampire. Sabbar vampires use this term in places

where other vampires would use the term Kindred. Sabbat

“Spite” punishment, generally of

vampires accept and claim descent from Caine, while the

Camarilla largely claims him to be a myth,

Cardinal: A Sabbat vampire who oversees the influent
affairs of a larg

rerritory. Each cardinal is attended by a group
of archbishops, who govern affairs on local city levels.

Chief: The le
Code of Milan: An oft-referenced but rarely seen document
developed as a code of conduct for Sahbat vampires. Some
Sabbar scoff ar it, claiming the

der of a war party.

codifying the sect’s hehavior
abb
Column: A permanent pack of Black Hand members,
usually nomadic

runs counter to everything the stands for.

Communal Haven: A single haven shared by an entire pack
Consistor:

The body of advisors to the regent, composed of
key prisci and cardin

Convention of Thorns: The treaty thar supposedly ended the
narch Revolt and resulted in the formation of the Sabbar

Coven: A pack of Sabbar that makes a
a city

manent haven in
sed to differentiate berween “founded” packs and
nomadic packs. Most S

bbat cities host numerous covens, in
addition to providing “hospitality” to a scemingly endless
stream of nomadic packs.

Creation Rites: The special ritual marking a Sabbar vam-
pire as becoming a true member of the sect. The Creal
Rites differ from the Embr

n

ce in that anyone can |

Embraced, but until he receives the Creation Rites, the

recruit is not a member of the Sabbar (and thus, not

considered a vampire...)
Daughters and Sons (of Caine): All v
term with the same meaning is “brothers and sisters
Ductus: The | at pack. This title is a highly
subjective one, sometimes held by the me.

mpires. A similar

sader of a Sabl

nest thug in

wck while acquired through genuine merit or ritual combat

other times. The ductus decides the logistical affairs of her

pack, though the wise ducrus gives careful ear to her
packmates’ voices.

Esbat: A weekly mee
founded

ng held by a pack, whether nomadic or

. Central to the eshats are discussions of events that
affect the pack as well as the awctoritas and ignoblis ritae.

Festivo dello Estinto: The “Festival of the Dead,” a grand
celebration held durir k of April in Sabbat
ny nomadic packs

s the second we

cities. All covensattend the festival

t can make it

il and rough celebration in which Sabbat
vampires prove their loyalty

nd bravery by jumping through
raging fires, Many Sabhar war efforts and other events begin
with fire dances.

Founded Pack: A cover

maintains a permanent hav

1 pack of Sabbat vampires that

v in a city.
Great Jyhad: The war for supremacy in the New World,
begun in the 17th century and arguably raging during the
modern nights.
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Pala
vampire as an assassin or bodyguard, Also known astemplars,

A Sabbat vampire who serves another important

paladins are greatly feared for their disciplined martial
prowess. Paladins are forbidden from membership in the
Black Hand.
Palla Grand,

Hallows Eve, when all Sabbat vampires in a city gather to

A grand and terrible festival held on All

celebrate and revere the sect. It often takes the appearance of
a masquerade ball, and humans are sometimes invited as
guests — or refreshments

Path of Enlightenment: A belief system followed by the

alien members of the Sabbat in place of Humanity. Par

Enlightenment are

wal codes that serve to anchor the
Sabbar vampire against her ravening Beast, though some
pathsencourage “riding” the Beast rather than conrolling it
The maost common paths practiced by the Sabbat include the
thof Caine, the Path of Cathari, the Path of Death and the
ul, the Path of the feral Heart, the Path of Honorable
Accord, the Path of Lilith and the Path of Power and the
Inner Voice. Some Sabbat follow the Path of Evil Revela-
tions, though these vampires are hunted by the Sabbat

nisition as heretics and traitors to the sect.

Priest: The leader of Sabbat ritae in a given pack. The
spiritual leader of a pack, the priest is {theoretically) below
the ductus in “rank,” though this is not true of every pack.

Prior: An abbot (vide).

Priscus: A Sabbat vampire, often quite advanced in age
andjor generation, who advises the regent and cardinals,
Plural prisci

Recru against her will, usually in

the interests of providing cannon fodder for the sect’s con-

An vampire Embraced

quests,

The “leader” of the Sabbat, insofar as the sect

nizes one. Only one regent exists at a time.
Sabl

the machinations of the Antediluvians

1. The vampiric sect that opposes the Camarilla and

A vampire bek
is Sabbat, through and thro

ging to the sect. Usage: Jasmine
, baby

3. A group of vampiresbelonging to the secr. Usage:
Yeah, those Sabbat over there have been giving us the unce over
and | chink the shit's abour to
True Sabbat: A Sabbat who has proven himself to the sect
and has received the Creation Rites

Vaulderie: A mingling of the blood of all vampires in a pack,
which is then consecrated by the pack priest and consumed

by all members of the pack

“bloed tie” that create artificial loyalty to
like a minor blood bond.

Vinculi result from partaking in the Vaulderie

Vinculum:

inother member of one's pac

VULGAR ARGOT
The Sabbat is a violent, hostile, youthful sect, and the

young ones' language reflects as much. Hereafter are some of

Guok 10 THE SassaT
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the (more printable) terms Sabbat vampires casually drop.
Many of these terms take their roots from modern slang, with

added meaning to vampires, and some even transcend the

boundaries of sect, and may be used anywher

Bat: Anelder vampire of the Sabbar, who often has little
in common with younger members of the sect.

Bitch: A probationary pack member, or a Sabbat of
lesser status than the speaker.

Chica: A female Sabbat vampire.

Costello: Dismissive term for the Camarilla. (This is sus-

"

Counting Coup: Taking the head of a fallen foe as a

pected to have arisen after some mispronunciation ¢

trophy (see Headhunter). This pracrice is sometimes called

“scalping

Crowley: A derogatory or dismissive term for followers

of the Path of Evil Revelations, or vampires who make

ostentatious shows of evil for theirown sake. These individu-

als are also known as O

s or Mansons by some packs.

Did: Killed. Usage: Yeah, we did the cop, but anly after we
cavght him snooping avound the bishop's haven.

Dog
infectious carrier of blood-bome diseases (short for plague dog).

Lupine. In certain circles, dog also means an

Go Down: A vampire who, usually out of habir, perve:

sity or derangement, commits sexual acts regardless of his or
her own vampiric impotence. Also known by a hast of other

2 epithets includ;

charmit dick, handjob, hummer, etc.,

7

usually custom-tailored o the specifics of the vampire

question’s behavior.
Headache: Accidentally killing while feeding. Usage:
Danny gave that skinny girl a headache.

Injun or Indian: A member of a nomadic pack

Juice: Blood.

Keg: A “member” of a Blood F
individua

Pi

€. In some packs, these

ls are referred to :

pints or longnecks

p: Avampire
The pimp may procure drug

other indulg

harged with gathering vices for packmates
lcohol, prostitutes, children or any

nces for fellow vampires (or mortals....).
Pipes: An exceptional failure, or an object of derision.
That scouting rn you guys did was the pipes

A member of the goth subculrure
who“dresses like a vampire.” Al

Shovelhead: A Sabbat vampire created duringa siege or
other event that necessitated the “quick and dirty” mass
Embrace. Akso known as a Thwack or a Clang (after the

Poe

specially one

50 known as Shelleys or Byrons,

sound a shovel to the head makes, presumably), which is
sometimes used as a verb.

Tongue: Sabbat propaganda, or a Sabbar proselytizer,

often spread amang the anarchs of Camarilla cicies.
V: A vampire
Vato: A male Sabbat vampire.
Witch: Irreverent rerm for a pack priest, be
earshot of the individual in question.

Orn Form

Despite its war on the elders, the Sabbat claims some

ised out of

tre

members who are quite advanced in age themselves. These
vampites recall the nights when the Sabbat was horn, and

have carried over or adopted phrases as old as they are.
Beware the vampire who speaks in the tongue of the
Sabbat elders, for she is surely formidable and wicked
beyond belief

Angellis Arer: The “black ang

often young vampires who embrac:

of Clan Lasombra,

and
shallow evils of the modern night in blatant attempts to

the stereotypical

become monsters.

Kamu

A nomadic pack of Sabbat formed for a specific

“amarilla cities

purpose, such as hunting Lupines, scouting C
or exposing heretics.
Lacheur: A young Sa

May be used to refer to any young vampire in some ca

bhat, particularly an insolent one.
s,

Manus Nigrum: A mysterious subsect of the Sabbar, or
one entirely independent about which very little is known.
Younger vampires refer to this group, apparently erroneously,
as the Black Hand.

Revenants: Individuals whoare born asghouls. Revenants
g with the blood
of their undead masters in their veins that it now passes on to

arefamiliesofghouls that have existed forso |

an

each of their descendants as well. The vampires of
misce seem to use revenants most often, and they are often

held in suspicion by orhers who know of their natures.

Shakari: The cldest vampiresamong the Assamite antitriby
Sword of Caine: The Sabbat.
Voivode: The le

postulat

der of Clan Tzimisce. Some vampires

nd the title is one of
ignificance to only the Fiends themselves

that there is nosingle voivode,

inscrutable s

Criarrer One: The Swon of Cane




Hewho makes a beast of himself
aetsnid of the painof being a man,

— Drx. Johnson

TheS

posed of 14 clans and bloodlines, the sect possesses adiversityof

bbat claimsa very cosmopolitan merfibership. Gt

lineage not found in any other society of vampires. However,
because the sect is smaller than the Camarilla, a greater number
ofclansand bloodlines means that each consanguinity has fewer
“mainstream”
Brujah may number in the thousands, only several hundred

members. For example, while the number o

Brujah antitvibu populate the ranks of the Sabbar.

TheSabbat has little problem with this, though, as it prides

itself on the diversity, individuality and freedom of its members

Whowants to be just another cog in the Ventrue machine when

one.can be a member of the few, the proud, the Ventrue antirribu
This chapter explores the new clans and bloodlines that
belong ro the Sword of Caine. The majority of the sect consists

of members of the Lasombra and Tzimisce clans, which are

detailed in Chapter Two of Vampire: The Masquerade.

Fis




Assassins posed, the Camarilla subjected C

powerful Tremere ¢ ering the Assamites unabl

urse, rer

partake of Cainite vitae, w

ethical codes.

as core to many Assamite's

Not every Assamite suc bed to the ol

wever. A few bold Assamites, led by the first hulul

Numair, went into hidir the ts that fol
al-Numair

Sabbat, w

vl his band of

| assassins joined rthe ye

out of defiance to the Camarilla than support

sect'sstill-nascent philosophy. Since that time, how
the Assamite

w have as

sume

an important

role in the Sabbat and

b

come some of the most

feared members of the no

torious Black H

Assamite antitribuserve the

clan first and the Sabba
though many of their beliefs coincide
with those of the sect. Unlike members of

their original clan, Assamite ne do not
revere Hagim. Rather, they see him as they s

of the loathed Antediluvian

15 a corrupt, malig

nant force that will one

t rise and devour his

children. Instead, Assamite antieribu seek to grow

everclosertoCaine,

whom the mainstream A

d as an abomi

seem tobe on fairly civil terms, tf nooutsider has

come up with a credible
Assamite an

why. Indeed, the

mainstream brethren, whom t

useem tok iteur over their

ey chide merci-
lessly

for accepting the Camarilla’s curse even
after they have broken it

Like the meml

nal clan,
Assamites are masters of assassination and silent
killing. The An
martial addition
lack

liance without them. Many Assamite antitri

of their orij

of Caine are a valuable
the Sabba

wod deal of prowess and tactical bril

t, which would

0
attain significant military rank in the secr, and
many more go on to become some of the sect’s

n Assamite toa belong to exclusively Assamite a

becoming
diverse packs

ASSAMITE ANTITRIBU

and more of them hay

their faith is v

shall rec

will have
follow |

mibu p

t conv

In the nights following the Anarch Revolt and the  greatest killer-heroes, leaving the corpses and ashes of fallen
Convention Thorns, Clan Assamite found itself in a infidels to mark rtheir silent passing

deadly predicament. In light of the overwhelming opposition Assamite antitribu do not typically assume the re
posed by the young Camarilla, the Assamites became targets  pack priests, though many become

for the ire of all vampires. To temper the threat the Saracen  or assassination is their pack's purpose. Mc

sh more

tken this mold
tions to more

not proselyrize

yasthe non-Sabbat clan does,

g others to
vity. In the end, Caine

wi, and others




Nickname: Angels of Caine

Assamite antitribu bear similar appear-

Appearancy
ances to their non-Sabbat counterparts, though
antitribu bear the f
Elders we

ny more
ures of European or mixed cultures.
wr traditional Middle Eastern or Mesopotamian
rh, while young Assamite antitribu favor a more modem
wardrobe, even adopting

tic garh to better hide

ang or
among these violent subcultures, As with the Assamites, an
Assamite antitribu's skin grows darker as the Cainite ages.
Haven: Assamite antimbufavor communal havens, which
ay take the form of pack havens, assassins' cells of other
Assamite antitribu or other

avored
1 slums

“nests” of vampires.

locations include refrigerated warehouses, abandon

and slaughterhouses, where bodies may be disposed of with
minimal difficulty.

Background: Most members of the Assamite antimibu
hail from Middle Eastern, North African or Asiatic cultures,
though these may be se
I More especially
among the higher generations — lineage has grown less
important, taking a back seat ro ability. Newly Embi 1
Assamite antitribu do not typically become active in the sect

| generations removed from their

erd

aces of origin. and more, however —

immediately, serving seven-year “apprenticeships” at Black
Hand str

gholds or under the guidance of skilled masters
instead. These mustajib — deserving ones
themsely ing offered the opportunity

must prove

s to the clan before

w prove themselves to the sect.

reation: Assamite antitribu can come from
srethnic stock, though Middle nd North
e is still the most common. Like non-Sabbat
Assamites, many Assamite antitribiare ex-soldiers, erimi-
nals, holy men and explorers. Their Natures are osually
brusque and direct (and likely violent), but their Demeanars
can be anything at all. Physical Artributes tend to be primary
among rhe Assamite antimibu, as do Skills: Common Back-
Angels of Caine include Black Hand
Membership, Mentor, Generation and. sometimes Sabhar
Sratus. Many Assamite antitribufollowthe Path of Caine, and
assuch, the Assamite antitribu are often regarded as heretical
by their parent clan.

Clan Discipliness Celerity, Obfuscate, Quictus

Weaknesses: The Assamite antitribu never suffered the
curse that the Camarilla placed on rhe mainstream clar.
While the Assamites are only now returning to the bloodlust,
endemic to those of Haqim's line, theandifribihave possessed

this weakness all along

Character

“astern i

grounds for the

amite antitribu become addicted to Cainite vitae
Whenever an Assamite antimibu drinks the hlood of

another vampire, he may becomelificted. THEEHISRRE

easily

SICREOTYPES
Camarilla: Scavengers playing at being lions.
Sabbat: | against my brother; my brother and I
against our cousing my cousin and | against the stranger.

Tue View FrRom WiTHOUT

The Camarilla

Antitribu? What's the difference? A killer's a killer,
Maybe rthese guys are even more untrustworthy than
their independent kin, but how can you' tell when
Assamites are concerned?

Stevie “The Butcher” Reno, Sheriff of Houston

The Sabbat

Beneath their facade of sincerity lies a dead heart of
treachery. For the time being, how: theyare useful enough

— Laika, Tzimisce koldun

The Independents

It is true they are heretics. But when matters of faith
arise, who can say which Child of Ca
Perhaps our righteousness shall seal our damy
should the heretics eme

ne is correct!

on,

ge, proven correct, when
Gehenna arrives.

— Khuf Ramalza, Assamite rafiq

make a Self-Control roll (difficulty 3 + the number of blood
points

Assamite has

ak

n). If the player fails the roll, the
become addicted. Once addicted, every time an Assamite
antitribu partakes of vampire blood, the player must make
another Self-Control roll (difficulty 6) or succumb ro frenzy,
in which he will take as' much blood from his vessel as
passible. Storytellers'should encourage players to roleplay
this eraving for undead vitae — Assam
subjugate their bloodlust, they indulge it.

Organizations The Assamite antitribu maintaina structure
similar to that of the original Clan Assamire. \hmi»m ollow
a hierarchy; unusual among the clans of the (because
‘mosr other clans devore their dury ro the sect first). Instead of
the Old Man of the Mouniin, however, the Assamite antitribu
follow the guidance of the hulul, the eldest member of the clan.
Every 100 years, the Assamite anatribu riually destroy their
hubiel as an offering to Caine, and one member of the clan is
Selectedro partake of the slain vampire's blood and become the
new hulil. The fudil is attended and advised by the shakari, the
wisest and most accomplished members of the clan. Vampires
below these stations aperate much like normal Assamires do,
takingassassination contracts and indulging inwantondiablerie.

e antitribu do not

Quote: Youare so frail, | am almost ashamed to take your

1 Counrren Two: Anoun e Fiies




Broon BROTHFERS

Conceived and created in crumbling Old World castles while the existing Blood Brothers have typical Sabbat rates of
and chantries by the new inished Tremere anatribu and a Final Death. Blood Brothers cannot Embrace (a fail-safe put
few twisted Tzimisce sarcerers, the Blood Brothers are an in place by clever experimenters who had no desire to repeat

artificially engineered bloodline of shock troops and servi- — the Gargoyle fiasco), yet they are vampires in every other

|
ously succes

The Blood Brothers are the dul re

It respect, including tl
nding, intended to create Nickname: |
1 cell of servants that thoughe and act Appearance
e Blood Brothers are a hive mind, Brothers look exactly like of
sharing the same conscious thoughts and experiencing their  shave their bodies
surrounding

e ability to create ghouls

extensive experiments in bload |

nsteins

1as one.

arring a few scars here and there, Blood

To some degree her members of their circle. Most

sefore the Embrace, ensuringan

complete

vicariously through other members of their erernity of hairlessness, though this is not

m}x.mu. the case. Additionally, many
U Plood Brothers tattoc

numbers or

individual “chapte circles. This link allows

them 1o work effec art from each other the

Bloodline excels at coordinated combat missions

other symbols on their bodies before
nd espionage, provided no one realizes what their Embrace (often

they are (which, due to their rarity and the  the

s the neck,
difficulty of their creation, is unlikely). They sometimeson their stom
practice an unusual, disturbing Discipline
that allows them to
I the
even capitalize on their shared minds.

Blood

exclusive packs, in which they un

achs or ankles), which

joan” their limbs to identify which circle they

oneanothe compatriotsand

g to and in what

pacity. Blood Brathers

rothers commonly form mostoftendressinstyles

ar to that of the
skinhead cul

s Tshirts, je

dergo Tzimisce flesherafting to make

mselves

exactly
alike the

berter to un

wry-surplus

and |

penders. They

settle their foes cultivate their

bloodline is notor image for

its lack of personal drive

of obvious, but not
makesitsmembers ideal servants; n

stentatious, menace
master needs to fear the Blood Broth
ers' fa at his throat. Unfortunately,
thel

nd it v

line has very little crearivity,
lly lacks the ability to out

maneuveropponents or outthink them
which is a flaw common to any enforced
conformity. This is not to say the Brot

are dull-witted orslow; rather, they donot
possess much self-awareness

Few outside the Sabbat have
come in contact with the Blood
Brothers, and fewerstill have escaped
to tell about it. Indeed, not many
Sabbar have dealt with the Fran-
kensteins, or even know about
them. Blood Brothers have be- 3
come increasingly uncommon in

the modern nights, mostly due to

the fact that the Tremere a

nolonger exist tocreate new ones




AWorpoNB1LOOD BROTHERS

Blood Brothers are intended more as a Storyteller
device than as a bloodline for players to portray. There aren’t
a huge amount of roleplaying opportunities open to a family
of servants with little personal drive. The decision to allow
s to- play members of this bloodline is,
ler’s to make, but we don't re

alw
mmend it.

ter knows a good deal about
the Sabbat, it's unlikely she’s ever even heard of the Blood
Brothers, let alone known one. Remember to keep your
knowledgeand your character'sknowledge distinet, toberter
enjoy the mystery and horror of Vampire: The Masquerade.

s, the

Players, unless yourd

Haw,

ever haven their master o patron keeps for them, which

: Blood Brothers most frequently stay in what-

may even be part of the mast

'sown. Blood Brothers always
stay with each other in communal havens. Some critics
speculate that the undead mind of the Blood Brother in
incapal

of coping with situations of prolonged absence
from other members of his circle, but the few notable
individual vampires of the bloodline have proven able to
adapt to this eventuality.

Background: The Blood Brother's background ceases
to have relevance

ter his Embrace. Vampires of this
bloodline become devored entirely to their circle and secr,
and all other concemns vanish. Tzimisce

W Tremere
antitribu, in the past) usually select moreal families, gangs or
other extant groups-from which to create Blood Brothers,
capitalizing on the conformity and camaraderie therein:
Female members are exceeding rare, but at least one has
been reputably reported

Character BloodBrothers havé uncompli-
cated, martial concepts, but_thése often matter little to the
vampire in question. Most are simple vampires, with similar
Natures and De ws. Physical Areributes are almost al-
waysy are Skills. All Blood Brathersin a circle must
begin the game with the same Generation; the bloodline
pursues few other Backgrounds other than Mentor and Re-
sources. Few Blood Brothers have the initiative or contacts to
learn Disciplines outside these the bloodline develops nor-
mally. Blood Brothers tend tauphold Humaniey, ofren becaise
they don't know any differently, though these seores often
drop quite low before too Idng.

Clan Disciplines: Fortitude, Potence; Sanguinus

eatiol

imary

STERFOTYPES
They are theenemy, | am told.

Tue View FrRom WiTHOUT

The Camarilla

Oh, right, like there’s any such thing as Blood
Brothers. And we drink infant’s eyeball fluid and bite the
heads off bats and take out our ribs so we can blow
ourselves, too. For Caine’s sake, isn’t there anything you
fools think the Tremere haven't done

— Everett Thi

The Sabbar

With such practices, we place ourselve:
same ranks as the Camarilla and the man
Antediluvians. [ cannot approve.

Lutz Persson, Lasombra Bishop of Oslo{Contested)
The Independents

Tremere apprentice

Ihaveother matters to worry about than bedtime stories.
— Pisanoh Heestapolapiquatl, Giovanni thanatologist

Wi

must be cre

aknesse:

Blood Brothers may not Embrace — they
dvi,

Thaumaturgy or sorc

us rituals. Should

a Blood Brother

tempt to Embr
simply dies, robbed of all her blood

e a mortal, that mortal

The Frankensteins also feel each other's pain. If one
takes dan

, every Blood Brother of the circle suffers the
same wound penalty for thenext tum. Only the greatest
wound penalty applies < if two are wounded

ll members of
thecircle (including the less wounded one) s

fer the lar,
penalty. This effect is not cumulative, though all members
may feel wound penalties for multiple rounds (assuming one
of their number suffers damageevery turn).

Organizationz For most Blood Brothers, unlife begins and
ends with the circle, which consists of three to seven members.
They may attend other Sabbat functions, but their master or
patron dictares most of their purpose, Blood Brothers feel no
inherent allegiance to other circles, abové and beyond thar of
duty to the Sabbat. The bloodline treats others with cold defer-
ence, and its members seem somewhat reluctant to let outsiders
know much about it. Perhaps theirends are best served in secrecy.

Quote: You are not suppased.to be here. We will show you
the way out; one piece ata time, if needs be




BRUJAH ANTITRIBU

During the Anarch Revolt, the young majority of Clan Of late, many Brujah antiribu have grown fruserated

Brujah was the first and most vocal to rally to the cause. The withtheanti adership of the Lasombraand Tzimisce,

elders of the clan, after a passing interest in the challenge o and they lotred their own spectacular plans and won

s status quo, judged the anarchs to be in error embers of this clan find places

Aftermuch debate and posturing, the elders and loyal childer imong the Loyalist faction, and some few manage to tran

of Clan Brujah turned their backs of the “daft and dangerous” scend their atavistic urges to

As aresul, the

vampires who called themselves anarc hecome productive merr
of the Black Hand o Ingui

sition. Indeed, the Brujah

Brujah anarchs, who almost unanimously refused to bow

o the Convention of Thoms, bear a rremendous griev-

ance against the parent clan ntitvibu seem 1o be on the

and support the Sabbat with cusp of something momen

fervor. Unlike Camarilla d only time will tell
Brujah, Sabbat Bru

ten feel very strongly for

ah of what theirr

their sect while
Camarilla Brujah bemoan
their apathetic elders and

spend their nights fighting in
the parking lots of punk rock
nightclubs, the Brujah an
taken the Grear Jyhad ro the ¢
Antediluvians themselve

Of all the clans of the Sabbat, the

Brujah anditribu ar

y the most like

ences. The clan not only

enthusiasm, it takes an active part in the ly

conguest and Jyhad that has made the recent

Sabbar war effort so successful. Although still

waters may tun deep, the sanguinary turbulence

among the Brujah antimbu does not indicate a

lack of intellect or profundity on their part

Brujah anditribu make brutal shock troops
and effective footsoldiers for the Sabbat, and they find

their greatest comfort in this role. Ruthless and vicious

to the last, the Brujah antitribu enjoy their martial roles
As the Damned, they reason, why not induly

violence and sadism to pass the innumer

dissidents find their place among the Sabbar Brujah than

in the ranks of the Cam:

a, but that seems to be because

the Brujah antitritu have better luck — or skill — choosing

childer who are not so arbitrarily contrary
The Sabbat Brujah are likely the most numerous non-

Lasombra or Tzimisce members of the Sabbar, due to the fact

that the clan isthe least disposed toseeingthe big picture. They

take what they want when they want it, whether it is new

childer, desirable vessels, shares of their ciries' vice trade of the
maney in your packet, and woe be to whomever would stand in
their way. Other Sabbat frequently consider the Brujah,

ideology to the Sabbar's original intent — freedom,

and classless, while the clan sees itself as the ¢




Nickname: Brutes

Appearance: Brujah antitribu want to scare the hell out
of those who look on them. Shocking hairstyles, painful
piercings, tartoos and severe clothing all earmark the mem-
bersof the Bru;

antitribu, Some packs composed exclusively
of Brujah antitribu adopt similar styles of dress, like urban

gangs, while individual Brutes tend to affect whatever makes

everyone around them uncomfortable (which take:

some
doingamony the Sabbat). Members of this clan may resemble
punks,
they feel like, pal.

angsters, Mafiosi, soldiers of fortune or anything else

Haven: When the Brujah antitibu bother with estab-
lishing a private haven, it tends to occupy the back corners of
their minds 1 able
why would you go rhere”
places enjoy favor among the clan. For the most

As such, abandor wtions, disrepu

g

nightclubs, churches and other

art, how-

ever, Brujah anticribu don’t give a toss about where they stay.

Afterall, haven maintenance is someone else's responsibilicy
the Brujah antitribu have asses to kick.
Background: The Brujah antimbu select childer from a
wide range of backgrounds; members have very little in
common other than nasty, rebellious natures and

penchant
for violence. Most Brujah antmbu hail from blue-collar

upbringings, and few have completed much in the way of

tion, but aside from those broad caveats, Brutes
Embrace whomever they think would be useful or my
Cl

they display a wide variery of

formal edu
an

acter Creation: Brutes o

y have any concept, and
atures and Demeanors (which
tend toward the martial or sadistic). Physical Attributes tend
to be primary, lents and Skills. Brujah anatribu tend
to forego Backgrounds, considering them weak ties to the
mortal world, but a growing minority have some form of
Resources (generally from illegal or clandestine operations).
Sabbat Brujah tend ro uphiold Humaniry throughout their
entire unlives, less out of moral preference than asimple lack
ofinterest the philosophies of more rigorous ethical codes. Of
course, these Humanity Traits tend tohover around the 4-6
level, and those rare Brujah antitribu who achieve more than
a century of unlife have low scores indeed. Most are barely
le to keep their Beasts at bay
Clan Disciplines: Celerity, Potence, Presence

are
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STEREOTYPES
Camarilla: Roll over and kiss your masters' feet, cowards.
Sabbat: As long as it doesn't get in my way, I'm all for ir.
When it starts telling me what I can and can’t do, I'm going
tohave to take a look at what it does for me to make up for it

Tre View From WiTHoOUT
The Camarilla
Mindless doesn't necessarily mean stupid, but they're
not mutually exclusive. The antitribu embody all thar is
weak and flawed in Clan Brujah,
— Horatio Ballard, Ventrue industrialist
The Sabbat

Too brutal to trust; too simple not to.

— Van Bailey, ductus of the Riverside Cutthroats

The Independents

Their lack of sophistication makes them easy to win
aver to your way of thinking; but they're narigdod for
much more than hurting others. Still, that can be useful.

— Verdigris, Setite mistress

Weaknesses: Like Camarilla Brujah, Sabbat Brujah
have the same undead passion and inélination toward excite-

ment buming intheirblood. All frenay difficulries increase by
two for Brujah antimibu charagferf, to a maximum of 10
Brujah antitribu tend to be les€ offended abou

their

moods'thian Camarilla Brujth, apd many take perverse plea-
their bailing tempers
tion: Organizati
cept tmany Brujah ancirribi, who prefer to take things one
night ara time and do what they will whenever they get the
urge. Brutes sometimes support the idealsof the Loyalists, and
enjoy the lack of formality associated with allegi
cause. The Brujah antitribu sometimes hold Raves (and, less
frequently, Rants) like the Brujahof the Camarilla, though
these bashes are more likely toa@Volve around carnag
wanton destructionithan discussioniand debate.
Quote: Fuek! Did you see how easy that'guy's arm popped
off? I barely pulled enit! These fucking juicebags make me sick

n is an uncomfortable con.

nce to that

and




Feral and untamed, the Gangrel ant

1 the Gar
ntitribu

heady rush ¢

vampires

1o

GANGRFL ANTITRIBU

bu show an animalistic face t

The Sabbs

from the Camari

exadus. Many \\|||~|\r of “sle
the facz that thy
1s a whole seer

pparent r.\-umm of the defectc

tures. T}

lution, when cities

in the wake
than their Country Gangrel sibl

s the refuse and alleys of the cit

Sat Having

the Sabbat Gangrel

hose skill in the pursuit

d. The clan include leslayers and savage berserkersalike, and

htothe

eir foes lends a powerf
c bullies like the F

l r mindless
wever, Rather, they are instinctive,

:thrill of the huntalmostas much as the

at Gangrel have seen a recent influx of defectors
h few of th

a in recent nights, tho

seem to want to share the reasc : behind the

horrors” awakened, and

weall along.” The sect
turn of events and the
peakia

irban preda

out their
ver it is that s

themsel » two sub-cl

divide

e occurred in
rel, know
interparts, shunning soci

1s lone hunters. They reseml

wrtal legend, posses

imal forms and

C

ountry Gi ort the Sabbat as

imal contacts to

Tiors, using

the resources of tf e

wds, a certain feu

in the ciries,

and spreading terror

of their |mlm- |m animalistic

other Gar

infest

other Gangrel, however, Gangrel of

ize theimportance of watchingeach other's

iese tumultuous r re Gehenna,
itlands alike harl

1 betrer chance of

vy dangers, and

il does. In this way

emulating




Nickname: Hunrers
Appearance: Most Gangrel don't give a damn about
theirapp to function-
ality. They typically appear sloppy or disheveled. Despite
handonment of their Gypsy heritage, many C
still bear swarthy features and dark hair.

their angrel

have adopted the slic Jfthe mortal world,

thatallows them

nouflage
stalk their prey with grearer ease. Often Gangrel are

but only as a form of

braced without a great deal of forethought, and many still

bear unsh:

en beards or unkempt hair (though they may
remedy these rugged fearures as they rise each night, if they
wish).

H angrel of both ilk are equally at home in the
ground, under rocks or hidden behind garbage cans. Most

Gangrel eschew permanent havens, communal or otherwise,
and have adopted the nomadic unlifestyle. Any place a
Gangrel may rise at sunset and stalk her prey is fine. Gangrel
also keep fe

possessions other than what they can easily

carry, so they have no real need for a place to cache large

collections of helongings.

ackground: Gangrel antieribu draw their childer from

the ranks of those who possess a tenacity or survival instinct
Sabbat Gangrel often Embr

when they bather to Embra

ki

Uncomplicated folk, ce indi-

viduals like themselve; eatall,

sothatthey may have p

esof similar outleoks. Stuangely

enough, Hunters often
childer, perhaps out of a

and mentors to. their
alphate theirpack
members. City Gangrel choose particularly resilient folk for
their childer, or those who would bear a grdge against the
mortal world; thus, many City Gangrel come from the ranks
of the homeless or foreign culturgs resigned to ghettoes in the

vast urhan sprawls. For some inexplicable reason, many of the
Country Gangrel in North America scem to have Native
American ancestry, and somesuspect this has a good ¢
do with the

\bbat's prominence-during the time of the

American Manifest Desting.

Character Creation: Most Country €
ers, driftersand the like while
concepts like soldfers or tra
Att
ngrel displ

ngrel are ouesid-

iry Gangrel favor mote social
eling entertainérs. Physical
butes are most ofteny primary, though many Sabhar
vy keen Wits and Perception. Gangrel antitibu
favor Talents almost universallyZAsmentioned before, many
Sabbat Gangrel have Mentors, and some few becomé Black
Hand members or accomplished Sabbat with some measure
of Sabbat Status. WhenGangrel forsaké Humanity, it is
usually in favor of'the Path.of the Feral Heart or, fu
common, the heretical Path of Lilith

Clan Disciplines: Animalism, Fortitude, Protean (for Coun-
try Gangrel); Celerity, Obfuscare, Protean (for Gity Gangrel)

less

STEREOTYDES
Camarilla: Fools! If the Antediluvians do not exist,
why have so many of you left the ivory tower to join us?
Sabbat: A fine pride of night monsters, with a few
gentrified exceptions.

The View From WitHouTt

The Camarilla

If they do for the Sabbat what the Gangrel did for us,
the Black Hand's welcome o "em.

— Cinda Lowell, Toreador novelist

The Sabbat

I' miss the nights of Transylvanian legend; when
such beasts curled at our feet in our manors or died on our
spears in the woods. They have become so shiftlessin the
past few centuries.

— Count Vladimir Rustovich; Tzimisce vaivode

The Independents

Well, at least they’ve given up those ludicrouselaims
of romani blood.

— Aleksandr, Ravnos nomad

Weaknesses: As with other Gangrel, the Beast Within

never lurks toofar from Sabbat Gangrel, ngitsindelible mark

on theirbodies. Whenever a Sabbat Gangrel fres she gainsan

animalistic feature. The Storyteller and the player should work
ragether todetermine this feature, Every five of these fearures
acquired reduces one of the Gangrel's Social Attributes by one
(Storyteller's choice as w0 which is most appropriate). These
animal rrairs should be subtle yer unnerving

pronounced fang

a tough hide,

, slitted pupils, et cetera. In recent nights, many

Ciry Gangrelseem to haveacquired the features of urban animals,
like rats, pigeons, dogs and everrcertain.insecrs,

Organi:
certain animasity toward each other, whichyis likely a resulr of

Country Gangrel and Cigy Gangrel bea

the clan’s division so many centuries ago. City Gangrel believe
their Country brethren to be bumpkins and nust
Country Gz

vhile the
grel feel thar the Ciry Gangsel have debased
themselves, becoming carrionzeaters anddwellers-in-trash. This
dispute appearsto be primarilya“@mily matter,” however, and
few ourside the sect see it, because the Gangrel certainly don't
wdvertise. Gangrel antitribu tend to respect accomplishment
among their menthérs, aRAMARY gnass some degroe of temporal
power in the sect (often to their chagrin). Rather than shirk
their sect responsibilities, however, the Gangrel antitribu bear

their burdens with a certain savage nobiliry

Quotes: Warch cavefully — if you bite ot prey like chis, you
veduce the sprarvofblod from thereins, which means mure for youand
less waste. Just lsage the body behindichat dumpster and we'll mouve on
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HARBINGFRS OF SKULLS

A recentaddition tothe Sabbat, the bloodline calling itself the
claims a history of treachery, for which it seeks to exace a hellish ve

{arbingers of Skulls
cance. Members

of the bloodline are quite powerful without exception, and they claim to have returned

from their banishment to the realms of the

. Long ago, they whisper,
rogue society of sorcerers hunted them for th

r blood, stealing immortal-
ity to further their own arcane lusts for power.

Few Sabbat believe this fairy tale of ancient injustice in these
maodern nights, but the Harbingers are afforded a wide berth nonethe-
les:

given the immense potency of their magics and their discomforting
eccentricity, The Harbingers of Skulls are nec r with
(and some say exceeding) the dreaded Giovanni, surrounding them-
selves with miasmas of death, murder and mortification, all toward the

IMAncers on |

end of righting their legendary wrong. [t would seem, however, that for
all their polemics, something rots below the surface they present. Like the
corpses they themselves resemble, something eats away at them from within.

The Harbingers of Skulls ha
few years, and few of the

been members of the Sabbat for only a

youngest members of the sect have ever heard of
them, let alone seen one. Apparently, one of their number came forth with
aproposition tothe cardinals, prisci and regent, who conferred and welcomed
the Harbingers to the Sword of Caine. Since then, the Harbingers of Skulls
have amassed unheard-of power in the sect (given their small number, which
is estimared in the low hundreds). The Black Hand, the Inqui
the ranks of the prisci now ¢

nd ev

ition

im members of the Harbingers among them
Scions of the Sabhat appear to reap great benefits from the Ha

magic, maintaining contact with fallen allies or tormenting
beyond the wall of Final Death. Indeed, the Harbingers seem more than willing to
offer aid to Sabbat compatriots — in exchange for favors to |

Cursed by C
flay the

determined later

ine’s blood with the countenances of corpses, the Harbingers often
ered, grave-tainted flesh from their heads, leaving them with the
grinning ricrus of their namesake. Masks and ceremony p

y an important part in

the bloodline's culture

wnd elders among these Cainites maintain vast collections

of ritual masks and implements that they wear and use in their necromantic

Ithas been rumored that the vitae in their veins is ancient and quite potent, and
perhaps their claims of grandiose history are not far from the mark. Whatever
the case, the Harbingers of Skulls simply ignore inconvenient lines of question-
ing, preferring instead to spend their hours amid the tombstones of cemeteries
or in deep contemplation of the powers of the dead.

Nickname:
the dead)

Appearance: The Harbingers of Skulls have
appes

azarenes (after Lazarus, who observed Christ’s return from

0 emaciared, corpselike
ance, accentuated by flesh that shrinks to fit the vampires' skulls. They
are seldom seen outside their havens or the secret halls where powerful Sabbat
convene to plot their intrigues. Harbingers prefer loose-fitting, flowing cloaks

and burial shrouds, the better to represent their death magic and make dramatic
impressions.

Haven: Ha

bingers of Skulls never belong to packs, and thus, they never
s with packs (unless doing so is temporary — the Sabbat rumor-
mill is rife with tales of a Harbinger c:

make theirh

ling himselfthe Capuchin accepting brief
from certain packs, priests or ducti). L

hos|

alic

wzarenes prefer their own,
privite havens, which often have laboratory annexes where they may conduct
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AWoRrDON HARBINGERS OF SHULLS
Like the Blood Brothers, Harbingers of Skulls are
not intended for players to portray. Unless the Story-
teller plans on munning

n elders game, it is impossible to
create a Harbinger of Skulls under the new character
generation system.

Harbingers of Skulls are all ac least eighth genera-
tion, and hundreds (if not thousands) of years old. Most
ve more D

iplines than many s

could-easily prove-amatch for the wiliest-Taimisce or
maost duplicitous Lasombra elder. In fact
Harbinger predates the Sabbar altogethes

lmost every

The battom line is, don’t do ir, unless you really,
really want to, and even then, Storytellers are encouraged
to put the kibosh on your plans. Storytellers, choose
wisely when allowing players to portray these types of
characters. Millennia-old vampires aren't likely to pick
people off the street and tuen them into vampires, and
they’re better off being used for you to weave your elabo-
rate plotlines than as powerhouse players’ cha

acters.
Also, don't ler

vour players’ knowledge color their
characters’ knowledge in this matter. In the World of
Darkness, there's no master Vampire book for characters
o consult on these matters of mystery. Ler them unearth

the secrets of the malignant world for themselves.

thei

isly studies. Such havens tend to be far from prying or
beneath places like cemeteries, mausoleums,
gues and slaughterhouses.

Background: The backgrounds of thase who become
Harbingers of Skulls is unknown — it is believed ghat the
bloodline has not Embraced since_its introduction to the

mortal eye

Sabhar. If this is rrue, murmur the young members of the sect,
the H
they seem not to deem children of the modem nights worthy
of their brand of Caine's curse

Ch tion: Harbingers of Skulls have morbid
concepts, many of which are archaic or foreign to the modern
hts. The bloodline favors Mental Attributes and
nowledges,

ingers must be ancient, accomplished and critic

racter

wd its members cultivate numerous Back-
grounds. Few Harbingers deign to follow the teners of
Humanity; they are more frequently attuned to the Path of
Death and the Soul or some bizarre variant of the Giovanni's
Path of the Bones

Clan Di

Auspex, Fortitude, Necromancy

STEREOTYPES
b

marilla: It i ne how these children sing and
s the very Ancients they stubbornly ignore pull
their invisible strings.

Sabbat: As a vehicle of vengeance, the Sword of
Caine is an admirable vehicle. As for intended
purpose, the Sabbat is a laughingstock:

dance

The View From WitHout
The Camarilla
What the hell are you talking about?
— Dennis Rundgren, Ventrue broker
he Sabbat

1don't like them, I've already fucked up dying once.

Fdon't want to see what lies in store if they find me when
I do it again.
Rooster, Brujah antieribu fixer
The Independents
Oh, shi—

— Andreas Niceolo Giovanni, deceased

Weaknesses: Regardless of the quantity of blood a
Harbinger of £ 1 deathly
rs' skin shrinks to make
ar skeletal, with bony limbs and faces
en into an immortal death’s grin. Because of this decid-
edly unwholesome and morbid vi:
have Appearance Traitsof seeo. All Social rolls involving the
rance Trait automatically fail for Harbingers of Skulls.
Organization: The Harbingers of Skulls have little orga-
d wncet eschew social company, el
left alone to study or hatch their plots. They do gather
infrequently, but towhat purpose has never been confirmed.
Vampires outside the Harbingers’ circles suspect everything
from schemes to. bring down the Sabbat from the inside to
symposiums on the most recent research involving the lands
of the dead. The Harbingers of Skulls do maintain some form
of visible hierarchy, however, as evidenced by their masks
and rituals. The more esteemed or accomplished members of
the blbodline wese fi &l Mlbws.claborate masks, and they are
ritually acknowledged by lesser Harbingers, though the pre-
cise system has eluded onlockers to date.

Quote: Nathing-—nothing — burns as hotas the
the knifeof reachery, especially when it has been left

kulls consumes, her skin maintains
pallor. Additionally
these Cainites apy

he Harbir

e, Harbingers of Skulls

50

rring to be

wonnd left by

ster for eons
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Kiasvyp

The origins of the strange Kiasyd bloodline have been As to the Kiasyd's membership in the Sabbar, the

to the passage of centuries, but their affection for pomp theories again involve Lasombra influence. Whether the

their curious powers lead some Cainites to suspect I\ Keepers have struck a hargain with the Kiasyd, trading
that their roots lie with the Lasombra. The most i\ secrets for protection, or whether their relationship is a
pervasive theory attributes their creation to unholy more sinister brand of master and servant,

experimentation with the blood of the Wild Ones
and forbidden deals made with demons

few can say. Their inquisitive natures hide

devious, twisted pe

onalities, warped by
Whatever the truth, the result is one of massive amounts of forbidden lore and probably
the strangest consanguinitics of vam-

pires in the World of Darkness.

the fae blood that contributed to their initial cre
ion. In fact, some Kiasyd are imored robe addicted
The Kiasyd are scholars and keepers of se-
crets. They tend to be ol

to the blood of the changelings, drawing sustenance

erversrather than rak
an active part in acts such as War Parties. Kiasyd

only from its magical nourishment rather than the
pale, tepid taste of mortal blood. Other Kiasyd are

don't like to take physical actions against suspected of even more perverse tastes, feeding only

anbpponent: profiming: v par while violating their vessels in impatent paro

with wits and words instead.
They jealously guard their \
knowledge and their private

collections. While a Kiasyd's

dies of sexual ravishment or stealing children
away under the light of the full moon to

eat their flesh in their own libraries
In the end, all that is truly known of
home isalways open to visit- them is that they are cnigmas, suf
ing members of the

fered only for their knowle
bloodline, all Kiasyd are

ickname: Weirdlings
viciously territorial, and Appearance: The Kiasyd
have retained the unusual beauty
of the fac folk. Their skin is a
chalky white, which rakeson a
faint bluish glow in moonlight
Rumor has it that the tone of a

most cities house one

member of the bloodline

at most. Weirdling

don't like to compete
with each other for

knowledge. If one en Kiasyd's skin is an indication

of the
the Kiasyd are much too polite

counters two Kiasyd

e of the vampire, but

together, it is likely an

elderwith herchilde, who \
may study with the elder :

for upward of 5

to ralk about themselves, so no

one knows for sure. They are willowy

years. aind tall — six to seven-and-a-half
Eventually, however, the feet— and they have angular noses,
time will come when the

cheekbones and cars. Th
childe will seek his own

es of

Kiasyd have been similarly dis-

en, almost always in a torted, showing only inky blots
different community.
The Kiasyd are well

known for being very calm

with no discernible whites or pu
pils. Some Kiasyd prefer to dress

| in Victorian or goth clothing to

and studious. Their raison reflect their studious, somber
d’étre centers around their mood, much tothe amusement of

collections of scrolls, books, more modernized vampires. Long

spellsand vampiric lore piled

hair or a bandana, and sunglasses

highon their library shelves. | hide their unique appearance
Their unusual stature and ’ from pryir
5 Have

seript b

yes,

unquenchable thirst for : Permanent, nonde
knowledge make for very

vens are important to

high-stacked shelves indeed the Kiasyd. They often seclude




AWornpoNTHE KiasyD
yd inte

act with others rarely — they are better
nented ina story as wise, cccentric vampires sought
out for knowledge than players’ characters amid desper-
ate, violent cities where rape and murdér sometimes
outnumber annual birchs.

Storytellers should exercise discretion when per-
mitting players to assume Kiasyd roles. Although they
are not as disruptive or limiting as some other clans {for
pl in the hands of a Storyteller they work fine as
dramatic devices), the Kiasyd are conrent to spend their
unlives in research and contemplation, which hardly
makes for an exciting chronicle. {*You wake up aga
What do you do?” “I read for 300 years.”)

Players, here’s the usual cavear: Don't pretend your
characters know much, if anything, about the Kiasyd.

themselves in their havens, whiling away the innumerable

hours in study until forced to
pryi

either due to the curious

of unwelcome guests, or to the eventually rundown

art gallery, historical ruins or catacombs in which o
blish b
ably has a very large and well-stocked library, and many of the
accouterments of genteel *

ens. Whatever the style, the haven almostinvari

ving." Kiasyd pride themselves in

racious hosts, and some ki

ep vintage vitae for guests.
d chéose polite and intelligent mor-
tals as progeny. Potential childerare well disciplined in their
studies and share the Kiasyd's love of books and curiosity for
unearthing new knowledge. Likelychoiees inelude librarians,
educators, students or museum curarors, Thesechilder usually
have more professional contats that personal friends, and
they value education and learning above self-grarification.

Most Kiasyd come from scholarly
as attractive and studious people draw
their attention. Demeanors tend toward the conservative,
but their Natures are often vastlydifferent. Mental and Sogial
Attributes are“prized, as are Knowledges and Skills. Few
Kiasyd have any Backgrounds other than the odd sm:
of Resources, Generation and Mentor, as they rarely
with mortals to the ¢

Character Creatios
orsocialite C

neepts

ring

affic

necessary to grow them. Oddly

enough, most Kiasyd still cling to the tenets of Humanity:
Clan Disciplines: Dominate, Mytherceria, Obrenebration

STERFOTYPES
Are you sure these are vampires you're

Camarill
talking about?

Sabbat: Excess can result in a sickness of the soul.
Beware your Beasts, my brothers and sisters, lest you
/e the world worse than when you entered it.

The View From WiTHOUT
The Camarilla
Ah, yes; L have long wanted to question one of these
fey chroniclers.

— Athosides, Tremere archivist

The Sabbat

Idon’t know what they have to do with the rest of
us. Don't they just re:

and write? That shit’s for pussi

Joey Two-Cuts, Malkavian antitribu reneg
The Independents
You can tell when they craft lies for your sake —
their lips move.

— Hesha, Setite

attrib-

knesses: The Kiasyd's shortcoming can b
uted to their mixed blood. Pure iron cause:
in the

discomfiture

Weirdlings Being in the presence of lfw
number of yards equal to the Kiasyd's Stamina
Kiasyd's-frénty difficulties by one. Te
immediate frenzy roll, and wounds cause
inflict aggravared damnge.

within a
raises the

ching it causes an

by iron weapons

s have a formal, almost Victo-
rian organization, based on numerous distinctions that have
meaning only to other Kiasyd. Every 50 years, all Kiasyd
attend a formal affair at the havenof a duly-selected member
of the bloodline, where they discuss new lore they

ve un-
earthed and new mysteries they've unraveled. Very rarely,
the Kiasyd invite an outsider or Sabbat pack, who are ex
pected toconverseintelligentlyin the mattersthe Weirdlings
raise. Boorish or obstinate packs are deale with in appropri
eng fashions, from wicked snubbing
unbteakable curses.

Quote: Be very carefd. That's an oviginal Gutenberg Bible
you'se halding. 1f yowdamage it, | shall have no choice but ta exact
reparations; | doubt you'd live long without your skin

ately males

» Chiartin Two: Awouno e Fiies




MAILKAVIAN ANTITRIBU

nkind’s base nature made flesh, and the
he Malkavian antitribu, then,
illustrate an idea using their madness, the antitribu s

Cainites are

Sabbat are Kindred who aceept their nature and revel in the
t unrestrained. While Camarilla Malkay

ling madness, much like a disease. If a

power of the Beast are the Bes

s may instruct or

em more concerned with g
Malkavian is crazy like a fox, their andmibu are rabid foxes.

The Malkavian antitribu wield their dementia like double-edged swords. T
that hopelessly distorts the

To the antitribu, insanity is a weapon, albeit one

Mastery of its use may take decades, or even centuries. At once completely independent, yet
strangely joined to other Freaks by an inscrutable group consciousness, a member of this clan is not easily forgotten — no matter

how badly one may wish it so. Malkavian antitribu are skilled at psycholog

cal abuse. By combining forceful words with subtlery,

and the use of trust violated by moments of sheer terra n from the most stoic victim or mortify
even the staunchest of captives. It is for this reason the Sabbat hasn't destroyed the clan outright; i's too useful. From the maost
distinguished archhishop to the lowest ductus, vampires who have dealt with the Malkavian antitribu know that they are holding
1 weapon that may fully intend to annihilate its wielder.

Like other Malkavians, the Malkavian antiibusuffer the permanent mark
of madness, though few know thar they are incurs

the Freaks can pry informa

bly insane, and many

outlersfor th existinthe

shilosophy” bbat. Theyseem tohave the

least fear of Final Death of any Cainites, both inside and outside the

bbat. They make fine soldiersor officersin times of war aswell, for they
re not afraid to do what is necessary to win. The Malkavian antitribu
believe that it doesn't really marter who fights the battles, as long as

chaos comes out of order, and the cycle of chaos continues.

For a time the Sabbat were unsure of how to deal with the
Malkavians in their midst. The Freaks could follow the rules when
itserved the

purposes, but for the most part, they were uncontrol
lable. Some Sabbat packs kep their Malkavi

1 members lock

away, bound in basementsand crypts until the sect needed to loose
the psychotics on their enemies.

According to popular rumor, it was this lack of respect for
their unique insights that promoted the great Malkavian “dis-

ease.” Starting in the depths of a thought-starved delirium, the

seeds of mass psychosis started to form. Maybe it was an

attempt by the Malkavian antitrib to show the clans that

they would not be so easily manipulated. Maybe it was

ustancat thing o try at the time. Whatever the case, g
ne thing is certain — the parent clan outside the

bbat has become “infected.” What this means, none
outside the Malkavian antitribu know, but its possible §
repercussions set even the stalwart Lasombra on edge

Even this minuscule bit of knowledge comes only from
consistent corroboration on the part of worried Cainites.

The Malkavian antieribu display a keenly vicious edge

to their insanity. Rumors abound of Sabbat packs' seers

who divine a War Party's success by reading entrails
ripped from a still-living human and of blood-mad-
dened prophets who presage the coming of Gehenna in
this, the Time of Thin Blood. The most

dangerous of all the serial killers,
cide cultists and the like — may |

“bred” for special missions into fast-held
C
with which they are burdened, ro pave the way for the

marilla territary, sent to spread the m

ness

Great Jyhad,

o 10 THE Sapgar 4
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kname: Freaks

Appearance: A Malkavian antitribu's mode of dress

cpends on her demenria, from the very strange to the
emely conservative

A bag lady conspiracy theorist or
crack addict holing up in a flop house in stolen thrift-store
regalia could be a Malkavian antitribu, as could a stressed-out
former Wall Street stockbroker in a rumpled Armani suit or
a morose housewife in suburbia. Malkavian antitribu often

have a wild, savage look in their eyes, appearing on the verge
of frenzy. Many are poorly groomed, wearing unkempt — or

gore-spattered — clothing

il you know when it comes to the
abbar. Most ducti prefer to keep
es where they can kee

Haven: Better the de

AN, TEASON MOost

neye on them, at commu-
s or other acceptable locales. Left to their own
the Malkavian antitribu establish havens in asyl

ements of clinics or in transient hostels. A Sab
Malkavian with multiple personalities r

Wy have two or three
very different havens to choose from, depending on which
personality is dominant when dawn nears.

Background: Inmates of asylums, hospitalsfor the crimi-
nally insane, stre

t bums, lawyers — Malkavian antitribu
choose almost anyone from any walk of life. While those
outside the clan see no rhyme or reason for the selection of
childer, the S Malkavian looks for individuals who are
strong enough to bear the liability of their madness, while
developing the clan’s unique insight.

Character Creation: With the Malkavian antitribu, any
concept, Nature or Demeanor may be apropes. Mental Ar-
rributes are almost always primary. Any Ability category canbe
primary, depending on the focus of the Cainite's derangement.
Common Background Traits include Herd, Conracrs and Men-
ror: A Mentor might be an older Sabbat Malkavian trying o
ne to their own madness, while Contacrs
include doctors, psychiatrises or police invest
Malkavian antitribu can summon the cogeney to adopt a Path
of Enlightenment, but those who do may most often be found
on the Paths of Caine, Power and the Inner Voice or Lilith.

Clan Disciplines: Auspex, Dementation, Obfuscate.

attune the younger

gators. Few

Weaknesses: The Malkavian antieriby, like their
amarilla counterparts, are all insane. Many of them are
given to bouts of extreme violence with no concern whether
the camage is being directed ar packmates or enemies, When
a Malkavian character is ereated, the player'must ehoose'a
derangement {see Vampire: The Masquerade pp. 22:224)
for that ch at the time of the Embrace, This derange-
ment can be temporarily overcome with Willpower, bur can
never be permanently “cured” or eliminated.

ct

STERFOTYPES
Camarilla: How many vampires does it take to fill
the Ancients' gorges? All of them!
Sabba

rother Malachi, why does my soul feel so heavy!

THe View FRom WiTHoOUT

The Camarilla

Infecred, yes. | am infected. | am infecred! See how
my cancers grow to consume me! | have been infecred!
And lo, I am contagious.

— Pirch Bend, Malkavian guitarist

The Sabbat

Damn, 1 thought [ was rough. Those sons of birches
make me shudder.

— Schuyler, Pander performance artist

The Independents

Anounce of prevention is worth a pound of cure, and
these maniacs need 20 pounds to cure em each.

— Zander, Ravnos black marketeer

Additionally, Sabbat Malkavians are often too undisci-
plined (or too indulgent in their own monstrousness) to resist
frenzy. A Sabbat Malkavian's player may r
Willpower pointtd avoid hércharacter's fre
might think, many, Sabbat Malkavians' unlives are short and
puneriated biFa great deal of violence. Members of this clan
often ledd very.
themselvesin one form or another befare too many nocturnal
years pass.

er spend a

As one

. dynamic.... unljves and end up destroying

bhat Malkavians claim that no sore of
tion exists within their clan. It seems thatany “clan”
activity dhat occurs is completely random and coincidental.
The Malkavian antitribu agree wholeheartedly with this sup-
position, citingas an example the*infection” of their Camarilla
peers. In fact, some Sabbar Malkavians maintain that no such
things as Malkavian antifribu exist

Organization:

organ

they profess to be

Panders.

Supposedly, thesmost depraved, dangerous members of
the clan are locked well below ground behind strong metal
with only afew Sabbat leadersholding the keys for their
release. When needéd, the mumors say, these prisoners are
released 16 be used as weapons. It is also suspected thar the
Sabbat Malkayians carry rabies, and create rabid human and
animal gheils,

Quote: Who would have thought a woman that size would
‘have so much blood in her? Besides God, of course — God knows
everything. Can we get someome o clean this up?

Chuarre Two: Arouno e Fires
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Cainite historians suspect that the Nosferatu
Jlent undemeath the clan’s
, but this appa
Jon

something more maleve

rerms with their Can

things as petty all oncentrate inst
nt when asked about it, which i

the Nosferatu ¢
(given their Sabbar tendencies) tc
cities, I\-mum\lm\\
Some Nosferatu a
disgust Cainite

Nosferatug

with stoic

their antir
Like Camarilla Nosferatu,

rclines vampires o bl

NOSFFRATU ANTITRIBU

joined the Sabbar not out of re

ade. Indeed, the N

e force thar threa
e that t

eformed, da
ke their havens
at horrify those
monstr

m.i kine alike \v this
; they have givenuponall

ine; rather,a
ecision,

whether that be respect, fear

see the true
the Nosferat
Nosfe traftic
vast networks of
of their own dirt
Nosferatu ¢

common variety (4

e

posit
Inquisitor. *]

their vermin spi
More than
their Antedilu

despise their |

the most se

clan, the

true,

on may simply be due tc

n vast nests ¢

designed tc

the Nosferatu ant
alice of the Creeps’ blac

ich of the traveling templars is actually an

supposition, fading

clan, to at

out of

sentment for their elders, b

tribu seem to be onat least civil
the fact that they are beyond such
tly. Of course, the Nosferatu and

ter is theirs alone.

g from or

to an eternal unlife of hidin,
sewers undemneath their
n to meet with them
of their way to
influenced the

who come

ous ugliness, goir

has gre

uman and accepred

lisfigurements, the Nosferatu antmbu

Sabbat clans. Having

hieman) ¢

ave come to

bid's every move is one
se she secks,

g Sabbar

the exact resy

or understanding. Many you
until they step into the

tribu soft

k souls.

wve since time out if mind, the Sabbar
trade of information. Creeps cultivate

wation and secrets while permitting little

wdry to air publicly. Many Sabba turn
1 of the

u when seeking informa
s the clan is not known for too much

ult), such as who dueled whom for their

Creeps know everything,” or so goes the
Nosferatu antitribi dot
into darkness and conversing with

dispute this

n
any other clan, the Nosfer
+ (whereas ather clar
ra Creep speak, f
le emotion when dealing with the An

tu antitribu fear

the Nosferatu antitribu have enough
grim legends of the
his childer and

alize this. In the

\'m\Mu\ ian, disgusted

turned loose

at evil

y Cai
solve them of their h
everywhere should feel a ringe
s these hunters must

nousness. 1f this is
of




osferatuantitribic, like theirCamarilla
counterparts, are all blighred by the Blood of Caine. They are
so unsettling to look on that other considerations such as
clothing and grooming habits are secondary — what does it

matter whether one wearsadesigner cocktail dressora burlap

bag if one resembles the rwisted, broken hodies lefi behind in
an automobile accident? As such, most Nosferatu antitribu
dress for comfort, preferring loose shifts, broken-in casual

clothesand other leisurely ensembles. Some Nosferatuanatribu

treme, however, and affect curting-edge
couture or the severe wardrobes of S&M subculture:

opposite

tobetter

v horrid impressions with those who ohserve them.

Haven: Nosferatu antitribu tend to congregare in nests

and warrens beneath the cities, where few venture and even

fewer return. Despite their great ugliness, Nosferatu antimibu

do not tend to be morbid, and they eschew the grim surround-
wd the like. When Nosferatu

pack havens, they tend to take

ings of morgues, graveyards

anaitribu reside at a communz

the most isolated and inaccessible portions of it for them-

selves. Most of their packmates don’t mind so much.
Background: The Creeps are hardy survivors, and they

are no strangers to derision. They draw their childer from

society's castoffs most often, though many still possess some

nsir

smallmy ik and Embrace beautiful or popular indi

I8
als out of spite. For some reason, most Nosferatu anaifribu
seem to be male, but what does it marter when one’s gender
is practically indeterminate?

Nosferatu antitribu favor Mental
and Physical Attributes, as eking outan existence among the
rats and refuse requires sense and prowess, Most also prefe;
Talents, though rales of wise and scholarly Creeps who have
studied Knowledges and ganl provide the answers 1o yexifiy
ns are on the rise. Popular Backgrounds include Con-
enetation, Resources and animal Retainers. Most
young Nosteratu antitribustill maintain their [Humatity, but
most older members of che elan adopt Paths of Enlighten
ment such as the Path of the Feral Hearr, the Path of Power
and the Inner Vioice, the Parh of Cathadd and the Path of
Caine. There have been noreports of any Nosferatu anrioihu
following the Path of Liliths

Character Creation:

tacts, (

Camarilla: Why bother?
Sabbat: I'd say, “Why bother? here, too, but some
d sell me to the Inquisition or the high-
and-mighty Black Hand.

SMArass we

Tre View From WiTHOUT

The Camarilla

There's no such thing as Nosferatu antmibu. We're
all hiding from the same mad gods.

- Peter the Cockroach, Nosfe

The Sabbat

They know more than they pretend to, which is
abour half as much as we give them credi for.

atu tunnel-digger

Alexei Guylaine, Sabbat templar
The Independents
How do they tell each other apart from the regular
ones! Secret invisible forehead ratroos?

anni diplom

— Vance Rosselini, Gic

This

Nosferatu antitribu have Appearance Traits of ze

Tiait may never be inc
hidden by disguise or n
the exeeption of such things as intimida
terror, fail automatically.

means. Most Social rolls, with

m or inflicting

tion: Nosferatu antitribu recognize age and ac-
nt, often putting the needs of their clan or
individual members before the needSof the Sabbat. Still, they
nd the

half-assed. Sinice they often share havens, the Nosferatu

arc upstanding membes of the sect arely do things
anatribu have little need for formal€lan convocations or self-
important meetings. Most Creeps simply
business and keep others out of it while le
about athers as they can.

Quote: Don't ask me why I'm looking overmy shoulder,
girlie; that's my fucking business. Now do you want dirt on
bishop or nog? 1f vou don't, I'm sure the bishop wants dirt om you

» about their

arning as much
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DANDERS

Although not truly a clan in the strictest sense of the word out to prove ther es. As cunning as any Lasombra and as
(as they have no progenitor from the Third Generation), the brutal as any Bruj: \]\ antitribu, the Panders do whar needs ro
Panders have made much of the Sabbat’s egalita sociery, be done for the good of the sect
carving a niche of respectability for themselves in spite of their Panders lack the sophistication and the years of formaliza-
bastard pedigree. Like the Caitiff — which, for all practical  tion held by the other clans; they truly are a motley bunch of
purposes, they are — the Panders have no form uesand thugs. Unlike some of the other clans, however, they
nized lin Any vampire who joins the Sat ave the Sabhat at heart, and their terrible escapades are often

and doesn't know what clan she is becomes a r the good of the Sword of Caine

\\ fronts for conquest

Pander, as do those childer Embraced by estab: With the sect’s good-faith gesture in recognizi

he Pan-

lished Panders. The group consists of a wide lers, it has eamed an ally for the enrirery of its existence,

variety of Cainites, most of wh but the Panders are still the low Cainites on the totem

anduntested. Itshould be noted, however, o The Mutts almost invariably draw the

Pandersare True Sabbat, not just adump- worst duties, the most dangerous missions

ing ground for rejected or unproved the riskiest ritae, all because they're still

vampires of other clans

the newest and least established. Those

The Pandersarose in the aftermath Panders who are a

re enough, accept

of the most recent Sabbar civil war, this “honor” as a badge of courage,

during the late 1950s. A clanless vam- while the dimmer ones simply do

pire known as Joseph Pander united

what they're told in hopes of getting
o feed first from the pack'skills. It

theclanless Sabbat under hisow
inst the M

of several key

nerand led themay is this reason — this devour and

faction ar the behe

reckless drive wo get the job done

Lasombra and Tzimisce. Impressed that has paid off for the Pan

with his efforts, the elders of the ders, and they have grown in

Sabbat rewarded the sect-loyal number and power because of it

anders with a forms Nickname: Mures

tion, which immediarely rance: Most Pan

touched off a powderke :young (at lea

it

response from more

in terms of Cainite
age), and they af-

teontemporary

mate” clans. In the end
though, the Panderswon

out, earming recogni- styles. Because of
tion time and their rebellious natures

in, thre

ounterculture origins, many Panders

bloodshed and wear styles adopted by “rebel” cultures

diplomacy. Jo

biker leathers, punk mohawks,

seph Pander still makeup, skinhead hootsor gangcolors. In

exists in the modem nights, but rumors of R e i

wsissination attempts spurred by di

pproving in the mindset they held at the time of

elders run rampant through the Muts’ cireles.

their Embrace, wearingstyles years, ifnot
Of course, the Panders are loose cannons Hnidie, i e metal fashises Thisisless

Til

is a simple lack of awareness that times

and X-factors, the “rebels of a rebellious sect.”

ely acounter-fashion statement than it
Lasombra in the modemn nights consider them
threats to security, worrying that their lack of have changed. Many elders smirk at this,

cohesionor millennia of tradition might make re rhat even the youngest of vam

themunpredictable. The Panders understand pires becomes a static individual, much

their own position, though, and they accept like themselves, who sometimes con-

their cannon-fodder role with resolve. In- tinue to wear the styles popular in

deed, ar any Sabbat siege, the front line

their own mortal days
is most often composed of Panders

TO THE SABBAT
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Haven: Panders often make their havens wherever the pack

does, and they are frequently charged with the haven's maint
f it. Panders almost n

nance if no ghoul exists to take care

maintain private havens, finding some security in being with the
pack
tiamtotheirlivesbefore becoming vampires

all times. The Mutts also prefer havens with some connec-

motoreyele mechanic
shops, crackhouses, heroin dens, nightclubs and the like.

ckground: Panders generally Embrace from the low

levels of society, recruiting from the miscr

wnts and excitable
bbat's war efforts. A
hs have made their
into the Panders’ ranks, but these individuals often die mercif

rebels who make excellent fodder for the S

number of true psychotics and sociops y

aths among the fires of the sieges. Still, the Panders are hardly
astable bloodline,
large (for wha
Charay

s, and they often possess strongly individualistic Na

populated by thos ngry with socicry at

[

son) to become a useful part of it

ever red

r Creation: Panders have violent or rebellious

tures (though there are a fair share of Conformists who simply

want to belong). Demeanors can be literally anything. Physic
Autributes, Talents and Skills are the most popular among the
I
Panders still clir

nders, and few have much in the way of Backgrounds. Most

¢ to their Humanity, but a few of the more
critical thinkers among the Mutts sometimes adopr the Path of
Cathari or the Path of Honorable Accord.

Clan Disciplines: None. Like non-Sabbar C
dersmay take any Disciplines they want (subject o §

tiff, Pan-
ryteller
ipproval). Additionally, Panders increase their Disciplines

with adjusted experience costs, just as Caietff do (see Mamd
i e 143)

"anders have noinherent, Blaod-bestowed
. Note, hov . that the Panders are given only
grudging respect, and they generally get stuck wich the
Sabbat’s shit work. Also, no Pander may hegin the game at
better than Ninth generationi{though they may increase this
via diablerie or other means during the

The Masquerade, p

Weaknesse

weakne:

ame).

STEREOTYPES
Camarilla: A decadent, corrupt nohility whase
time has come to a close.
Sabbat: [t dox
stuck in the past.

what it needs to do, but it’s a little
m not sure the priscuses and cardinals
have the interests of the young vampires in their minds,
you know?

Tue View FrRom WITHOUT
The Camarilla
Laughable. You mean they actually recognize th
hastards as a clan?

— Lucia d'Avilla, Malkavian aristocrar

The Sabbat

Onward, Christian soldiers! We don't wanrt to
waste

ny of the useful vampires in this siege

recently appointed Arch-
bishop of Miami

The Independents

Who?

~— Mustapha abd-Fiil, Assamite pilgrim

Organization: The organization of the Panders depends
largely on their pack. Some all-Panders packs have ganglike

structures, or ed like skinhead chapters, Others

re on

have no formal structure; they simply resemble gatherings of
subeulturessWhen Panders become part of cosmopol
packs, they often find\themselves low in the ranks, Most
Panders roughly acknowledge Joseph Pander, though many
believe his time has past and that the bloodline should just
on with the business of being vampires

Quote: I'm not intevested in your holier-than-thow shtick. |
havebusiness to do, and if you'remer with me, you're against me
And [ break those who stand against me

an

Criarrie Two: Avouno 1t Fires




RAVNOS ANTITRIBU

There is a saying among the Sabbar that it might be
better to deal with the Devil himself than to bargain with a

Ravnos anfiribu. You won't get the better of either of them.

In the forgotten nights of history, likely some time after

the Convention of Thorns, a faction of the Ravnos split from
their Gypsy heritage after discovering the Sabbat. Although

the Sabbat had a grandiose ideology behind it, these seps

ist Ravnos found themselves more enamored of the
“nightlives” these vampires led. They didn't confound them-

selves with complex Hindu d riddles, nor did they

subvert their bestial natures. The bat was com-

posed of vampires through and through, and it
offered many possibilities for the malicious de

ceit and wanderlust of these young defectors,

who became the first Ravnos ibu
Since then, the Sabbat Ravnos have had
lietle to do with the sect, serving it when it’s
convenient, and otherwise taking advanrage
of the lack of communication presented by
constant travel. Some wonder why they bother

with sect allegiance at all, bur when a piece of

Rogue-discovered information s the tide ina

v an enterprising Ravnos anti

es toseducea Camarilla prine

progeny, all these fears evay

would seem the Ravnos an have

riginal clan, if

only to be free of their e werbearing pres-
ence. And such is the nature of the Sabbar
The nomadic existence of most Sabbat packs

suits the Ravnos antitribu quire well. The idea

ofapermanent haven isalmost anathema to

ter than

the Re s, who like nothing

toserve their pack by setring up a rempo

rary base to scout enemy territory

o
’s needs change. Such (‘3\\;\

pilgrin is their pref

knowing that they can pull up stakes
and move locations whenever the

erence in the modern
nights, but many sus
pect that its roots go
muchdeeper, possibly

stemming from the

prejudices of race and
culture thar vic

rimized the Ravnos
tribu’s human

anti
ancestors, and the
centuries they spent fleeing

persecution. A Sabbat Ravnos is also less likely to feel

hared or stagnant than his independent counterparts, as he

rarely supports the complex philosophies they do.

While the average Rogue possesses a rakish charm thar
win her a temporary companion or two, the Ravnos
tribu has virtually no mortal allies she can rely on with

gularity. Ravnos are very much the “love them 1 leave

them” type. They use their smooth talents with cither sex
both for personal pleasure and informarion-gathering

Sect norwithstanding, the Ravnos antitribu have a tradi-

tional code of conduct for dealing with their clanmates, This

code may be difficult for those ourside the clan to
follow, but nonetheless, a Ravnos' word to his pack
They follow the “spit and shake” rule of
all Ravnos on verbal agreements, bur the Rogues

is his

take this one step further. If
a Sabbat member

wants an agree-




ment in writing, it will be signed in blood, the pen dipped in
n wound on the Ravnos” own arm. This binding in
bhat Ravnos, and
itcan be broken only by Final Death. Violating the code costs
the perpetrator a considerable loss of face with other Ravnos,
which has been adopted by the sect at large. Few Sak
Ravnos feel comfortable giv

an opy

blood is as strong as the Vaulderie to the

g this guarantee o

members outside their clan, and most do get quite indignant

should the other party sug

est it
Nickname: Rogues

Appearance: Ravnos of the Sabbat generally have swar-
thy, Romantic good looks. They often have black hair, dark
eyesand olive complexions. When on the road, they dress in
jeans, T-shirts and
riding leathers for both men and women — so as not to draw

a funcrional, nondescript manner

ntion to themselves when in enemy territory. When they

set up temporary camps or become part of founded covens,

however, they tend to dress with a bit more flash. Male and

female Ravnos andmbu alike wear bright colors, oft

na-
mented with jewelry or other accessories.

Haven: Hanging their hat wherever the pack pleases

works just fine for the Ravnos antitribu. They hole up wher-

ever and whenever the need arises, in wharever
ailable ar the time. If one chooses a

permanent haven, he may appropri

accommodations are a

crumbling old m:
sion, plantation manor or similar structure, o he may, prefer
a simple, ble affai for ease in travel. Ravnos
antiribu tend not to keep too manypersonal items — though
they may steal, tradé for and orherwise come into possessions
on the road, Rogues rarely keep anything for very long. The
challenge is in the acquisition, fiot the ownership:

Background: Sabbar Ravnos look to the decadent under-
belly of humankind for thieir childer. Any young, charismaric
individual with a penchant for deception may make a notewor -
thy Ravnos antitribu. A quick witand callous disregard for the
feelings and property of othersare key clementsin thechoosing
of someone to Embrace. Much of their mortal Gypsy blood has
been forfeit, andsthe Ravnos antitribu are more a clan in the
Cainite sense than avampiric outgrowth of the mortal Rom
families: Most Rogues are gorgio (non-Gypsies), especially in
the Unired States and South America

Character Creation: The Ravnas antimbu generally
have loner, drifter or entertainer concepts, though a great
many are criminals as well. They may have any Nature,
usually juxtaposed with a radically different Demeanor (ro
keepothers guessing). Social and Mental Attributes are most
common, usually with Physical Attributes as secondary, o
weather the hardships of the road. Most Ravnos anticribu
cultivate § lentgand Knowledges, and few hav
much use for Backgrounds beyond the odd Contactor Ally.
Many Ravnos antitribu follow the Parh of Cathari, the Path of
Caine and the Path of Death and the Soul, though some
retain Humanity indefinirely.

easily pe

ills over Ta

Animalism, Chimerstry, Fortitude

Charren Two: AounD THe

STERFOTYPES

Camarilla: Why would one suffer the pain of re: |
birth only ro shackle himself to the passions of another?

Sabbat: We have an arrangement: We each give
each other what we get in return — very lictle.

Tre View From WiThouTt
The Camarilla
These worthless vagrants are the only thing that

o mind when [ am asked, “What is worse than a
Ravnos™

com

— Heather Dowd, Brujah revolutionary
The Sabbat
Theydon't seem to care much for the sect, but their
word is their honor.
Dash, nomadic Sabbat priest
The Independents

I'd sooner invite an Irishman into my

— Giancarlo Giovanni

Weaknesses: Like their independent siblings, the Ravnos

antitribu have had a long history of catering to their increasingly

whims, v area of v

depraved h Rogue specia ¢in
which she is particularly interested, and she takes every oppor-
nmityforpractice sessions. In fact, she must make a Self-Control
roll (difficulty 6).to resist her vige when given the chance ro
indulgeit. The playerdecideswhat type of “crime” the character
will be addicted o during character creation. It could be
pickpocketing, con games, carjacking, murder or any other
concept the player and Staryteller can agree on
Organization: The Ravnos.anttribu have little form
onganization, instead making their own ways on the interst
at night. Rogues do respect skill and prowess, however, an
when Ravnos antitribu gather, they tell tales of their own
accomplishments, of Lupines baitedarshain, and grand schemes
elaborately concocted and flawlesslypexecuted. As is to be
expected, of course, many of these tales areliesofexaggerations,
but storytelling is often prized as much'as the deed itself,

Ravnos antitribu deal withRavnos and Gypsies with
great difficulty, showing a particular hatred for rhose of
Romany descent. Many suspect thar the clan had long been
shunned by the vampires and Gypsy folk of purer bload,
treatinyg the Rogues asinferior, And the Ravnos antitribu have
finally decided ro rerurn the antipathy. Ravnos antitribu
extend a “thieves’ honor” to Sabbat Ravnos, and all other
members of the sect, believing that harming one's own
brothers and sisters can lead only to another schism, which
would leave the Rogues utterlyalone.

Quote: This is what the Sabbat is all about — the freedom
to roam the highways, feed wherever [ will and take what catches
my fancy. This is the best unlife could hope to be, and 1 would
proudly die defending it. You gota die for your own, though
You're not my vespensibility




SALUBRI ANTITRIBU

The tumultuous approach of Gehenna has wrought ance, Salubri antitribu have little time to pursue the rumors of

many st events in the modern nights, not the least of  Goleonda put forth by the cowards of the bloodline from which

bbat. While  they split. Indeed, n

which is the introduction of the Salubri to the S: give them

vSabbat Salubri supposedly

themainstream Salubri suffer reputarions assoul-stealersand — selvesupwhen they Emhrace anew childe, sacrificing themselves
diablerists, the Salubri antitribu have put the nigh-incompre-  so that the childe may have every advantage she can get. This
hensible practices of that bloodline behind them. Witharage  “sacrificial lamb™ metaphor offers little to the Salubri antitribu,
bome of centuries of persecution, the Salubri antitribu have  who reason that the flawed shall fall in battle while the strong
developed a consuming hatred for the Camarilla and joined — uphold the clan'’s private Jyhad

forces with the Sabbar to bring about its destruction The Salubri angitribu serve the Sabbar as relucrant war-

The Salubri g
Sabbat for a mere handful of nights, and prc
ably lirtle before that. Duri

riors, casily distracted by th

of the Sak

ribu have existed among ¢

r own internal quests. The rest

at considers them anomalies, useful allies in

this rime, times of war, but intole

ible proselytizers when not in

however, they have made names for them combat. To the Sabbar Salubri, this is fine — unlife is a

selves as vicious opponents of the Camarilla, hell of endless torment, ameliorated only by glorious

whom they blame for the destruction of some death or victory in bartle.

powerful vampire somewhere back in their it Fiifles

lineage, whose name has been forgorten in

Appear. : The Furies wear motley assemblies of

the modern nights. They have little love piecemeal “armor,” to protect them in their per-
for the philosophy of the Sabbat, choos-

sonal crusade against the Camarilla. They

ing toally themselves with the sect our of iy okl Ikemiodern g

rce

martial necessity rather than subscrip- naries, bedecked inloosely

tion to the grand scheme. The

i assembled scraps of
Sabbar will take any soldiers they sheet metal and

can get, however, and the

heavy padding,

ubri antitribu know how

E or they may be
strongly the Sabbat de

grim knights,
spises the Camarilla.

The Sabbat
Salubri have made

resplendent in
riot gear, carrying an
archaic sword at the ready.
Whatever form they take,
Salubri anditribu look like

bold claims as to
their effective- 8
ness, saying they mean business, and few
that they have At thisty s
destroyed the

All Salubri andionbu ax
cabalaf sorces quire a mysterious third

ers who brought eyeinthe centerof their
about their blood- foreheads when they

line hero's demise. develop the second

{The name Salubri level of their Disci:

antitrbuc is a bit of a pline, Valeren,
misnomer, as the muchlike the inde
Salubri do not have a [ pendent Salubri
Third Generation progeni- q : © bloodline. Unlike
tor, but this matter is one of : other Salubri, the

Sabbat Salubri of

semantics and — if brought to the

Furies” attention — histrionics. ) They ten don't bother to

J‘ hide thisoddity,dis-
g playingitproudlyas

profess to have taken the war to th

Camarilla, which they claim has
persecuted the I &
hunted and persecuted them for close a herald of the de-

10 THE SaBear
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Salubri antitribu

nerally stay in the same
packs. Many Furies keep their own private
havens in addition to those of the pack, however, in the

havens as the

cellars of museums, libraries, hospitals and funeral parlors.
These places are often ramshackle, secondary affairs, used
more as boltholes or weapons caches than chambers in which
to spend the innumerable nights of immortality.
Background: The Sabbat Salubri choose their progeny
carefully, and they never use the Mass Embrace technique so

popular during sieges and crusades. They choose individ

with strong wills, passion and the drive to do whatever needs
to be done. Becoming a Salubri antitribi is far beyond the
sc

pe of most mortals’ philosophies, however, as their plight

has significance only to other vampires. As such, most new

Salubriantitibu spend many of their carly nig

ts heing
indoctrinated by their sires, who couch their lessons in the
forms of prophecies and parables of holy war, Only when the
childe has been completely fired up and instilled with a
hatred for all things Camarilla is she turned loose on her
unsuspecting foes.

Character Creation:
many play up lone
and Demeanors such as Director, Fanatic, Bravo and

uries share no Traits universally,

thot or soldier conceps. Headstrong

ur

Monster are common. Salubri antitribu prefer Physical At
tribures and Skills,
than Resources

and they develop few Backgrounds other

nd Allies. Those Salubri antitribu who exist
long enough to adopt more vampiric codes of ethics (rare, in
ht of their recent establishment) usually support the Path
of Caine, the Path of Honorable Accord and the Path of
Power and the Inner Vaice

Clan Disciplines: Auspex, Fortitude, Valeren

Weaknesses: Vitae taken outside the heat of passion
offers no sustenance to the Salubri antitribu, nor does blood
n freely. Unless the Fury takes blood by forct, drinks in
the throes of undead passion or slakes her thirst on a fallen
foe, any blood points she consumes donotreplenish her blood
pool. Additionally, no Salubri andtvibu may start the
lower than Tenth Géneration or higher than Twelfth G

STEREOTYPES
Camarilla: I'm going to ass-fuck every last one of
them with my broa

sword.

Sabbat: A useful tool and lietle else; the Sabbat has
delusions of its own importance,

Tue View FRoM WITHOU T

The Camarilla

It wasn’t enough for them to traffic with demons?
Now they've got to mingle with the Sabbat, too?

— Crush Lawler, Ventrue enforcer

The Sabbat

They're no better than their soul-sucking sires, but
at least they want to do something about the goddamn
amarilla.

— Lucretia, Sabbat Loyalist

The Independents
lewould seem Saulot's festered wounds have finally
driven his childer to the point of
— Dondinni, Monitor of Gen

eration, as the bloodline's vitae has yet to spread acrass the
hroader spectrum of Cainite potency.

Salubri organize themselves
. The

Organization: The Sabbat ¢
in a manner similar to the knightly orders of ages
bloodline recognizes foes killed, vampires diableriz
sectets uncovered in its quest fo avenge the destruction of
Saulor and the bloodline in its place of prominence. The
¢ldest Salubri antitribu is Adonai, a vampire of the Seventh
Generation, who awards title and honor to accomplished
Furies.in an annual ceremony during the Palla Grande. It is
assumed that fewer than 100 of these vampires exist, and they
tend to fallin-batele frequently, as their fervor is not always
a match for the sheer power of elder Cainites.

Quotes I have the power of gods in my veins. You have
tattoos, a velvet vest, atop hat and a cane. Now get the fuc
of my way, little “vampive,” or I'll cleave you in twain

Chuarmen Two: ARoUND T Fikes




The Serpentsof the L

etical sect of the Fe

ed independer

Sabbat move
that became
cult of Setite
ysticism ¢
tage. Until the
disorganized

Caribbean, despite
ence there — Sabb

lay dormant. In fact
Caine had no idea that \|||
tribe” ¢

Haiti. Once the sect b

gave protection to it ir
infancy. It is p

psiihle
the first Serpents we

fork \L their childer

teraction with the Sy

Thesplinter sec

afhabit, vampiric w

The rift
ly,until the Ser
ght

proclaimed <
pendence from the Fol
lowers of Set. This schism may

have been achieved by

experimenting

v with their p

o Setites even existed

he Serpents

lan. While many Setites

SFRDFNTS OF THE LiGHT

y holy war acr

continents. Serpen

nd the local mysticism of the

s recognize that they would
if not for the Sabbat’s

f Set, and vice
ow-separate bl
iesconsider the Serpents
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s intent on de
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f the Liy
ppase the other A

the weapons of ad
ind decay. They
pert at ¢

e ex
wering a

, like
ited
A few Ser
pents set loos
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prefer to operate behind the scenes, extending their contral
through human and C ecoming
an obvious target themselves. Rooting out a Serpent of the

inite underlings, without

Light from a city is much like peeling an onion — you m

slice aw

y many layers before you get to the core. They
maintain an attitude of “fight fire with fire” when it comes ro
the plans of the Setites and, to a lesser degree, the
rilla

loyalty in their childer from
The Serpents of the Light
compare their struggle tosplic from the Followers of Set to the
history of their West Indian roots. Much of their spe

Slder Cobras instill a gre.

the night of their Embrace

hwhen

conversing with each other occurs in Hairian patois and

Voodoo references. While they take a sybaritic pleasure in
the Jyhad berween Sabbat and Camari
sents for the

and make superh

bbat, their loyalty remains with
their patron cult above all. A Serpent of the Light serves the
need of her particular chapter of the cult she helonged to

espionag

before her Embrace above the needs of the Sabbar

“obras

Nickname:
Appearance: The Serpents of the Light wear clothir
derived from their peculiar brand of Cainite voodoun. They

select colors based on the symbolism of their faith; colors tie
the Cobra to certain spirit loas. White follows the loa of

wisdom, blue the loa of harmony, red the loa of war, black the

of death and so on. Serpents mix these colors into their
everyday clothing, even combining them intorpattems/i
some cases, When they have noneed to “blend in® with non-
Serpent cultures, they adopt traditional Haitian dress,
including soft caft and linen blouses.

Haven: Members of this clan preferstructures nearwarer,
to pass the daylight hours, trusting the How oFwarer to ward
off the curse-loas of Sct. They sleep with their pack when
possible, preferring to at least be in a place where they can
hear moving water or waves, They decorate their havens in
many different ways, but often favor Caribbean motifs with
macabre wood carvings, metalwork and barik wall-hangings.
Many Serpents of thelLighe also keepsecret havens, where
they erect aluirs'to their spinic guides.

Background: The Serpents of the Lighr often choose
Haitian or North African individuals as clan members, ifit is
practical. Otherwise, anyone canserve the Serpents of Light,
as long as they exhibit high intelligence, an aggressive bent
and a willingness to learn. All Serpents of the Light must
study and practice Voodoo theology, orsome farm of occult-
ism. The clan has been growing instrength afid number, due
to its desire to become a power-playet isi the Sabbat.

Character Creation: Serpents of the Light mayhaveany
concept, but they often have priestly, oceult or religious
inclinations. Natures tend to erving, though De-

meanors reflect a feigned altruism. Social Arrribures are most

be self-

STERFOTYPES
Camarilla: Ignorant tools who do the work of ratring

avatars; they willingly feed themselves to the hungry dead.
Sabbat: It does wharitshould but itdoes not know why.

‘e must teach it, and bring it under our wise guidance.

Tue View From WrtHouT
The Camarilla
They are an ample exercise in Machiavellian theo-
im their ends are different from the Serit

— Gaston Rod

The Sabbat

They talk some freaky shir, but I've never seen 'em
come home wanting for blood,

— Frankie Locks, Brujah antitribu pus|

The Independents

Despite their small numbers, they hs
becoming a noteworthy thorn in our sides.

e succeeded at

— Ghesperus, Setite archaeologist

often primary, followed closely by Mental Attributes
Knowledges lly prized. The Cohras
frequently entwine themselves with the local mortal cul-
tures, developir

ind Talents are equa

trong Backgrounds in Allies, Contacts,
Inflience and Resources. Some Serpents of the Light leamn
Necromancy or Thaumaturgy, specializing in the Bone Path
and Spirit ManipulationsMany Serpents of the Light also
find purpose and stability on the Path of Power and the Inner
Voice, aswell as the Path of Lilith
ipliness Obfuscate, Presence, Serpentis.
knesées: The Serpentsiof the Light share the same
weakness'as the Followers of Set. They both hail from
primordial darkness, and thus they react identi
to_light. Serpents suffer two additional health levels of
damage when wounded bysunlight. Serpents of the Light also
subtract one die fromvall dice poolsswhen subjected 10
particularly bright light, artificial.or otherwise (sunlight,
spotlights, chemical flares) ere.).
Organization: Knowledge is strength, and the Cabras
gnize this principle. They participate in
mectingsand ritae, sometimes organizing pack actions, espe-
cially War Parties and scouting sorties. They also maintain a
loose communications network among their clan mes
to stay informed abour Sabbat and personal clan activities
Quote: Your malishopeless. Only with the aid of my loa can
~ouhope to survive, Here; carry this swith you. It will keep the eyes
of the hungry dead from sceing you and alere you to the barrows
where the still-living are buried

ally severely

recoy

| Subbat pa

bers,
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TORFADOR ANTITRIBU

bhat,
and much of what came out of the Convention of Thoms did so under the
direction of Toreador anarchs who would later guide the secr. With the

The Toreador antitviby were instrumental in the formation of the

nizational efforts of the Lasombra and Tzimisce, and a few Ventrue

¢ Toreador created much of the sect’s structure, as well as

cadifying many of the sect’s beliefs. Indeed, the early, anarchic nights of

the sect may have seen its destruction, “if not for the masterful misdirec

tion of our esteemed artistes.”

In the modern nights, the Toreador antitribu have similar interests
as their Camarilla siblings, only their appreciation for the aesthetic has

grown to include pain, sav Ity and depravity. How is a rose,

Ty, ©
sonnetor portrait any more enrapturing than a masterfully executed flayi

reason the Toreador antitribu? What is beauty, if not subjective?
The Perverts' talent for torture rivals even the Tzimisce in
v on human

pain and duration. Young clan members beg

subjects, while their elders graduate to® other® subjects
Some of the more practiced members have actually gotten
their art introduced into Camarilla salons and Elysia,

where they hav

mered much Cainire support, to the

dismay of the vampires whose bastions have be

0 vio
lated. In the 1980s, ananonymous artist showed “Woman’s
Submission at the Hands of Mar

through the

iumofa

dress made of raw meat. Thisexhibit toured several Camarilla-
held national galleries and made headlines in every city it

visited. Noone ever questioned the type of meat used, nor the

method of creating the sculpture.

Toreador

Tattoos, scarification and body piercing amon

antitribu provide another opportunity as well — one to which
very few members inside the Sabbat
(and none outside) are privy. The art-
ists have created their own

language of symbols and
codes, which they use to pass
information to each other for their
own benefit and the benefir of rhe
pack. A certain lattice of keloids or a particular stone in a
nose-stud can provide vital information to those pack mem-

bers who can read the hidden mes: attoos and piercings
heal over and force themselves out nl\ ampire bodies unless

sreador antitribu can send

they existed before the Embrace

shing the exquisite pain of

different messages each nighr,

the process every time they do so.

Of all the Sabbat clans, the Toreador antitribu interact
most frequently with mortals. They move in the most glam-
orous mortal circles, plying their trade in art and society,

feeding as they will from the rich and indolent. Like tt

Toreador of the Camarilla, the Sabbat Toreador are lethal §

social butterflies, moving visibly yet mysteriously through

mortal circles. Little do their sycophants and admirers know
that behind every invitation, innuendo and expression lies j
the horror of the Sabbat

0 THE SaBsAT
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Nickname: Perverts, Pervs
Appearance: Most Toreador antitribu =

€ attractive —
often horribly so — or at least flamboyant. They dress in the
latest and most blatant fashions, and most have flashy jewelry
in their piercings or intricate t3

toos. They sport the latest
hairstyles, listen to newest music, and speak the cooleststreet
lingo. They
surface

onthe

e the peaple everyonc ¢

aspirestobe

Haven: Toreador antitmibu often keep lofts or apartments
in the part of town known for its fashions, fine food and
scintillating conversation. In cities where the Sabbat is the
prominent influence, they mingle with the high-class “beau
tiful people and
private balls,

stending theater premicres, art exhibi
wnd keeping havens in the he
neighborhoods. Ifa Tor

of the hip

lor must spend time ina communal

pack haven, itis usually because he has been asked to organize
Notthat Sa
mind their packmates, necessarily; they just don’t want ro

anupcoming event for the Sabb at Toreador

share the attention or be seen someplace gauche.

Background: Toreador antitribu seem to select childer

from a wider range than their Camarilla counterparts, The

d ranks of artists, writers and
al

ce from the expecte

creative rypes, but they also select childer from the m

profession or the military — anyone they feel practices their
talent in an exemplary fashion. Often they warch their
potential victims for months or even v tw ensure that
they have the talent and ability o sustain their fellow
clanmares' interest and be usefilo the packaat large. Torea-
dor antitribu do not choose shallow childer, in spite of the
image they present, and more than one arrogant Sabbat has
learned painfully that the Pervs are not the *limp-wristed art
" he thought they were. Allowing
one’srivals to underestimatgone isthe surest way tomaintain
the upper hand, as many\Vampires know too well:

Character Creation: Sabbat Toreador usually have art-
ntertainer or dilettante concepts, unless they are not of

fagsand rotten cheerleaders

nd unique Natures, the latrer of which tend to
n orotherwise self-interested. Social Attributes
s primary, with a secondary focus on Mental
Autributes. Talents and Skills take precedence over
Knowledges, as the Perverts prefer to do rather than know.
Traits include Contacrs, Fame, Herd,
Resources, Retainers and Sabbar Status. Toreador antitibu
often maintain their Humanity for-a few years, but they
“transcend™ into the beliefs of the Path of
Death and the Soul, the Path of Cathari or the Path of Power
and the Inner Voice:

are almost alw

Commeon Background

Clan Disciplines: Auspéx, Celerity, Presence.
Weaknesses: The Toreador antitribu once possessed
same flaw as their non-Sabbat counterparts, though the!

indulgence in blood

mes and twisted passions has warped

STEREOTYPES
Camarilla: A shame — they play so well at the high
society, yet they fail to realize that, as vampires, they are
better than the cartle around them.
Sabbat: A glo of the beautiful mo d
those who make them so by comparison.

Tre View From WiThout

The Camarilla

Ooh! Scary! A queen with a straight razor!

— Petey Dust, Brujah SHARP

The Sabbat

Without them, much of the Sword of Caine's back-
bone would be lost. Unfortunarely, they know this.

— Csikos The:

The Independents

imisce pack priest

Their malice is indicative of the corruption that
plagues the Childer of Caine in these desperate nights.
— Raj, R:

avnos nomad

this failing somewhat. While they once found bea

ity even in
extreme violence or sadism, they have since become need-
lessly cruel, inflicting their own viciousness on those around
them. If presented.with an ample opportunity (feeding, =
rival embarrassing herselfy rorturing a captive Cainite), a

Toreador antigribu will inflict physical or emotional pain on
hersubjectmoreoften than not. When confronted with such
ituation, the player must roll the vampire's Self-
(difficulty 6) arspend a Willpower poinc. If the roll
playerrefuses tospendapoint (which must be declared before
the roll is made, as leaving things ro fate has its conse-
quences), the character must indulge her need to “act out”
nsthe subjecr. Whether thiscting out i§.as simple as a
devastating remark or as baseas cutting the vietim's thumbs
off is up to thevampire'in question
explored by the player.

Organization: The Sibbat Toreador have their own
division between poseurs and artistes, but no one on the
outside can figure our exactly what it is. Most serve them-
selves first, the Sabbat second and their clan third, though
some forego the glory of the sect for the vanity of the clan
Toreadorantitribuinteract with greater ease than most Sabbat
da with mortals, and some distorted Perverts prefer kine
company to Cainites, Most Toreador antitribu have some
instrumental role in the ritae of the Palla G
dello Estinto.

Quote: Really, dorling, yowmust not squirm so. It spoils the
overall effect.

“ontrol

lsor the

wlig'a darkness best

inde and Festivo
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VENTRUF ANTITRIBU

hefore the Sabbat and Camuarilla existed,

Anarch Revoltand before the Lasombra slew their these final

Ancient and drank his precious vitae, the Ventrue were nights of chaos

knightsand lords, masters of their manors. After the powderkeg

and Thin Blood, the

of the Anarch Revolt and Tyler's bold attack of Hardestadr only way to avert the im-

the Elder came the Renaissance the Ventrue char

Armageddonistopullit

with the times. Driven by greed and power-lust, the Ventrue out by the roots. Cainites and kine

shifted tack. Rather than maintain their noble status, they alike serve the Antediluviansunknowingly,

pursued greater interests in the merchant class. Leaving ind only those with the drive tofighe ok et

behind the duty of nobility and the divine

masters shall survive pust the rain of fire and blood

right ofkings, the Ventrue surrounded them The Ventrue a ed to do just this

bu have pl

selves with excess and filthy lucre

Ventrue antitribu see their Camarilla counterparts as

So believe the Ventrue

failures, and they have assumed the roles of the race of

few Ventrue anarchs who had ¢

tinites’ sav or this. They believe mortals to
be ignorant cattle, sufficient only for food and service
frustrated with the static reins of pows to their terrible vam

held by the aged Blue Bloods.

posedtheirelc

ords. The world will be

come a hell, surely, bur Cainites, astools of God's

mortal currents changed, the

vengeance and the Devil's will, are fit to be

elder powers still clenched

rulers of the Children of Seth. To accept

tightly totheir empires, for anything else is to take the path of the
ever preventing younger varilla, and

the Sabbar Ventrue are not willing to

disgraced Ventrue of the Ca

and more able Ventrue
from taking their right accept that failure
ful places. By selling Niokakiit Cos e
themselves, the Ventrue

had g

For the Ventrue anarchs, their

: Ventrue ¢ hu wear

v up true nobilicy

wronistic mi

status. Many still have

leaders had failed, rempted by
material wealth and cormupted by 4

power. In proclaiming themselves

Sl ‘ s part in tasteful clothes and luxurious ac

anditribu, the e whojoined the

“;;‘ B, O ]”“Hl‘ b l‘ e0 e couterments, The Crusaders do not

Sabbat carved for CMSEIVES A unigue 1
kL cheged o CieeuEly ! consider this behavior hypocritical;

niche that occupies their val

they present themselves as they be
hearts to this very night

lieve they should. rall, they have

The Ventrue an

the money, so what good does it do

tice a chivalrous noblesse ¢ them todeny themselves! Who com-
They are grim knights and pala- mands greater respect: the knight who

cleans hisarmor and grooms his horse,

Antediluviansand bringdown ortheunkempr barbarian with stained
the degenerate Camarilla clothes and broken talons? Sabbat
Although their aims may Ventrue command attention, as do
seem noble in comparison their Camarilla cousins, by looking
v:w\wln-Hn»InmL ceof the the part.
Sabb: support the
Sabba, they support th Ventrue antitribu keep

Sword of Caine to the bitter whenthey can, though
end. e Ver I know, as i
nd. The Ventrue know, a they have no aversion tosharing com.

il ha
packs. Most Crusaders prefer lavish ap-

their preserved medieval enis with the test of their

chroniclesattest, that
Gehenna lurks

ntments, sothat they may spend their

ustaround the Y
) i time away from the Great Jyhad in rela
orne v

earhees e tive comfort. They collect few trappings




of materialistic cultures however, enjoying a few fine ap-
pointments rather than extensive collections of g
nner, their
personal and communal, may be described as aus

and personal effects. In this m

antitribualso honor the ages-old custom of hospitality: Should
another Sabbat Ventrue require a haven for the day, the
Crusader will do his best to provide it

Background: Sabbar Ventrue select childer from the
ranks of high society, but not trust-fund braes or dilettantes.
A Ventrue antitribu must have the means to support his

station and the strength of character to do everything it t
o fulfill his duty. Crusaders may come from any culturs
ethnic upbringing
Sabbat Ventrue

indeed, the mortal stock from wi

nbrace their childer is probably the most
diverse in the entire sect — but the porential childe must

ders

have a strong sense of responsibility, a trait that the Crus
find of short supply in the hedonistic final nights.
Character C;

and aristocrat concepts, for the most part. Natures reflect

ation: Ventrue anttriby adhere to soldier

their unfaltering sense of duty, and most have similar De-
meanors, though the clan has had its share of Thrill-Seekers,
Monsters and Deviants. Sabbat Ventrue prize all Attributes

and Abilities equally, considering the “rrue” knight to be as

capable with the computer and pen as he is with the sword
nd automobile. Ventrue antieribu also cultivate cxtensive
Backgrounds, among whigh, Allies, Influence and Sabbat
Status are most important. MostSabbar Ventrue keep some
semblance of Humanity for a short rime after their Embrace,
until they can fully devore themselves to their monstrous
chivalric code, which almost universally takes the form of the
Path of Honorable Accord (o, less frequently, the Path of
Caine or the Path of Cathari),

Clan Disciplines: Dominate, Fortitude, Presence

Weaknesses: Sabhat Ventrue suffer the same rarefaction
of tastes as Camarilla Ventrue, and they may feed only from
certainvessels (asdecidedatthe time of charactercreation). For
example, the Crusadler may be able to derive sustenance from
only Christians, or the blind, or perhaps might be able to drink

STEREOTYPES
Camarilla: I spitat them— they are single-handedly
nsible for bringing Gehenna down on all our heads

Sabbat: Undisciplined, but sincere. Usually.

THe View FrRoM WITHOUT
The Camarilla
Knights? Please. That is so 800 years ago.

3i, Nosferatu jet-setter

The Sabbat

Maybe their manner is a bit arrogant, but you know
what? I'm glad they're on our side.

— Cherise DuChamp, coven ductus

The Independents

The fruit fallscloser to the tree than they would have
us think.

acter will feed on
no other vessels, even if frenzied or starving. Ventrue antirvibu

only cold blood from erystal flutes, The cha

may feed on vampiric vitae normally

Organization: The complexneo-feudal hierarchy of the
Ventrue antitrfbu is bascon accamplishment, acquisition
and enemieés slaing The clan supparts a fair number of war
lords andadministrator-lords alike, who may choose to bartle
in the streets or over GrosssAnnual Profits. Anything is
acceptable as long as the Crusader keeps his cause in his cold,
unbeating heart. The majority ofthe Sabbat Inquisition is
composed of Ventrue antitribu, and some members of the clan
find theif calling among the ranksof the Black Hand as well.
Additionally, many Ventrue antitribu become templars and
paladins for the Sword of Caine.

Quote: Heretic, traitor, spy or coward; it's all the same to
me, Now stick out your hand and silence that tongue, or I'll cut it
ot and take off your armat the shoulder. Accept your punishment
as a true Childe of Caine.

Chiarrie Two: Asouno it Fiss




Is evil just something you are?

Or st

nething you

- Morrissey, “Sister I'm a Poet”

This chapter points out the minor changes and consid-
ertions necessary in creating a Sabbat character for a
Vampire: The Masquerade chronicle

Before you begin to play.a Sabbat vampire, you should

take a few rthiny

into aecount. Remember that you're trying
tocreate an interesting and unique characrér who reflecrs the
darkness and the struggle of the Sabbat to not only survive
but prove itself superior, rather than the one with the “best”
Traits. Additionally, the Sabbat is notan inhetently evil sect.
y believes in what it does — it has morals, even if
thost mbrals appéar waxpadiand peftetad t theks.
Another unigque aspect of rheSabbar i that it members
function in packs. Consider how well your character can

It strony

interact with'a group, for if your characrer disnipts the story
se he doesn't fir in, no.one will enjoy the game. The
Staryreller may ask you'to create a new character, or your
character might mect a quick Final Death. Even if you wish
to play a character who secretly works against her pack’s
greater interests, that charaeter must be -
the pack, lest she he found out immediately.

F bbat is not all blood and
gore. It is.a vicious sect; heedless.of mortals and jusyas likely

ble to hide among

nally, remember that the

to slit an old wontan's theoat as it is to-ignore her, but an
unliving, thinking infrastrucrure lies beneath. thar depravicy
and disregard. I the Sabbatwas composed f nothing more
than murderous

niacs, it would have fallen before the
torches of the Society of Leopold or the Camarilla long

The Sabbat is not only wicked, bur fervent, canny and
intelligent as well

-notevery charactershould be a mindless
brute. In fact, mindless brutes should be in the minority,
unless the Storyteller has expressly stared that yours will be
acombar-heavy

same (and even then, violence can be done
with panache). Players are encouraged to explore the intel-
lecrual evil of the S

Step ONE:
CHARACTER CONCEPT

Increating
goals of the Sabl

bbat as well as the physical violence

Sabbat character it is vital to remember the
at and yor

particular pack. Ideology is the
most important difference between the Sabbat and other
Cainites, 5o how does this mindset manifest irself to assist
your character in his survival? When creating your character,
also remember that there is a high mortality rate among
newly sired Sabbat. What is it that allowed your character ro

survive and become True Sabbar?

Coxcepl
Thisstep issimple. Ask yourself who your character was
before he became a vampire

and who he has become since.

For more information on chy

The Masg
o

racter concepts, sce Vampires
rade, page 105

L ANTITRIBL

ND BLooprLiNe
A Sabbar character has many more options when it
comes to lineage due to the antitribu and several exclusively

Charmen Trnes: Sons ano DauciTizs
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at bloodling

Sabl Antitribu are often radically different from
their Camarilla or independent counterparts, if only in ide-
ology. Acquaint yourself with the clans

presented in
Chapter Two, then select the one that best fits your vision for

the character — or choose one that runs counter to it If none

of the clans or bloadlines excites you, you can also choose the

nd o

wders.” Clanless cast, the Panders have any num-
r of vampires without pedigree among their ranks

Tue Pack
Asamemberofthe Sabbs

re

ourcharacteralmost certainly
belongs to a pack consisting of vampires of various clans
{thoughinreality, youoften find that you're stuck with whoever
Embraced you and his pack). More than likely, all charactersin
the chronicle belong to the same pack, so players should discuss
andhave inputastoitsnature. The twokindsof packs that make
up the Sabbat are the nomadic and founded ones

Pilgrims or nomadic Sabbat enjoy their freedom by wan-
dering the country and having ties to no particular place.
Throughout their journeys, they frequent many colorful locales
and encounter many interesting people. While many Sabbar
view thisunlifestyle as the ultimate freedom closest to the sect's
anarch roots, it takes true inner discipline to survive in this
environment. While many Camarilla Kindred view nomadic
Sabbar as dang

ged vampires — who would
luntarily choose an unlife of munning from Lupines a
sleeping in the earth or abandoned buildings?

ous and de

v

many pilg
feel that the greatest victory of all is to acknowledge no master
except themselves. Of course, nomadic Sabhat serve the sect,
but they do so without being bound to one location.

bers or founded Sabbat have established a
permanent home in a particular city. A haven in the city

Coven me

lends itself to intriguing politics and colorful recurring char-

acters. Dangers within a city are also fairly predictable based
on the pack’s prior history within the city. The apen road is

fraught with unpredictable adventures and hazards.

NATURE AND DEMEANOR

The Sabbat have specific Archetypes that reflect and
accent their evolutionary nature, their strong survival in-
wd their self-avowed vampiric superiority. While a
acter’s Nature is the

stinct
chal

truest” component of his personal-
ity, it is imperative to remember that the Sabbar constantly
v survive. This evolution tends to
character’s Dem

adapt so that the

wself in

your character’s unlife, you should note changes in his De-
meanor ranging from subtle to extreme, depending upon
chronicle experiences. To begin with, however, select a
Demeanor Archetype that describes how your character a

me new Nature and Demeanor Archetypes particu-
suited to the Sahbar appear on pages 86.87

Patnsor ExtiGuTe
Some abbat has no

morals. Oursiders usually see only fire, death and terror in the

MENT

e the

ampires outside the sect belie

anor; over the course of

of many Sabbat vampires' passage. The truth of the matter,
however, is that Sabk adhere to very rigid codes of

v

behavior based on their ideology, philosophy and theology
These codes are known as the Paths of Enlightenment. There
areseven known Sabbat paths, and some vampires not affiliated
with the sect are belie
While achs

outsiders (particularly thase who cannot comprehend inhuman

ed to uphold similar moral outlooks

cter's morality and ke sense to

tions n

1y not

values and acts as sacred), his path strongly influences every
aspect of his existence. Keep your character's clan, pack and
Nature in mind when choosing the path best suil

{Note: Paths are not recommended for beginning play-
ers. For more about Paths of Enlightenment and advice on

ed for him.

using them in a chronic
The Masquerade.)
Despite the dehumanizing aspects of the Sabhat

see the Appendix of Vampire:

1

brace, however, most vampires of the sect continue to cling
of Humanity, though their Humanity
tend to ernde a lirtle more quickly than other vampires’

o the vestig

Particularly in the cases of young Sabbat, many vampires
simply haven't had the time or environment to cast off all
thar was impor r Embrace. Neonate

ch

nt to them before th

cters typically spend less than 25 y

are

ars

v

mpire;
radically different

which is hardly enough time to adopt
fr:
a character who subseribes to a Path of Enlightenment, she
of

character's pack aids her in

me of mind. Nevertheless, should a player wish to portray

may feel free to do sa (with the Storyteller's final appr
course), Usually, a mentor ir

finding her path before she becomes an inhuman monster.
Only the

the chronicle commences; typically, this indivi

most precocious of neonates will be on a path when
idual may

have had extended contact with the Sabbat — as a revenant,
before she was Embraced

roady, favored gho

Step Two:
CHOOSING ATTRIBUTES

Poinrallo

of Sabbat characters
crers, A player
receives seven points to distribute among his chs
primary Atributes, five paints for his secondary Artributes
and three points for his tertiary Attributes. Additionally, like
abbat charact
1 Areributes.

ations for the Artribu

are identical to those of other vampire cha
acter's

all vampires, receive one free “starting” dot

in g

Step THREE
CHOOSING ABILITIES

For the most part, Sabbar Cainites can use any Ahiliry
presented in Vampire: The Masquerade, as well as the
Secondary Abilities presented in the Vampire Storytellers
Companion, should the Storyreller choose to allow them.

Additionally, the Sabbat practices some Abilities developed
especally for its terror tactics and violent existence. These
Abilities are discussed in deprh lat

Guanz 10 T Sassar
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Sabbat Advaniages

the seet sees itself in a cor t

significant emphasis on lean

BACKGROUNDS

lures from the pack

i the chronicle

spent all his post-Er
ensure loyalty, the metk
feelin it

Background §

why the ¢

fic Mall

ible Influence beyond a dot

VIRTUES

stards who fi

w different

pter Five) to see w

Charac

stand:

I ger seven,

STEp FOUR: ADVANTAGES

differ a bit from other vampires’. A

the inherent powers

vampires. Also, as members of tl tare expecte
much of their former lives be n as possible,
( have far less influence in the mortal we
ndependent or Camarilla “F
Disciprines
Sabbat vampires start the game with four dots in Disci

course, any player may

tal ties

er's hu

Finally a few other guidelines apy

n as the Creation Ri

his pack. Because of t

war, it places

YaACquUire out-o

red. Ir

nce, the

tion, but even if

make

hefore, still have

e of these




* Alternate Virtues begin at zero: Every human (and
thus every recently Embraced Kindred) h:
his “natural”

some degree of
npiric Virtues
tural human norm. Al-
though a character with Conscience, Self-Control and
Courage receivesone free dot in each Virtue, a character with
ence, Instinct and Courage begins with only two free
nConscience and Courage). A character with Convie-
tion, Instinc
Courage). Sabbar characters must buy their inhuman Virtues

at least 1, if not higher. This restriction n

Virtues left, but unnatural v.
must be cultivated outside the cu

nd Courage begins with only one free dot (in

G

cem unfair,
but the effort required to adopt a morality so antithetical to
humanity is not a light one.

* A vampire following a Path of Enlightenment must
begin the game with a Willpower Trait of 5, minimum:
Spending points on Courage or raising Willpower with
freebie points will provide this minimum. Without sufficient
will to stave it off, a character would fall to her Beast within
a few nights of adopting such a heinous code of ethics.

ning characters may not start the game with
path scores above 5: If a character’s Virtues would indicate
re of higher than 3, disregard the extra. Freebie
points may not be spent to increase a beginning character's
path rating above 5, either. Newly created

ampires have not
had sufficient time to gain a greater understanding of their
wicked nature. It takes decade

to cre

€ @ true monster.

® In all other ways, unless otherw
man paths rtues function like their human
counterparts. So, if a roll calls for the player to use Charisma
+ Conscience, and the character has Conviction, roll Cha-

nd

risma + Conviction

Step Frve: L ast ToucHEs

At this point, the character is almost done. You rece

15 freebie points to round out any of the Traits on your
cha
must record the base scores for your character's Willpower,
path rating, and bloed pool.

acter sheet. Before you spend these paints, however, you

Wil powen
Your character's Willpower is equal to his Courage
ing. When playing a Sabbar character, you should prob-
ably consider raising it even higher by using freebie points
(especially if you are playing a path-follower, whose Will-
power must start at 5 or greater). Willpower is i
Sabt

o the

t, and the sect brooks no cowards in its ran

HumANtTy/PDATHOF ENLIGHTENMENT

A character’s starting Humanity or path score depends
on his Virtues. Add the two Virtues other than Courage
{Conscience or Conviction and Self-C
determine this Trait
Paths of

“ontrol or Instiner) to
Remember that new characters on
lightenment may not have path scores greater
than 5 at the beginning of the game.

Broon oot
Simply roll a die to determine the character’s starting
blood pool.

Vincurr(Broon Ties)

Members of Sabbat packs have bonds of loyalty to one
another formed by practicing the blood-drinking ritual known as
the Vaulderie. Each Vinculum has a rating that determines how
strongor weak it is {see page 155 for specific details on Vinculum
scores). At this point of chara
nam

ter creation, write down the

of everyothercharacterin you Forevery
other characterin the pack, roll

record those results next ro that che

cter's pa

add one to the results, then

acter's name.

(Note: Vinculum scores may not exceed 10.)

Freenie Doints

The player may now spend 15 freebie points to purchase
dditional dots for a characrer's Traits
point cost ased on the Trait's type
p. 104 of Vampires The Masquerade for these costs. Remem-
ber that Disciplines purchased with freebie points need not

ch dot has afreebie-

consult the chart on

come from the character’s clan Disciplines (though buying
certain Disciplines may require some explanation or the
Storyseller's approval).

SpPARK OF L1FE

The following details will help you make your character

acomplere and unique vampire. You do not necessarily need
to write these things down, but you should certainly think
abour them not only now but throughout the entire

existence of your character.

PresentaTion
The nature of the Sabbat is most readily visible in its

nce. With minimal formal con

appe
ade,” Sabbat individuality comes out in the way characters

physically express themselves. How does your character’s

clothing, hairstyle and choice of accessories reflect her supe-

acter's Traits come across to
show that he is a survivor? What
Appearance of 3 mean? Does his Strength of 4 make him a
hulking brute or is he surprisingly strong for his small frame?
Bring the character to vivid unlife with a bit of consideration

te?How do your cha

does your character’s

for the character rather than just the Traits.
SPECIALTIES
Given the guerrilla training Sabbat members often under.

nd the self-discipline necessary just tobe a Sabbat member,
Sabbat characters sometimes have specialties or areas of refined
expertise. A character may take a specialty in an Attribute or

Ability when one of those given Traits has a rating of four or
higher. Although most players select speci:
during play, you can pick them immed

ties for their Traits

ely, provided that it
makes sense. Specialties allow you to reroll every

v 10 scored in

your area of specialization, adding successes on the reroll to the

successes you have already accumulated.

Gt 10 e Sasear




Fouipmest

wly unlikely

pieces of equipment

equip
Storyteller before th

are gear takes t

ny piece of ¢

of military-surplus grenades
Quinks

By giving your characte

dotesar ality quirks,

il interest to your roleplaying ex

many quirks are residual effects from rk

enced du the Embrace ar

Sabbat members, peculiar

esteem. Contemplate ¢

t unique. Dy

lick her victim

wear a special kind of earrin

rspeak in certain slang? Howe

f children upset her? Anytk
character helps set her apart fro

of the sect, and other vampires.

MOTIVATIONS

masses of humankind and the cowering

she view herexi se with

nceandpr

pack? Does she believe Gehe
threat? Where d
A decade? A century

Cons

these

racter will give you a better u

might react in any given situation in the

wrk out thes

wtomatically success

nent thar

bly knows where to

Due to the severiry of the Sabbat Creation Rites, it is
I uld ha

ny remaining

n existence

ar the start of a chronicle. If you feel your character needs
fetails with the

ovided cither your

e business with a

hey ex

tion Rites. For other

arise out of

uperior while still having a

ssibilities here are

it character may do

:s your characrer

s she drive a si

carry herse

What makes your character a superior being

s after she feeds? Does she

nature car
'Doesthe

ith 1o the

er members

above the

amarilla? How does
the Sabbat and her
is a real and impending
and her pack in five years!

ispects of your

rstanding of how she

Crarmen Tia




MoRrtar IDeNTITY

A final point for
identiry. Masr Sabbar
food. Because of their
1 formal M,

s may sti H\u € connecti

ition is your character’s morral

ans as little more than fast

creatures, they have

\m.u y. Yer,afew

cther you're a priest

with human runners

sur artitudes in the

sdain for humankind, the
Sabbat nonetheless finds itself having to deal wich “patheric
mortals” more often than they might like. Does who your

character once was have any effect on these interactions

PrELuUDES

part, Sabbat vampires becoms

typically m.u.\l‘lw. v

More information on preludes appears in Vampire: The

Masquerade, pages
The Sabbat, he

the prelude: the ma

ly war, it is e

pack has be

help win the
prelude for all the characters a
ndividual detail, to explain

g place at the wrong time with the res

n the Jyhad kne as lieele (“It's

Ances upon you
(“You have proven
rs in the siege of Miami

you are now True Sabbat.”) as she prefers

NLWTR/\Irs

he course of its evolution from dis eparar

wnarchs to the ter
his rl-‘ Sabbat has
ith wt

t suited to Sabbat characters

rs may feel free to adapt or
should they so wish

NATURE AND

I)l MEANOR ARCHE 1"|u S




killers grow jaded and need to challenge themselves with new
atrocity, so mindlessly gutting one’s umpreenth victimshould

net the killer little return.
CAapriarist

Why
the ultima

ve it away for free when you can sell it? You are

e mercenary, realizing thar there is always a
market tobe developed —anything can be a commexdity. You

have a keen understanding of how to manipulate both kine

goods or
nce and influence are everything when it
comes to the big sale, though you

and Cainites into thinking that they need specil
services. Appe:

II use anything to your
advantage. Salesmen, soldiers of fortune and bootlickers all

there to the Capitalist Archetype.

Regain a paint of Willpower whenever you make a
successtul “sale” or barter of any commodity. Commodities
need not be physical items; they may be bits of information,
favors or other such intangibles

c

AMELEON
Independent and self-reliant, you manage to blend into
any sinyg

tion. You carefully study the behavior and manner

isms of everyone

you come in contact with so you can pass
yourself off as someone else later. You spend so much time
alterin

s your mannerisms and appearance that your own sire
may not even recognize you. Spies, con artists, drag queens
and impaostors best represent the Chameleon.

Regain a point of Willpower whenever you fool
someone into thinking you're someone else for your own (or
your pack'’s) benefir.

CreepSHow
You strive to shock and disgust those around you with
gratuitous acts and ostentatiously

mannerisms. You
realize, of course, that it’s all show and merely a way to

vil

intimidate and control others. Outsiders, on the other hand,
think you are the Devil incarmate, and you revel in thisimage

Shock-rockers, rebellious teenagersand theattention-starved
exemplify the Creep Show Archetype.

Regain a point of Willpower whenever someone
recoils from you in horror or otherwise reacts in fear.
ENIGMA

Your

s are bizarre, pu

ing and inexplicable to

everyone except yourself. Your strangeness may be residual

effects from the Creation Rites, or the most effective w
you to carry out the work of the Sabbat
moven

ay for

to see the
ts of the Antediluvians and counter them. To the
f the world, however, y

rest

ur

ratic actions sugeest that
ntric if not complerely crazy. Conspiracy theo-

you're ecc

ts, deep-cover agents and Jyhad fanatics all live up to the
igma Archetype.

Regain a point of Willpower whenever someone is
completely perplexed or baffled by one of your actions that

later turns out to be a fruitful endeavor.

Eveor e STORM

Despire your calm subtle appearance, chaosand havoc

seems o follow you. From buming cities to emotional
upheaval, death and destruction circle you like alba-
trosses. For you, unlife is a never-ending trial with

Jers, political

the Eye

uncertainty around every corner. Gang les
figures and other influential individuals exemplif
of the Storm Archery)

1 ruckus, riot
o less violent phenamenon occurs around you.

Regain a point of Willpower wheneve

Guru

Your enlightenment draws others to you. You may be a
mentor of a particular Path of Enlightenment, a priest with
the Church or merely an idealist in your pack. Wha
and moves others to en

ever the

case, your presence motivate n

spiritual or ideological pursuits. Yaur peers view you as calm,
centered and “with i

even when you are preaching about
an end. Cult leaders, Zen masters and
mples of Gurus

violence as a means t

pack priests are ex

rwheneversomeone seel
nd

— Regaina pointof Willpow
out your help in spir our guidance 1
ction that he normally
would not have taken. Also, regain a point of Willpower
whenever you achieve an epiphany that relates to your

personal philasophy
SADI

Your exist to inflict pain and suffering upon others
Killing is too easy -

al matters

ves
that individual ro an enlightened

torture is the best way to truly harm a
person, and you seek t

e slowes

most painful means o
push others to the ultimate limits. Pain — others’ pain

gives you immense pleasure. Drill sergeants, jilted ex-lovers
and some of the terminally deranged may all display Sadist
Archetypesat one rime or another; sadism is rare enough to

es, rather than reliably in one

appear only in aberrant

type of person or another.
Regain a point of Willpower whenever you inflict pain

upon someone for no reason other than your own pleasure.

SOCIOPATH
All inferior beings both living and undead should be

exterminated in order to bring abour a harmonious existence.

You likely feel no remorse when you kill (depending upon

your Humanity or path). On the contrary, you are
glorious deed for society. Some Sabhbs

Joing

e critical of your

violent narure, but you sometimes manage to sway them with
arguments like, “Darwin would agree that I'm only helping
nature along!” and, *Only the Sabbat shall survive!”
Regain Willpower whenever you are the greatest
contributor to a body count after everythi

has settled

wre the only killer,
it — like killing

ng down de

down. This count includes times when you

and it neec

not result from a m
every member of amovie audienc

less patrons in a bank robbery.
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New ABILITIES

In addition to

¢ Abilities listed i Vampire: The
Masquerade, you may find the following Secondary Abilities
of interest. They are designed to reflect the Sabbat member,

her unlifestyle and her nightly activities. If your Storyeller
does not permit Secondary Abilities, simply ignore the
(The Secondary Abilit the Storyteller.)

TALENTS

Fortune-TeLLING

“You are in flight — a tall, gaunt man haunts you even in
your dreams.”

“That's vight! Oh, my god!" Tara gaped. “He's been chasing
me for weeks, and even when he's not there, 1 think 1 see him!™

“That's right, dear. But relax. You and he ave fated w be
cackled the old Gupsy, his one good eve gleaming in the candlelight

“Really? That's odd. Then why does he seem so scary?”
“Why, becawse he is, my dear. Yes, you will be his. You will
be his forever!”

A shadow fell over Tara, blotting ot the candle's dim light

Whetheryouscrywithacrystal ball,consulrthe yamrowstickslike
your Chinese ancestors, read Tarot cards or tea leav
penculumor

wstruneslikeyourCeleic forebears, youl
ability toforecast the furure. Youmay ormay not have the g
tell fortune

but you can make pecple believe you do.

wr not Fortune-

(Note: It isup tothe Storytellerwhethe
Telling truly works in her chronicle

he should share this
information with players whose characters have this Talent
— charlatans know when they're faking it — though they
may certainly choose to lead others along, if they so wish.)

ovice: You are able to use one method of

divination adequarely, and you treat it asa pastime.

Practiced: You are proficient in one method,

with the ability to provide general information.

ees  Competent: You are familiar with many divinatory

systems and profic

ent in several. You can provide

specific and detailed information from your readings

seee  Expert: You are adept in multiple methods of
fortune-telling. Not only can you provide detailed
information, but you can tell people specifically
what they want to hear

ssess Master: Anor he Gypsies take lessons from you.

Possessed by: Gypsies, Psychics, Quacks, New Agers

[arot Cards, Tea Leaves, Runes, Yarrow Sticks,
Mirrors, Crystal Balls, Palms

Specialties:

PaNnANDLING
Dezra shook his cup and forced a cough into the still night air,

) passershyy and pulling his blanket more tightly around his

Any help for a vet'ran down on his luck? Anything? Every
liele bit helps, even just a dollar. Hey, lady!"
Jackpot. Dezra caught a sweet young woman in a business

suit looking at him. With only a glimpse of his brown eyes and a
waver in his voice, he had her for 20 dollars, and even a ride 1o
the shelter if he wanted it.

“No, thank you, ma'am. This is more'n enough. God bless
you, ma'am.” Under his breath, he added, “And | didn't even
have to kill you for it. Damn, I'm good.”

Youare askilled begg:

r. Youare able to get people togive
you money just by asking for it. You know whom to ask, how
10 approach them, what to say and how to avoid the police.

This Talent is useful for picking up quick cash or cres

nga

cov

. Novice: You get most of your money shaking
and washing windshields. You're still working on a
hard-luck story.

.. Practiced: You're workingon the story and using the
classic lines, but you still manage to get little more
than spare change.

ess  Competent: You're really smooth
hit the hard-hearted for a few bucks.

you can even

eess  Expert: Who needsa sob story when you can hustle
and scam your way into big bucks from tourists and
little old ladies?

sesee Master: Dinners, rides home, cash for a bus ticket —
casy as pic.

SKILLS

Vamp

Lucita siclled up to the doorman of the Digital Lounge, all hips
andlips. A few fleeting, vacuous promises and a cavefully placed hand
om his chest and groin made him bend to her will. He knew damn well
she wasn’t supposed to be here tomight — Andrei specifically stated
that she was to be denied entrance — but the doorman didn't care
anymare as her mouth met his and his sex stirred beneath her touch
That was precisely how Lucia soned i

You can use your seductive means to get any information
from anyone. Whether you're acting out the role of the
empathetic girlfriend, the barroom floozy, the loving wife or the

e. You can be
¢ promaiesi the

adventurous mistress, you know how to ple

subtle or overt, coy or wanton, depending an wh

ons 1o

best results, and you can interpret your subject’s tur
acticing this

better accomplish your seduction. Ifthe vampire
Skill acrually goes through with the acts he suggests, he may

need to spend blood points to function properly; see Vampire:
The Masquerade, pages 138-9 for details,

(Note: This Skill re
end. Being charming, alluring or desirable
Empathy, Expression, Pe
coupled with Appearance or Charisma. Only the dullest of
victims may fail to realize the camal pleasures proposed by a
user of this Skill, and many vampires consider its use distaste-

es only to using sex to achiev

formance or Subterfuge,

ful or vulgar, as they no longer concern themselves with such
base mortal acts, especially among the Sabbat.)

Guce 10 THe Saser




w how

in a partner’s interest

and extract information without being blatan
obvious.

. iced: You perceive the subtle innuen )

ermining what er likes, and you u

insight to extract infe m

sss Competent: From talki ysomeone for a few
minutes, you can determine rasies. You enact
them with skill often withdrawing vital inform
easily urole-pla

sees

Expert
fantasies, enacting
perfectly. Your p:
with you, and the sap

r: Some wonder
1 veritable suceul
I by: Hookers, Spie bra, Bored Housewives

e, Role-playing, S&M,

al in the Fire

being burned or suc

part of a split dice

Dancing

! ser Must concentrate ¢

1 nothing else. When the vampire tries t




SUCCESS.

have this Skill.
actually a bonfire m

health level. Few vampires outside the Sabba

(Note: Unless the fire i ant for the
ritual dance, you do not suffer Rotschreck any less frequently
vy other vampire.)

vice: You make the necessary leaps to prove that

you're not a coward. You usually wait until the fire
has died down quite a bit before you leap though.

er feel that "Oh, shif

Practiced: Youno lo

panic
when you jump.

ees  Competent: Youare usually thefirst to jump, for you
donot fear the flames. You live by the motto, "Build
it higher, jump the fir

eees  Expert: An acrobat in the flames, you command a

prowess and fearlessness that serves asinspiration to

all who observe you.
M

simultaneously unholy

er: A legend among the Sabbar, your moves are

nd magnificent.
‘ossessed by: Sabhat, Mystics, Primitive Tribesmen, Performers
P A by: Sabhar, M Py Trit Perf

Specialties: Leaping, Acrobatics, Distance, Looking Tough
KNOWIFDGES

Brack Hann Lore
“Soyouare amember of the mighty Hand, correct, Ismail?"
ouare corvect, Your Excellency,” answered the Assamite

He certainly looked the part, down to a flaswless tattoo of an open
palm that adomed the back of his shaven head

“I see. And to what circle of mastery have

“The fifth, Excellency. | am a Keeper of
paladin ro Bishop Cicarriz himself

The bishop reached out almost carele

you ascended?”
aine’s W

rd and

by with his claws, and

the Assamite's head fell to the ground. “Circle of mastery,’
indeed. What foolishness. And members of the Hand are forbid-
den to be paladins. When you wish to lie to me, at least learn the
natwre of the falsehoods you would craft. But I suppose it is a bit
late for you to leam the: eh jackal?”

Soundless and wide-eved, the Assamite's head stared at the
bishop. who walked inco the shadows from whence he had come
¢ leamed information about the Black Hand —
which may or may not be true since this information is known to

¢ lesson

You ha

few outside the organization. You have heard rumorsand legends
about the history, strategies, intrigue and ritvals of the Hand.
Additionally, you may be able to recognize numerous ag

nts of

the Hand within your own city and the surrounding area.

. Novice:

Practices

{ou know mostly rumor and hearsay.

You have decent second-hand informarion,

wee Competent: You have a steady — and reliable
source for second-hand information.
sses  Expert: You have numerous steady and reliable

sources that provide you a great deal of information.

Master: You have a powerful contact within the
Hand, along with other sources within the group
who provide yo
that only an ex;

ntricate and detailed information

ienced member could know.
Black Hand Members, The Order of St. Blaise,
Sabbat Leaders, Assamite Antitribi, Assamites, Nosferatu Antitribie

Possessed by

Specialties: History, Famous Leaders, Tactics, Strategies,
Secrets, Rituals, Local Members

UxperworLD L ORE

Vincent shrugged as the man in the pinstriped suit asked him
who he'd come to see

“Names ain't important. | came to see an old friend and bring
him a gift,” Vincent replied. He handed the other man a boule of
imported liquewr and three coffee heans, Nodding his head and
smiling, the man led Vincent past a huge, heavy set of mahogany
doors and into the offices of the most powerfid mortal in the cit:

You know the politics and figures of organized crime within
yourcity. You understand how the system works, whom to pay off,
whaose arm to twist and who gets the cement shoes, Whether it's

s, youknow
the source and who's playing the game. This Knowledge encom-
passesmembersofall criminy

street drugs or vampiric blood for asecret cult of gho

organizations, ethnic andotherwise,

including the Mafia nd street gangs.

: You saw The Godfather a couple

Practice,

. Novic

rimes.

You know a few button men or soldies
me

andcanna wtof your city's prominent gangsters,

Competent: Youknowasmuchas most connected men.

Expert: If it's happening in your city, you know
about it
Master: If

Possessed by: M

ou know about it

happenin
Dons,
Connected Thugs

, petiod,
aku,

, Government Leaders,

Specialties: Loan-Sharking, Drug-Running, Smuggling, Slavery,
Palitics, Ethnic Organizations

SABBAT
BACKGROUNDS

For the most part, the Sabbat looks with disfavor upon
Backgrounds, considering them co-dependent ties to the

mortal world, Nonetheless, Backgrounds often come in handy,

nd rare is the Sabbat who would rather die than avail himself
of their resources. This secrion looks ar Sabbar views concemn-

ing the core Vampire Backgrounds as well as introducing a few

new ones specific to the sect.
ERISTING BACKGROUNDS

ALLIES
The Sabbar views allies as an occasional dirty necessity.
Trusting no one outside the sect, much less wanting to be

indebred toanyone

at chooses allies with

amember of the Sab}
Because allie nortal, the Sa

great reservarion consid-

re
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bhat would entrust

ers them expendable, and practically no §

ile and inferior as a human being.

his unlife to some
Few Sabhat kee

cither pay off

for any g o

v of time, prefe

elp into cooperation

CoNTACTS
Sabhat may still have mortal contacts whom they can
manipulate, hribe information. These people

hail from all walk:

vifa player wishes tocultivate
we contacts must |

ve some reason to be i

vtacts, t

nsidering the sect’soverall
|
t than mortal allies, but it
Afterall,

volved witha Sabbat character (c
dislike of mortals). As
with litele more resp

ole, the secr regards mc

il necessity of them when

aceasior

sometimes

hat vampires ne

have the best wares. In truth, mast Sa wpires canand

ts ar many during

i such thi

1they tend to keep quiet

It wouldn't do to have o Cainites know that one is

dependent on the mortals around him.

wplace to have many

out the city than any

werful contact. Of course,

prisci, cardinals and the like typically
ivid

can exert owerful

influence the

this relationship, «

Influence than Contacts.

Fami

Most Sabbat ave

supremacy, fams

Besides, once Embraced ever the famous tend

in their mortal fans (I eir deteriorate

t gracefully fade from the

atest of care. If for any reason,

it must use it with the

1 threat ¢

a Sabbar member with Fame is

reservations in elimin,
I-\I ofabudding Holl

the sect, refused ¢

security, the Sword of Caine suff

ingher. Onealmost N

ced ir

actor who, after bei

nt |I“ Great Jyhad and instex \.Ianuw

his attent

wWers 1 elf. Ince

 flesherafted body-double

Iml.\h Such ign.

Hern

Vampires of the Sabbat have differing views on the matter

thar herds procote. lisiness

keep herds to prevent mq
wre of their presence. Ultimately

pack preference as to whether or nor




S

members support herds. It should be noted, though, that most
Sabbat keep only small herds so as o minimize threats o
security. Many a herdless Sabbar boasts that rhe Sabbar should
drink from whomever they damn well please!

1

ENCE

Influence is a characrer’s ability ro sway the mortal
world. The Sabbat has some influence on mortal sociery,
but does little to further or exploit these human ties.
Actually, the Sabbat finds it difficult to view humans and
their affairs as anything more than a potential liability.
Be to be involved with
humans. Many packs have extensive rules governing such

es, the Sabbat sees little reasc

actions. This is due in part to the Sabbat's disdain for
humanity. After all, a Cainite wich only shre
ity — let alone the p

s of Human-
able evil that exudes from her

will have a
difficult time subtly manipulating any human if those

when she follows a Path of Enlightenment

around her are uncomfortable.

Some Sabbat view the human world as a giant chess-
board to manipulate at will, bur this ractic is dangerous
indeed. Most Sabbat, with the exception of leaders and

elders, simply stay out of mortal matters

MenTOR

Since Sabbat unlife demands so much from irs ranks,
many members look to their packmates, sires and superiors for

guidance. In Sabbat society, the mentor may reach and guide
the Sabbat member on his chosen Path of Enlightenment,
give advice, provide protection from elders by acting as a
buffer, offer caution when intruding on the affairs of other
elders and provide information regarding opportunities for
power and advancement

. Mentor is

a ductus or pack priest
Mentor is a prominent elder o priest
Mentor is a bishop.

Mentor is an archbishop.

* Mentor is a priscus or cardinal

RETAINFRS

Because the Sabbat is known for its secrecy — secrecy
that has enabled its survival over the centuries, its mem-
bers are apprehensive at thought of letting a bunch of
humans know their secrets. Even when a Sabbat vampire
rakes a retainer, he is much more likely to choose a ghoul
or an animal. There is also an ideological basis for the

Sabbat’s restricted use of retainers; why would a superior

being choose such an inferior being for a servant, assistant
or companion!

Retainers must always be controlled in some way,
either through a salary, the donation of Cainite blood or
direct mind-contre

They may not alwaysbe loyal, though

typically they are, considering the consequences. De-

Guaot 10 THE Sassat
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pending on how well they have been treated, some
retainers feel the temptation to betray their masters if
n the chance. Sabbar members keep right reins on
rretainers. Usually, a retainer is killed at the slightest

sign of mistrust or disobedience.

New BACHGROUNDS

ALTERNATE IDEN
Dany

L 4
bowed to the prince, averting her gaze toward the
ground. “T humbly present myself before you, my prince, as you
vequest of all your subjects an each full moon.”

“Thank you, Danya,” the prince boamed in his deep baritone.
“Your loyalty and honesty ave grealy appreciated. You may go.”

Back in the parking garage, Danya dropped her act and once
again became Sabina. Quickly, she moved a pair of desiccated
corpses from. the munk of her car inw the prince’s and strewed @
handfid of spent pistol cartridges avound the avea. At the base of the
garage, Sabrina stopped at a pay phone, dialed 911, dropped the
handset and fired a few rounds into the air before leaving. Perhaps
Danya was loyal and honest, but Sabrina was a real bitch.

You maintain an alternate identity outside your own,
complete with papers, birth certificates or any other docu-
mentation you

Jesire. Only a few may know your real name
oridentity. Your alternate personamay be highly involved in

organized crime, a member of the Camarilla, a con artist who
uses alternare identities for her game or you may simply
gather information for the Sabbat about the enemy. Indeed,
some Sabbat may know you as one individual while other
Sabbat believe you to be som,

. ¥, new at this h{mm\ game. Sometimes you
slip and forget your other persona.
.. You are well grounded in your alternate identiry.

You are convincing enough to play the part of a
doctor, lawyer, funeral salesman, drug-smuggler ora
capable spy.

You have a fair reputation as your alternate persona
and get name-recognition in the area where you
have infiltrated

Your alternate identity has respect and trust within
your area of infiltration.

You command respect in your area of infiltration,
and you may even have accumulated a bit of status.
You have the trust (or at least the recognition) of

many powerful individuals within your area.

Biack HAND MEMBERSHID

Asmidnight tolled, Armin crept silently from the tall cabinet
in which he had hidden himself all day. Slinking down a moonlit
hallway, he sniffed the air for the telltale scent his target always
wore. He detected a subtle hint of the fragrance -
by — mere

she was close
econds before hearing her approaching footsteps
d behind a writing desk and watched his mark move
absently past him

Armin ducl

As soon as her back was 1o him, Armin struck, biorying his
poisoned blade between her showdders. She tumed, a look of rage on
her face, forcing blood to her limbs t make herself songer, but
Amin had abready vanished into the nothingness from which he
seemed to come. Calling wupom the blood had been her mistake —
Armin's poison coursed through her veins, doing its deadly dury.

Maoments later, Armin withdrew across the front lawn as his
target lay in a frothing heap on her rich carpet, calling breathlessly
10 her antendants

You are a member of the fe

ed Black Hand, the body of
assassins and soldiers that serves the Sabbat fervently. H:
ing this Background indicates that you are a full-fledge
member of the orgar

nd you have all the responsi-
bilities and benefits that accompany membership

tion,

You may call upon members of the Black Hand to aid
you, should you ever need it. Of course, this ahility is
street, and other Hand members may call upon you ro aid

them. Thus, you may find yourself assigned to perform assas-

W

wa

sinations, lend martial aid or even further the political ends
of the Hand as a diplomat or spy. You may also be required to
attend crusades that take you away from your pack. All
members of the Black Hand must heed the call of another

Hand member, especially the superiors of the

ction.
Being a member of the Black Hand is a prestigious

matter, and other members of the Sabbat respect the organi-

tion. When dealing with other S;

should you choose
to reveal your affiliation with the Hand, you may add your
rating in this Background to any Social dice pools, even after
other Status or Abilities have been taken into account. Most
Hand members, however, choose not to reveal their alle
Also, the Black Hand is remarkably adept at hunting
down Sabbat who claim mmﬂur\tm\ in the sect but do not
truly belong

gianc

liars, bes

. Youare a grunt; you may call upon one Black Hand
member once per story.

oo You are known and respected in the Black Hand;
you may call upon two Black Hand members once
per story

ses You are held in the Black Hand's regard; you may

call upon five Black Hand members ance per story.

You are a hero among members of the Black Hand;
you may call upon seven Black Hand members

twice per story (but you'd better have just cau
if it seems you're becoming soft, you may lose points
in this Background). You may also lead large num
bers of Hand members into action should it ever
sary.

You are part of Black Hand legend; you may call
upon 12 Black Hand members twice per story (but
see the preceding caution). You may al

become nece

sesee

large
numbers of Hand members into action should it

ever become necessary. The Seraphim may even
seek your counsel on matrers of import.

Charm Traee: Sons anp Davcemiss
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Rrtuars

Sayle raised the chalice over his head, intoning the ancient
koldunic incantations and consecraring the Vaulderie, He closed
the ritus with a blessing of his own.

the who partakes of this sacrament feel the righteousness
of the Sabbat. Let him never fall in batele, and let his packmates
ever guard him vigilantly. Let him eam the for which his
unbeating heart cries, and let all his enemies fall beneath his
fangs. I

: name
Utiel, I bless this ble
With that, Saayle dipped his finger in
a bloody cross on each of his packmates’
with himself. After that was done, Sayle ook a deep d
from the chalice and passed

mught
o Teague, on his left

You know the ritae and rituals of the Sabbat, and
f them. This Background is v
tobeinga pack priest — without this Background,

YOU Can enact many

will not function. This Background is actually a super-

natural investment, drawing on the magic of the eldest

zimisce sorcerers. Sabbat vampires who are not their
pack's priests should have an outstanding reason for
acquiring this Background, as pack priests are loath to share
their secrets with more secular members of the sect

. You know three of the awctoritas ritae (your choice)
You know nine of the auctoritas ritaz (your choice)
and three ignoblis ritae (your choice).

You know

Il 13 of the auctoritas vitae and nine
ignoblis ritae (your choice). /
y

lso, you may create

own ighoblis ritae, given enough time

(consult your Storyteller for development time
and game effects)

sses  Youknow all the anctoritas ritae and 20 ignoblis ritae
(your choice). You may create your own ignoblis
ritae, given enough time (consult your Storyteller
for development time and game effects). You are
also familiar with the functions of numerous re
wional and pack-specific ignablis ritae, even if you
cannot perform them.

eeses Youknow all the auctoritas ritae and 40 ignoblis ritae

(your choice). You may creare your awn ignoblis

vitag, given enough time (consult your Storyteller
for development time and game effects). You are
also familiar with the functions of almost all re

gional a

1 pack-specific ignoblis ritae, even if you
cannot perform them; if it's been written down or
passed around in lore, you've heard of it

SABBAT STATUS

Vykos stood in the dim hallway of the
its body cutting a strange yet commanding pres
sight of the assembled Sons and Da

Jew York mansion,

ence just out of
ghters of Caine. It walked
forward as the ghoul herald called owt its name, and the myriad
voices fell immediately silent, deferring ta t

great priscus who
was about 1o appear before them

Gunp 10 742 S




Respect had its perks, not the least of which was the ability
to quiet the rabble when one must speak divectly tw them

While the Sabbat values individuality, the srrength of
the packs lies within the strength of its leadership. Only

leaders who are respected and revered within the and

the sect can achieve this level of recognition. Sta

s plays an
important role in getting and keeping a leadership position.
Members of the Sabbat do not recognize Clan Prestige (see
the Guide to the Camarilla) for the most part (thoug
misce do, as do a fair sh

¢ of Lasombra). Rather, scct
an to most Sabbar, and thus, it is be

comes before c|

At the Storyteller's discre-
tion, Sabbat Status may add 1o a character’s Social Trait

recognized by the sectas a whole

when she makes a point of ir. Obviously, Sabbar Si

atu

confers no particular benefit— and is more likely a detriment

ingwith members of the Camarilla oreven some
independent Cainires.

—whende

. Ductus or pack priest/Well-known
se  Templar or paladin/Respecred
sss  Bishop/Renowned

sess  Archbishop/Pillar of the Sabbat

sewee Priscus or cardinal/Luminary

MeRrrtsanD FLaws
In addition to the Merits and Flaws listed in Vampire:
The Masquerade

enhance your character. As always,

the following may be used to effectively
Merits and Flaws may be

used only with Storyteller approva
Prysicar
EarLy Riser (1p1. MeRrt)

o one can explain it, but you seem to have the ability

ow packmates, tending to

o exist on less rest than your fel
rise at le

st one hour before ever
to be the first to rise and the last to go to bed
been out until dawn. While your packmares may still be
groggy, you tend to be awake and aware.

VULNERABILITY TOSILVER (2p1. Fraw)

To you, silver isas painful and as deadly as the rays of

sun. You suffer aggravated wounds from any silver wea
(bullets, knive

discomfits you,

ons

, ete.} and the mere touch of silver objects

Lazy (3pr.Fraw)
You are simply Iz
effort on your p

voiding anything that requires
Preferring to ler others do the hard work,
ny action that requires preparation,
you didn’t properly prepare. Difficulty
rolls for spontaneous Physical actions (including combar,

you lounge around. For

there's a good chance

unless it's part of a planned offensive) increase by one.

INFERTILE VITAE (5 pT. Fraw)
Duringyour Embrace, something went horribly wrong causing
your blood to mutate under the stress of dying and rising sgain. All
those you try to Embrace die. No matter what you do, you may not
your blood can
piric need

ill be used in the
ngmaking ghouls

create hilder. However,

Vaulderie or forany other v nclud

SOCIAL

Sanctry (2p1. Merit)
This Merit is sometimes called the

halo effect; everyone
considers you pure and innocent, though not necessarily not
fou have a saint-like quality that is hard to pinpoint bur

—

naive

cannot be denied. You are trusted, even if yo

are not tnustwor-

thy. At the Storyteller's discretion, you tend to receive lesser

punishments for wrongdoing, and you are liked by most

Spectar Responsmiirry (1p1. Fraw)

Shortly after your Embrace, you volunteered for some task in
order to gain respect and approval from your pack members. Now,
youwishyouhad neveropenedyourdamn mouth! While youare not
sivenanyspecial credit for performingthisduty, youwould losemuch
respect from the pack if you were tostap. The nature and the derails
of your duty should be worked out with the Storyteller in
Ideas can range from lending money to pack members to acting as
g victims for Blood

hv:

nce

pack messenger or possibly gather asts.

MENTAL

INnTROSPECTION (1 pT. MERIT)
You

actions. Through this nightly exercise, youalso have incredible

ave keen insight into the ulterior motives of all your

insight into the underlying motives of others" actions. Add two
dice toyour Perception dice pool when youmust take an action
against someone with the same Nature or Demeanor as you

FLASHRACKS (OPT.Fraw)

You managed to make it through the Creation Rites, but

not wholly intact. The most insignificant thing can throw

you into a different mood or state of mind. Your behavior is
extremely unpredictable. Because of your pre
te, your Willpower fluctuares. At the bey
ach story, make a Willpower roll (you ma
Willpower for an automatic success, obviously). If you su.
ceed, you may participate in the story as normal. If you fail,
illpower is considered to be 1 for the
n. You may
of the next session to see if you regain your wits

arious emo-

tional s

nning of

not spend

however, your W

duration of that sessi all again at the beginning

AWORDTOSTORYTE

Merirsand Flawsare included here tobuild

LERS

racterdepth, not
to enable players to generate super-characters. Feel free to disallow
anyandall Merits and Flaws to which you take exception. Addition-
ally, Storytellers who wish to run Sabbat chronicles are encouraged
to deny players from taking the Merits: Iron Will and Unbondable.

Crarmn Traze: Sons axo Daucmirs




Discipline Level

6 30
7 35
8 40
9 45

somehow acquire sufficient generation to do so

Level 10 Disciplines are available only to v
deliber

ately; who knows what powers the godlike Antediluvi

HiGH L ever DISCIpLINES
Cost (Clan Discipline)

Storyrellers, think long and hard about allowing players' characters to master high-level Disciplines, even if they
the goal is not to find new ways of wreaking more havoe on the
environment but to gain an increased understanding over the curse of undeath.

mpites of the Third Generation, and have been left undisclosed

Cost (Non-Clan Discipline)
42
49
56

63

ns wicld?

level,

ility ta the chronicle should
nd which powers deserve a roll of

nd sui

dictate which powers fly
the ¢

es. A Storyteller has the right to gun down a proposed

power at any time in the best interests of the

game. Just
because a character has the potential to create a new power
or should — do it.

DARK THAUMATURGY

Despite the inexplicable disappearance of the Tremere
antitrib, Dark Thaumaturgy has entrenched irself into the
malignant underground of the Sabbar. A basic re
Sabbat unity is the sharir

doesn’t mean that she can

of Disciplines an g

bers. This sharing strengthens the pack as a whole, and it
better prepares the pack for a stand against the Camarilla
Although this tenet is true, however, students of Dark
Thaumaturgy are still ra

due to the innate dangers in

e with the infernal
D

k Thaumaturgy is simply Thaumaturgical knowl-
gleaned fro
Thedistinction is made merely for the purposes of illustrating
the danger of de

de

wons, rather than a separate Discipline

ling with infernal forces

or ritual from a text or another v

aminga path
mpire does not leave the

taint of the infernal on a vampire. Trucking with demons,
however, stains the soul in a serious way

In the absence of traditional Tremere training and re-
search, some Sabbat who want to learn the secrets of
Thaumaturgy turn to demons. These demons pride themselves
on taking over the beings to whom they reach their dark magics
and bending them to their infernal will. Pracritioners of Dark
Thaumaturgy think they work to control the “Devil on theit
shoulder”, lestit take overentirely. Inreality, Dark Thaumatungy
minantly by fools who think they're going ro
outsmart the Devil, those who want a quick route
peop

is practiced pre

» power and

e too weak to resist infermal tempration.

Dark Thaumaturgy h:
Thaumaturgy. The difference between
Th nd Dark Thaumaturgy is relatively moot —
paths and rituals still creare the same effeces. However, Darl
Thaumaturgy comes with a price. Traffic with the Devil's

vels and paths, just like

mechanical

maturgy

minions permanently scars the soul, and the taint of infernalism

manifests in the Dark Thaumaturge’s aura. Before long, the
ble marks of the Devil's favor may even appes
physically, asa wart on the nose ,

1 “witch'sclaw” behind the

f the Damned) withered
limbs, freakish scars, homs or cloven hoofs! Needless to say,
once these

or even (among the most Damned

sible traits appear, the Inquisition i sure to follow

close behind, hastening the infern:

ist to deliver his soul 1o

whatever dark power has claimed

You're Gome 1o Her t
In case you didn't get the clue, Dark Thaumaturgy
is a Bad Thing. Storyrellers, you don't owe it to the
players to let them aturgy and Dark
Thaumaturgy alike are dying among the Sabbat be-

e

cause the best practitionersof arcane magic, the Tremere
antitribu, have vanished from the sect.

This Discipline is included for those Storytellers
who would |

to introduce this element into their
stories. You're not going to find any Traits for demons
in this book (or very many other places in Vampire);
they're left up the Storyteller to do with exactly what
she will, which may be nothing at all. The methods for
characters (not players — this is a game, nota Demon
Summoning 101 primer) to contact the infernal host is
likewise lefr to Storyreller discretion. If you don’t want
to use it, you don't have to.

If you, de to implement Dark
Thaumaturgy, you may wish to restrict itro Storyteller
ers’ characters access
to its powers, you should temper its appreciable ben-
efits with s ntages. Quite simply,
learning Thaumaturgy from & demon requires service
to that demon. Sure, a player gets to learn the Path of
Phobos at little experience point cost, but he must do
what the demon says, whenever it wants him to. Should
some character actually want to enter into pacts of this
nature (it does make for a good “damnation” chronicle
or tragic character flaw), don’t feel guilty about drag-
ging him off to Hell ar the demon’s slightest inkling.
That's what you get when you deal with the Devil

kS

1 Storyreller, de:

characters. Should you allow pls

Gt 10 The Sagear
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Again, Dark Thaumaru

from demons there is no
Trait. Demons may teach any
rituals of Thaumar

with demonic tut >, Increasing

Traits is less difficult when deali

but that ease is more than

pursuitand persecution the infernalist faces when (

unholy leanings come to the fore. (Buying Thaumaturgy as

with demonic

“New Discipline

experience points, New paths cost

t Thaumaturgy Trait with infernal s the cur.

rent rating x 5 experience poir

ile increasing a path
rating ¢

sts the current raring x 3 points.)

DARK THAUMATURGICAL Paths
Like normal Thaumaturg , Dark Tha 3

1l to the power's

paths require a Willpower roll (di

level +3) and the expe Only ane

S y to invoke

s is nece

rwise

d. Failure on rhis roll t fails, while a

botch casts the thaumat nt of Willpower

Tie FIRES OF THE INFERNO

This path of Dark Thaumarurgy allows the thaumaturge

to manipulate

flames conjured from the

he superna
depths of Hades. It appears in a

impossible for the infer
natural fire, and it affects those with protect

flames normally

lefire is not subtle. The sickly, green flam
ole p

damage opponents, Unlike the Lure of Flames, F

re not intended for fine or discrere
rthe level of mastery the practitioner

ire. Hellfire can be ¢

nal flam

s than no

botched roll re; caster |

flames, which may turnon him or engt
|

vampires wishing to soak this dan

Discipline «¢
vampires, se i
. Lighter (difficulty 3 to soak, one health level of
urn)

op (difficulty 4 1o soak, two health levels of

lowtorch (difficulty 5 to soak, three health
levels of damagefrurn)
seee  Flame-thrower (difficulty 7 to soak, four health

levels of dar 1)

*e Conflagr

levels of damage,




Tre DaTHOFPHOBOS

This path allows infernalists to wield the fears of their
victims as a weapon. Practitioners of this path mystically tap
into the depths of their victims’ psyches, prying the terrors

from their minds and making them seem very real. Many

mare sophisticated Sabbat infernalists prefer this parh over
physical ones, as they enjoy the sublime effects of using the

subjects’ own fears nst them rather than vulgar, brutal

displays of fire and demonic servants

Infernalists v

1 this path often experience nightmares
and night terrors, which result from the many horrible
memories they have leached from their victims. Storytellers
should make Maniy
characters who use the Path of Ph

slation + Empathy rolls (difficulry 7) for

more than once in a

given story. The number of successes indicates how long the

R

characrer must cope with the sea of stolen terrors roiling in
her own mind. Botching results in the nightmares not only
recurring fora week, but draining an additional nightly blood
point from the v

, due to the lack of sound sleep

Such is the price of hellish insight

1 Success One Week
2 Successes Five Days
3 Successes Four Days
4 Successes Two Days
5 Successes One Day

® Inpuce Fear
This power causes the victim to feel extremely paranoid
Subtle shapes

shadows move in and our of the victim's

vision, tormenting

her by lurking just beyond her range of sight
System: The infernalist can use this power on any target

within his view. For the duration of the effect, the subject

. 3, which should be
im must make a Coul I (difficuley 5 +

rof successes the ¢ 1) to take any
other than lookin, stalker. If the

ter enters combat while under the ef f Induce Fear,

fromall dice pools (ps heey kes the

erinvisiblestalkersdistractand disconcert her

1 Success One Turn

2 Successes Five Minutes
3 Successes One Hour

4 Successes One Night

5 Successes Two Nights

* 8 SHooK
This power turns suspicion to dread, as the flicting shadows
The victim feelsth

mething terrible
aquickly. She

become visible thre

isabout to happer

might ir or hears the
clicking of hard-soled

She

-5 on. the pavement just behind her

might even believe she smellsher pursuer's sweat or feels his
he back of her neck

damp breath o

Y
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System: The nagging sense of discomfort in the back of
the character’s mind becomes more tangible. Mortals must
make a successful Courage roll (difficulty 7) to keep from
flecing the area in terror. Vampires must
butifth

ke the same roll,

fail they enter Rotschreck. The thauma

turge must
see her victim for this power to work.
®® & T RRORIZF

The infernalist can draw out his victim’s fear and present
himwithit, The victimsees that which terrifies him the most
hing his
hnids scuttle

If he fears spiders, he may imagine spider webs br

face and hands as thousands of illusory arac]
across his flesh. He may hear them skittering across the floor
orclicking their hornd chelicerae. To the victim, the effects

seem very real, though they are simply illusions

System: The Willpower roll to activate this power also deter-
es how long its effects last. Should the terrorized characrer wish

scherwise she simply cowers, feebly hiding from
ned object of terror, Botching this Courage roll resuls ina
derangement, preferably suited to the fear visiting the victim. The
vampire must see his victim in order 1o use this power.

One Tum

Five Minutes

30 Minutes

I Success

2 Successes

3 Successes

One Hour
One Night

CAR-PLAG
The victim's most deep-rooted fe

als itself to the
infernalist with this power, who then forces the vicrim todeal

I rev

with it head-on. The fear plagues the victim in every waking

moment, and often in his sleep as well. A person afraid of
drowning would feel the air thicken and coagulate in his
throat and lungs, until he cannor take mple,
while a person afraid of vampires may see fanged nemeses in

abreath, fore

hiscoworkers or lurking behind every comer. Eventually, the
victim becomes so exhausted that he is unable rise and face
a new night of swarming horrors.

lasts for a week, during which the
Weakened by his
cter cannor spend Will-
nd the player makes all Willpower rolls
permanent rating is three lower (to a minimum of 1). The

System: This pows
victim suffers his fear at every turn.
constant state of fear, the ch

power, s if his

thaumaturge must see his vicrim to activate this power, but
once it takes effect, it works regardless of whether or not he

maintains a line of sight.

®e888] cecHoFFEAR

This power enables the infernalist 1o temporarily feed
on fear as though it was blood. This

XpEri

ce gives a
euphoric high stronger than conventional feeding, bur it is
adangerous practice if used too frequently. The thaumaturge
converts the pure emotional charge drawn from the victim's
terror into a mystical substitute for vitae. This power may

have something to do with old legends of vampires being
able to “smell fear.”

System: As long as a thaumaturge with this power has a
victim in sight, he may attempt to gain sustenance from that
. Th
sumething or someone while the infernalist pracrices this
d by other applica-
ber of successes eq r

vicrim's fe; victim must have cause to be afraid of

power, but those fears may not be ¢

tions of this path. The nu als the “fe

pool” the Cainite rakes from the victim, This pool may be
spent like blood pool, but must be used before sunrise. Any
n to the lost

unused points disappear at that time. In addi

Willpower point, a horch m

ans that the infernalist gets no
“fear pool” from the victim, and cannot use the power on th

victim again for 24 hours.

THE TAHING OF THE SPIRIT
ay the Will-

power of his victim, leaving an almost soulless automaton

This path allows the infernalist to strip

ready to serve the Cainite without question. Some fiendish
vampires have built entire legions of servants for themselves

with this power, and it works on vampires and kine alike

System: The victim loses a number of temporary Will-
power equal to the vampire's mastery of this path (see table).
Should the victim know what is taking place (having heard
of it, or having had it happen before), the player m
with her own Willpower roll (difficulty 7). If the victim’s
playeracc

y resist

nulates more successes on this extended, resisted

roll than the thaumaturge before being reduced to zero

Willpower, this path may not be used against her character by

ull year. If the victim is reduced
) Willpower, she must do the

the same thaumarurge fe

¥

o

wire's bidding, n

speaking, staring blankly forward, in a state much like a
zombie. The victim re
which the thaumaturge ontinue to try to steal away. [f
she sees her “master” killed, she reg

ns o Willpower point per night,

ains full Willpower pool
immediately, The Cainite must touch the victim to perform
the Taking of the Spirit.

A botch on the part of the thaumaturg
results: He loses the corresponding number of temporary

has unique

Willpower points (which also rerurn ar a rate of one per
night). If all points are lost, he may come under the control
of otherworldly forces.

. Loss of one Willpower point
se  Lossof two Willpower points
see  Loss of four Willpower points
seee

Loss of six Willpower points
essee Loss of eight Willpower points

DARK THAUMATURGICAL RITUALS
Tl

al’s rating is the lowest level of

Like the rituals of regula these rituals
have rarings. The rit

Thaumaturgy a vampire may have before attempring o use

aturg)

aul

it. For example, a ch must have mastered the third

cte

Coaarmez Four: The Gas of Cani
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System: If the infernalist uses the ritual on hersclf, she

can change back ae will. If used on a ghoul, the spell lasts only

24 hours. If used on anather vampire, the spell lasts for 12
nights minus ane per Willpower point (permanent, not poal)
the victim possessed ar the time of the transformarion. The

 may resist whether she knows precisely what is happen-

rnot, by winningaresisted roll against the thaumarurge's
Willpower. This ritual requires the caster tospend one blood
point. The subject acquires all Traits — including Mental

Ateributes — of a cat for the duration of the rransformation.

N AGUE'SSECRET DoMAIN
Lever Four Rrruar )
Thisritual causes the victim tobecome “sick at heart." The
subject loses interest in his regular activities or his personal
appearance, and he eventually se

na reason to continue his
life or unlife, falling into torpor or chronic depression. The
inferr

list must perform the ritual in front of a smoking censer.
which she extinguishes with freshly spilled blood from a source
other than herself at the rit

s completion.

Syst ach success {above two) adds a day to the

victim's depression. If it conrinues for 10 days (this ritual may

be cast more th

mce), the victim enters torpor if he is a
vampire. Ifused on a mortal it works the same, except at the end
of the 10days, he dies, taking his own life to end the misery and
drudgery of irall. This ritual requires two blood points that must
be taken from a

wr” ather than the thaumarurge.

Crosetne Wavs(Lever Frve Rrtuar )

The infernalist who calls on this ritual does not do so
lightly, for it is much more difficult to undo the curse than ro
call it down onan enemy. While this curse does not necessar-
ily kill, it does d

fortune. It is gene

the subject with a tide of terrible
lly only invoked in the weeks leading up
toa War Party or crusade, and it is conducted during one of
the Sabbat's auctoritas ritae such as the F
"alla Grande. The

hands, naming his intended victim with every flame doused.

sty

lello Estinto or

r exringuishes 14 flames wich his bare

System: A successfully cast ritual brings untold bad luck to
the victim. Success ca

es an automatic botch to the victim's
cified period of time. Treat this botch as a “ghost”
Londie rolls, as f the victim always had an additional 1 rurn up

rolls for a s

Thus, if the subject rolled no successes but na 1s, he would still
botch, as the “ghost” | turned his failure into a borch. Likewise,
if the victim's rolls garner any successes, subtract one for the
“ghost” 1. The caster must sacrifice two points of permanent
Willpower when enacting

:this ritual, to stave of the Rotschreck
of the flames and to bring the curs
Thiscurse may he br

own on her victim's head.
nonly by the thaumaturge invoking it
st cut off her own left hand
more points of permanent Willpower

and to do so she m

and spend two

I success  One night
-k

3 successes  One month

2successes  One wi

4 successes  One year
5 successes 10 years

Ceiarm. Fou




IntoTHE ABYSS (Lever Five Rituar )
This ritual allows the caster to step into Hell itself. Why
abbat

anyone would want ro do this is unknown, but some
claim to have had packmates dragged into the Inferno, or thar
ancient Cainite artifacts lie among the Devil's hoards. To

enact this ritual, the caster must wash an entire wall with the
blood of children; the wall then becomes the portal into Hell
System: This ritual requires 24 hours to cast, during which
n awake. At the end of the rirual,
the portal opens, and it will remain sofor anumberof hours equal
to the caster's Willpower. Denizens of Hell may not escape
through this portal, though the: attempt to deny exit toany
vampires who have invaded their realm of eternal torture.

IDEMENTATION

Dementation, the madness-inducing Discipline of the
Malkavians, originally belonged solely to the Malkavian
antitribu, as the Camarilla Lunatics instead adopted Domi-
nate. Assuch, the Discipline is covered in this volume rather
than in the companion Guide to the Camarilla, as the
undisputed masters of the higher-level uses of Dementation

the thaumaturge must re

are among the Sabbat. Such truth is never immutable, how.
and the Malka
their recent “infection” with the Discipline wirh alarming

ev

ns of the Camarilla are adapting to

speed. I0's almost as if they were naturals....

® ® LINGERING MALAISE

While lesser Dementation powers allow a Malkavian to
inflict temporary (though often long-lasting) madness upon
a victim, elders of the clan have developed the ability to

infect the minds of their victims with permanent dementia,

Lingering Malaise causes permanent psychological shifts
within the victim, makir
, “an honorary L

him, as one Gangrel elder re
marke i

ks to his victim for at |

. a
minute, describing the des ent that Lingering Malaise
will inflict. The player rolls Manipulation + Empathy (diffi-
culty of the victim's Willpower); the victim resists with a
Willpower roll (difficulty 8). If the user of Lingering Malaise
scores more net successes, the victim gains a permanent
derangement chosen by the individual who inflicts it. Linger-
ing Ma

aise may only be used to inflict one derangement per
any given victim, though multiple attempts may be

ade until the derangement rakes hold

$8988 ¢ GyaTTERED MIRROR

Although Dementation’s low-level

fects are primarily
to initiate or promote insanity rather than o create it
spontaneously, some of its more potent manifestations are
notas subtle, The wielder of this fearsome power can transfer
herown deranged mindset into the psyche of a hapless victim,

spreading her own brand of insanity like a virus

ystem: The
herintended victim toapply this power, The player then rolls

pire must establish eye contact with

Guiot 10 THE Sassar
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Charisma + Subterfuge (difficulty of the target’s Willpower)
ed by the targer's Wits + Self-Control/Instinct (diffi-
culty of the Malkavian's Willpower). If the aggressor wins,
the target gains all of her derangements and Mental Flaws for
a period of time determined by the number of net successes
the aggressor scored:

re

I successone hour

2 successes one
3 successes one week
4 successes one month

5 successes six months

6+ successes One year per success over 3

*® RESTRUCTURE
The elder with this fearsome power

the ability to
yches at their most basic levels, warping
their very beings. The subject of Restructure retains her
moriesin toto, but her outlook on life changes complerely,
s if she has undergone a sudden epiphany or religious
anta-
tually performsacomplete rewriting
onality.

rwist his victims” ps

conversion. This effect goes much deeper than the imp
tionofaderangem

of the victim's very per
System: As the de:
Malkavian ro change his target’s

ys, this power allows the

ure toone more suitable
to hisends. Tos

ccomplish this, the character must make eye
contact with hi The player rolls Manipula-
tion + Subterfuge (difficulty of the victim’s Wits + Subrerfuge).
If he rolls a number of successes equal to or greater than the
target’s Self-Control/Instinct, the target’s Nature changes to
whatever the player desires. This effect is permanent and can
beundone only by anotherapplication of Restructure (though
subtle differen,

intended victim

from the character's original Nature may

still remain, as itisimpossible for such a grave change to occur
flawlessly). A botch on this roll changes the cha

Nature to that of his intended vicrim.

cter's own

DEMENTATION AND IRON WL L

The Merit: Iron Will (Vampire: The Masquerade,
p- 299) grants immunity to Dementation in the same
[ s it does versus Dominate: By spending a Will-
power point, the player negates the effect of a successful
ion of Dementation to her character. However,
» with Dominate, high levels of Dementation
may overwhelm even this resistance. Rather than com-
pletely negating the effect of an elder Dementation
power, the use of Iron Will raises its effective difficulty,
whichmay reduce the number of successes tolled. Against
Dementation Level Six, the expenditure of a Willpower
point through Iron Will raises the difficulty of the
Dementation roll by two. Against Dementation Level
Seven, the same expenditure raises the Dementation
difficulty by one. Dementarion Level Eight and higher
cannot be resisted with Iron Will.

anner 3

applic

asisthe cz

@898 088 HRSONAL SCOURGE

Similar to the Auspex power of Psychic Assault (see
Guide to the Camarilla), this fearsome ability allows the
elder to turn the v

v strength of her victim's mind against
him, inflicting physical harm with the power of his own will.
Vicrims of this self-powered attack spontaneously erupt in

nd
such an atrack
t the victim's aura swirls with violent
psychosis and erupts outward in writhing appendages — a
sight that can make even the most hardened Tzimisce qu
Some callous vampires call the victims of this power Blair

erations and bruises, spraying blood in every direction

howling in agony. Those who have observec
with Auspex note th

apparently some sort of pop-culture reference.

System: The vampire must touch or establish eye con-
tactwithher target. The player rolls Manipulation + Empathy
(difficulty of rhe rarget's St self-Control/Instinet)
and spends two Willpower points. Fora number of turns equal
to the number of successes rolled, the victim rolls his own
permanent Willpoweras lethal damage against himself (soaked
with his own Humanity or Path of Enlightenment [difficulty
6] — Fortitude does not add to this seak dice pool, nor does
body armor), He may take no other actions during this time
other than thrashing and ¢
blood to heal

bhering; this includes spending

eeee ] uNnaTIc ERUPTION
This fearsome ability is only known to have been applied
a few times in rec

rded Kindred history, most spectacularly
during the final nights of the last bartle of Carthage. It is
effectively a psychic nu
intelligent being within

ar bomb, used 1o incite every

almiles into anorgy of bloodlust
and rage. It is suspected that the Malkavians have used the
key

threat of this power as a bargaining chip in seve
negotiations with Camarilla elders.

System: The player spends four Willpower points and
s Stamina + Intimidation (difficulty 8). The radius of
effect is determined by the number of successes scored
k or 500 fe

ghborhood

I

1 success

one ciry bloc

2 successes

n

ntire ne

ar one mile

3 successes 1 large downtown area

or three miles

4 successes several neighborhoods or 10 miles

5 successes an entire metropolitan area
or 30 miles

6+ successes an

ddirional 10 miles for every
success past 3

Within this area, all sentient creatures fall prey o their baser
instincts. Mortals spontaneously riot, looting and buming be-
tween bouts of mass violence. Kindred enter hunge
frenzies, draining dry as many vessels as they can sink their fangs
into. Other supernatural beings run amok according to their base

induced

natures: Lupines under the effect of this power enter their war-

forms and frenzy indiscriminately ar anything that resembles an
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enemy, mages temporarily fall into stares of magic-induced delu-

sion, and the fae bask in the sudden influx of energy and revel in
their temporary power.

nentire city can quite literally be driven
e by this power. Lunatic Eruption's effects persist

temporarilyir

til the next sunrise, and anyone entering its radius of effect
(centered on the site at which it was used, not on the ¢
wh

haracter

pplied i) falls under itsspell. However, inertia may carry th

violence spawned by this power much farther — and keep it going

much longer — than the power itself can fore

Victims of Lunatic Eruption may resist with Self-Controlf
Instinct rolls (difficulty of the character's Willpower); each suc-
cess provides one hour of lucidity, which most wise individuals use

toleave the power

area of ef

s the “blast radius” does
remove the power's influence). The source of Lunatic Eruption

ot (leav

be pinpointed if a character is using Heightened Senses or an

equivalent power ar the time it s useds this is automatic and

requires 0o roll. Howey of what

lly b
shockwave explode from the character sing the power,

MYTHERCERIA

The curious blood coursing through the undead veins of the

this grants no knowledg

actu:

ppened — the ohserversimply “feels” massive psychic

Kiasyd has done some remarkable things, not the least of which
has been the creation of the odd Discipline known as Mytherceria.

lection of powers artributed to the faeries and inclined
d the exposure of new knowledge, Mytherceria has driven
many of its victims to babbling madness, or at least frustration
The Kiasyd are loath to reach its ways 1o others outside their
they know that were it tumned against them, they
maybe forced torev

bloodline

ilsecrets the world is berter off not knowing

® Fornrrot

Itbecomes increasingly difficulr todeceive the Kiasyd as they

ies told 1o

absorh more and more knowledg
the K

vampire

- This power rev
inseveral different we
me K
g in an unnatural color, while others' eyes well up with
ItoKiasyd,

he knows you have lied o him,

s, which varies from vampire to

vd perceive lies via their teller's rongue
glowi

blood tears when lied to. The manner varies from Kias

he effect is always the same
System:

The player rolls Perception + Expression (diffi
Lty equal to the suspe

cred liar's Manipulation + Subterfuge).

If the roll succeeds, the K

n inkling as to whether
or not the subject is lying. One roll must be made for each
statement, should the

wsyd gets

syd be so suspicious as to check out
everything the speaker says.

® 8 FaE SIGHT
Artuned ro the blood of the Wild Ones, Kiasyd have
some propensity for seeing the true nature of the changelings.
Kiasyd can identify char
see through ro the Wild blood underncath. Additionally,
they are able to recognize ar

lings on sight, and they can

even

1s of faerie influence.

System: Kiasyd see chang
Also, in any area of recent m

lings for what they truly

al faerie activity (cantrips,

t the fae have
+ Occult roll (difficulry 6)

summoned chimera, ete.), the Kinsyd knows tf

been present on a Perceptic

® 88 AURA ABSORDTION

This power works much like the Auspex power of The
Spirit’s Touch. The Kiasyd must touch or pick up the object
being read. Inst

and interpreting the
psychic impressions lefe on the object by the last person who

ad of just receiving

came in contact with it, the Kiasyd absorbs the impressions

intohermind. Thisleaves herwitha very clear interpret

tion
of the aur

and wipesthe object “psychically clean®sonoone

coming afterwards can get an impression from the item by
using this ability or Auspex. Kiasyd also use this power 1o
mask their own possession of an object.

Systems The player must makea Perception + Empathy
roll, for which the difficulry is determined by rhe

oryteller's

assessment of the age of the impressions and the mental and

spirity

I strength of the person who left them
The number of successes determines the amount ¢
information gained, both in terms of images of the scene

when the objeet was being held or touched, and the nature of

the person who was holding the object. One scene-type

(Natur

meanor, aura, name, sex or age) becomes clear for

image and one aspect of the person's identit

success the player garners on the roll.

Anyoneattempting touse this power or The Spirits T

on the same object subsequently must acet

nulate more suc-
atall. The first
Kiasyd's successes subtract from the number of successes score
frer

cesses than the Kiasyd did 1o get any impressic

by anyone subsequently trying to read the object there
®®e® (CHANJELIN WARD

The vampire can create mystical wards, symbols of
occult power that disorient onlookers, Many Kiasyd use

hese

glyphs to protect their libraries, though some spiteful vam-
pires use them as curses by placing them on individuals who
have earned their disfavor.

the
shelf or
nd the player rolls Intelligence +
Security (difficulty 7 for inanimate objects or the subject’s
Willpower +2). Anyone entering the warded area or touch-

System: The

ampire creating the ward inscrib
cation — on a library door, bac

symbol in a visible I
an individ

Wls clothing —

ing rthe warded object loses two dice from her Intelligence

she maint

dicepoolsaslong ns contact or proximity to the
rd. Additionally, anyone seeing the dled
ess she makes a Wits + Investigation roll (diffi-
culty 8). The glyphs last for a duration indicated by the
n

w3

ward becomes 2

and lost un

mber of successes on the Intelligence + Security roll, and
the Kiasyd is immune to his own w

I success One hour
One night
ek

One month

2 successes

3 successes  One w
4 successes

5 successes  One year
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The Kiasyd's victim be.
vof this power's effect,

knowledge from sentient be

®e88 & RinDDLE PDHANTASTIOUL
of many hidden and intrigu comes a mindle
able to function anly on a basic autonomic level (me

The Kiasyd has knowledge «

¢ these eni

s as a vexing ridkdle,
Phantastiquetodonothing  continue to breathe, while vampires simply stand in st

ing truths. He can

causing whoever hears the R
lle is so impenetrable that it can

but try ro solve it. The R

f those who think about

wdividuals sometimes

ctually damage the frag
it. Malkavians and othe
have casier times solving the Ri
plagues them by driving them even more

leran;
iccounts for some

insane

System: The player rolls Manipulation + Occult {diffi

culty of the victim's Willpower). After a successful roll, the
nd ponder the Riddle unril she

victim can do nor nd
wccumulares three times the riddler’s successes. The subject

rolls Wits + Oceult (difficulty 8, plus or minus the number of

derangeme
She makes this roll

the victim ha:

harm them

hem immediare
of time may st

once per hour

Should the victir

they will ea food |

f the effect, though the Cainite

healed until the Riddle has  cesses determines the «
1 may return the subject’s mind atany time before this period ends.

nce just by relling the
10 minutes

1 Success

victim the answer, but no one
! Successes  One hour

ee88 e ¢ GraL THEMIND
further extension of the Kiasyd's mystical

5 Successes One month

75
il

[ =
1]
=

-




® &8 ARSORBTHE MIND

TheK
and she is able to call on them immediatel
might have never had knowledge of them be
is invasive, actually steal

wyd absorbs the Abilities from her vicrim'smind

even thoughshe

This power

the Abilities permanently, leav-

ing their original owners ignorant and inept.

System: The player rolls Perception + Empathy (difficuley
of the target’s Willpower). The target may resist with a Will-
power roll (difficulry of the Kiasyd's Willpower). The difference
between the two determines the effect. If the target gers more
successes, he resists completely. The Kiasyd, if successful, may
selecracombination of Abilities to her satisfaction. Taking some
of avictim's the Kiasyd
bility. (For
mple, a character with three dots in Occult, from whom a
Kiasyd steals one, retains an Occult of 2.) Also, if a Kiasyd takes
less dots than she already has ina given Ability, these points do

bility dots may leave a remaining bit

need not take all of a subject’s dots in a given £
.

not serve to maise her own score. (In the previous example, the
Kiasyd would not increase his Oceult score if he already had
score of one or more,

he took only one dot.) No subsequent
attempt can be made by the Kiasyd on a target against whom he
fails the Perception + Empathy roll for at least a year. Inall cases,
the maximum towhich the Kiasyd can raise an Ability is the level
the target hasin that Ability. (Again by example, if a victim has
adotin Law and the Kiasyd gets 2 successes, she can't gain 2 dots

ixth Generation

in Law.) Also, generation restrictions apply; a
Kiasyd

losses of Abilities on the

i have a maximum of seven dots in an Ability. /

t of the victim are permane

though they may be retumed to their original levels via expe
ence-point expenditure
18

2 Successes

Steal 1 dot

Steal 2 dots in One Abiliey

Iccess

Successes  Steal

3 3 dots in up to Two Abilities
4 Successes St

Three Abilities
Steal 5 dots in up to Four Abilities

14 dots in up ¢

5 Successes

eeese 08 THe GRANDEST TRICH

Foran exceedingly br

ef time, the K
blood o prominence to subdue the Curs
Kiasyd may become mof

may call his

n, discarding all of the ben-
ampire. While {temporarily)
mortal, the Kiasyd has no knowledge or memory of bein,
vampire, though he retains all other know
ries. Kiasyd sometimes use this power to

efitsand drawl

edge and memo-

ore accessible
ason), though they sometimes use
it to throw witch-hunters off their trail or simply for the
bittersweet pleasure of seeing sunrise withour fear.

sue

only by day (for whateverr

: The player spends cight blood points and makes
a Willpower roll (difficulty 9). If this roll is successful, the
character becomes mortal at the next sunrise for a duration
determined by the number of successes on the roll. The Kiasyd
knows, howeversubliminally, the duration of the power, and he

automatically seeks to retumn to safety, should daylight be a
problem at the duration’s end {though “safety” is impossible to

reach in some situations). After this power ends, the Kiasyd
retains all memories of his brief retumn to the world of mort
During his time as a mortal, the ch
scores of 5 (which rerumn to their original lev

n), and the character has no
access 1o her Disciplines. Likewise, the character may not use
blood points for any vampiric benefits while mortal.

cter becomes a vampire 2

I succe: 10 minutes

2 successes  One hour

3 successes  Four hours
12 hours
24 hours

NEeCROMANCY

Widely believed to be practiced by only the I

4 successes

5

cCesses

thson

Giovanni, Necromancy has actually been adopted by the Har-
hingers of Skulls, who claim ro have leamed the magic of death
while trapped in the Underworld. Harbingers seem to know
little of the Bone or Sepulchre Paths, instead learning their own
Mortuus Path and the Ash Path. Harbingers of Skulls have not
been known to interact with the Giovanni, but they may have
di, with
whom they share some inexplicable tie. Harbingers of Skulls

acquired some knowledge of other paths from the

learn the Mortuus Path as their primary Necromancy Path; they
canonlylearn theirfirst level of the Ash Parh afterachieving the
thirdlevel of mastery in the Mortuus Path, Thataside, they learn
Necromancy like other vampires

THe MoRTUUS [DATH

® RrApFR'S SHROUD
This pow

nite or the subject of her choice
to take on the semblance of death. Skin stretches tight over

allows the €

bones, flesh grows pale and sallow and joints seize as the body

yrrows rigid. This power may be used to “play dead” and look the

part,ortocurse another with the apy

System: The vampire must touch her target for this power
totake effect. Ifthe Necromancer assumes this form, she merely
spendsablood point. Ifattempring o use this power on g
the character's playerspendsa blood pointand makesa Stamina
+ Oceult roll (difficulty equal to the vietim's Stamina +3). The
effects of this power last u

arance of the walkingde:

wother,

| the next dawn or dusk, when the
over the

shriveled individual slowly regains her normal st
course of an hour. While under the effects of the Reaper’s
Shroud, characters lose two points from their Dexterity and
Appearance
two blood points to reverse the
®® Bricn

This power allows the v

raits (ro a minimum of 1}, Vampires may spend

ffects of Reaper's Shroud

mpire to accelerate the aging
and decrepitude processes in his intended victim, The subject

suffers the effects of old age: brittle bones, dry and thin skin

and various theumatic pains among others. Some victims

Guume 10 THE Sagear




have even acquired ce s normally experienced

by the elderly, including diseases and arthritis,

re must touch his intended victim
s Manipulation + Med

equal to the victim'’s Willpower

System: The vz en

The player then ine (difficulty

and spends one point of
Willpower. If this roll is successful, the rarget suffers the
debilitating effects of advanced age. For the duration of this

power (until the next dusk or dawn), the target, Cainire or
otherwise, must subtract three points from all Physical At
tributes (to a minimum of 1). Vampires and ghouls affected
in this manner may still spend blood points to increase their

Physical Artributes

Mortals who undertake stressful activity while affected

by Blight run the risk of heart failure. For each round the

mortal continues strenuc

ity, the player must mak

Stamina roll (difficulty 6). If the roll fails, the mortal suffers

heart attack.

®®® Resume THE Cotr
This power allows vampires to wrench themselves free
hossesses this

from death’s long slumber. A character who

level of mastery may throw off the darkness of torpor or aid
another in doing so

Systems The player spends two Willpower points. She
then makes a Willpower roll, fc
minus the target’s Humanity or path rating

or which the difficulty is ten
Obviously, the

vampire uses her own rating if attempting to rouse herself

Charmer Four: Ti
109

For exar seeks
1 Path of Death and the Soul score of 5, his
iculty for the Willpower roll is 5. If the

n another Cainite

If the vampir
kof bload, she aw

from torpor

f a vampire o rise

torpor and has

vampire wi

must touch that

in , she

ed torpor he

vampire. raised e wse of a

lac ens with one bl

sod point in her veins.

® TrRuE DEATH
The

Caine,

Necromancer may temporarly cheat the Curse of
J. While invo

e traditional banes

rulyd

this power, |I\‘ character suffers n

pires. He is not burned by sunlight, holy water

J-w not harm him, m.l loes not rise f he dead each

ht. He has lirerally

me a corpse

 There is no cost to assume the co

from the

d

wiously t

vile the character is rm, he may

pse

ons, nor may he use

s like Fortirude

Disciplines, even*

The corps

when he entered the state of True Death (remember th

itcasts two blood
:

ntsto orpse state), which

e damning should him open in the

wracter who b through the hear

paralyzed wh piric consciousness

power has no maxin her than the time ¢

vampire chooses to remain dead

oF Ca




eeee e NiRCY FORSETH

Na the Children of Seth— this power
causes a victim to contract a virulent plague, similar to the
epidemicsofthe 1 thrhrough 15thcenturies (the Black Plague,
the Red Deathy, ete.). This illness causes death within 24 hours
formortals

nedafter mortals

nd sends vampires to torpor within the same period
ue symp-
toms — sunken eyes, blackened limbs, bloody sweat and

of time. Mortal victims of plague exhibit terrible

excretions, swollen nodes and weeping lesions,

Syst
spend one blood point (which must come in contact with the
victim tocommunicate the plague) andone Willpower point. The
player also rolls Stamina + Occult (difficulty equal to the

The vampire touches her victim, and the player must

arget’s

Willpower). Success indicates that the vampire has afflicted his
victimwithplague, whodiesor succumbs totorpor within 24 hours

NecroMANTIC RITUALS

These rituals use the same system presented in Vampire:
The Masquerade (p. 165). The following rituals were devel-
oped by the few Sabbat practitioners of Necromancy, bur are
not exclusive to the Sabbat
difficulr
to grant non-Sabbat characrers versions of these rituals thar
operate at higher difficulries and/or le:
to deny them altogether to such characters

Howeve

they may prove

ylearn (or ev

1 locate), and Storytellers may wish

effectivencess, or

sened

Crpriren Beacos (Lever One Rituar )
Eldritch Beacon takes 1
component is a green candle, the melted wax from which

must be collecred

minutes to cast. The material

nd molded into a half-inch sphere. Who-
ever carries this sphere, whether in his hand or in a pocker,
is highlighted in the Shadowlands with a sickly-glowing
green-white aura. All wraithly powers affect this individual
with greater ease and severity (Storytellers using Wraith:
The Oblivion should apply a -1 difficulty to all Arcanai
affecting the b

wer of the beacon). The sphere retains its
power for one hour per success on the casting roll.

Pupper (Lever Two Rituat )
Used primarily to f: tions with the re-
, though also applied as a method of

| torture, [y

ilitate conver

cently departed

psycho

ppet prepares a subject (willing or
unwilling) as & suitable receptacle for ghostly possession.

the course of one hour, the necromancer smears grave

oss the subject’s eyes, lips, and forehead. For the

remainderof the night, any wraith attempring totake control
of the subject gains two automatic successes. The ritual’s

off.

effects remain even if the soil is washe
Divorthe Damnen (Lever Trree Rrruar)
This ritual is similar to the Level One Rirual Call of the
Hungry Dead (see Vampire: The Masquerade, p. 165) in
that it makes the sounds of the underworld audible in the

Im. However, Din of the Damned isan area-effect
I to ward a room against cavesdropping. Over the

course of half an hour, the necromancer draws an unbroken

line of ash from a crematorium along the room’s walls (this

line may pass over doarframes to-allow entrance and egress)
For the rest of the night, any attempt to listen in on events
inside the room, be it simple (a glass to the wall), electronic
Senses), re-

esing

(a laser microphane), or mystic (Heightene:

quiresthe eavesdropper toscore more succe: Perception
+ Oceult roll (difficuley 7) than the caster of the ritual scored
Failure to beat this mark gives the listener an earful of ghostly

wailing and moaning and the sound of howling winds; a

botch deafens him for the rest of the night

]')l ““P asTTHE SHROUD (Lever Four Rimuar )
This hour-long ritual enchants a handful of ergot (a
mold that grows on grains prior 1o harvest in cold, damp

weather) taact asa catalyst for secondsight, By eatinga pinch
of the magical mold, asubject gains the benefits of Shroudsight
(Ash Path Necromaney Level One, p. 164 of Vampire: The
Masquerade) foranumber of hoursequal to the necromancer's

Stamina score. Three doses of the enchanted ergot are

created for every success on the roll. Ergot is normally

ne de; this ritual removes its toxic prop-
erties. However, a horch renders the ergot highly and

thal ds

including vampires.

POISONOLS 10 5¢

instantancously toxic, inflicting eighr dice of

nage

on any subject who ingests it -

Chir oF OBLIvION (Lever Five Rrtuar )
Performed over the course of 12 hours (reduced by one
hour per success on the casting roll), this ritual infuses the

Necromancer or a willing subject with the very cold of the

grave. The ritual's material companent is a one-foot cube of
ice, which is slowly melted on the subject’s chest (inflicting
three health levelsof bashing damage on mortal subjects). The
subject must lie naked on bare carth for the entire duration of

the ritual. Once r

he ritual is completed, its effects remain for
a number of nights equal ro the caster’s Occult rating.

An individual affected by the Chill of Oblivion treats

aggravated damage from fire and high temperatures as if it were

hal damage. Furthermore, he may attempt to extinguish any

fire by rolling Willpower (difficulty 9); each success reduces the
soak difficulty (see Vampire: The Ma
1, and a fire with a soak diff
embers

foremost, the subject’s =

fire’

yuerade,p. 227) by

ulry of 2 dwindles to glowing

However, this ritual has several drawbacks

laced with writhir

be mistaken
rwith this ritual. The

that resemble those left by diablerie and may wel

for such by any observer who is not fam
bl

arm’s length from him; this can be extremely disconcerting to

subjectalso raciates a palp: ira of cold thar extends toabout

mortals, though it causes no damage, and its game effec
those of the Flaws: Touch of Frast and Eerie Presence. Finall
the mystical nimbus of the ritual draws hostile ghosts to the

mirror

y,

subject (for Storytellers using Wraith: The Oblivion, the

difficultics of all Dark Arcanoi used against the character are

reduced by 3 while the ritual is in effect), who may plague him

with unwholesome acts.
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OBTENEBRATION

0888® & T DARKNESS WITHIN

1. The Cainite ¢

IWSTED

System: The playerrolls Dexteriry

yone individual per turn, though it may

ength + Occult roll, v




esse o0 G anpow TwiN

The vampire's control over darkness has progressed to
such a degree that he may bestow it with a limited degree of
sentience. By animating his own shadow or that of another,
the Lasombra can actually “set free” the shadow cast by light.
While this power is active, the subject casts no shadow, as it

has left to pursue the Lasombra’s commands

cedl sand even a

ess to say, this power unnerves mo
few inexperienced vampires. The Lasombra commands the
individ,

s shadow, and some vampires report having seen
mortals literally scared to death, as their shadows leapt away
to taunt or menace them

System: The player spends a blood point and makes a
Willpower roll (difficulty 8). If the roll succeeds, the shadow
springs tounholy freedom for one hour per success on the roll
(though it disappears ar sunrise regardless of how many
successes the Lasombra had). The Shadow Twin has At-
equal to half those of its parent
body; they won't do much talking or thinking, so Mentaland
Social Traitsdon’t matter much, though Wits may come into
play. Additionally, the Shadow T

win has an Obtenebration
score equal to one-half of that of the Lasombra who animated
it (rounded down)

The twin may separate itself from the parent and travel
up 1o 50 feer away, crawling through crevices or sliding up
walls. It may attack and be attacked, though it takes and does
age

again, round down); flame and supematu-
ral attacks (werewolf claws, vampire fangs, magical spells,
hadow Twin is killed,
its parent loses half her Willpower pool and must roll to avoid
Ratschreck (difficulty 9)

etc.) do full damage, however. If the

URLIE

chamber

TE

of pure darkness, the Lasombra
may entrap or smother her enemies. No air exists in this
shadow-trap, and mortals suffocate within its chilling void.
Ev mpires have lietle r

By creating a

ourse once trapped — they may
leave only ar their captor's whim. The Oubliette appears as a
dense patch of shadow, unaffecred by ambient light around it.

System: The vampire spends a blood point, but no roll is
ary to create the Qubliette. To actually create the Oubli-
te around someone requires a contested Wits + Security roll
et’s Dexterity + Occult (difficulty 7 for both
rolls). Mortals suffocate within a number minutes equal to their

against the &z

mina (though the Lasombra may choose to leave their head
exposed or trap a quantity of

inside as well), while vampires
are simply suspended impotently in darkness and may not use
Disciplines or take other actions. The Oubliette vanishes
instantly when touched by sunlight — which has leftmore than
one

wpire under the sun's unforgiving rays — or when the

Lasombrachoosestorelax it. A vampire may maineain onlyone

Qubliette at a time, which leads some Cainite philosopl
ue that it isa prison created

hers to
from the vampire’s very soul, and
thus limited 1o a single incamation.

sesee o0 A\ man's DEMESNE
This power allows th

rkness so

ampire o summon a d
obliviating that it extinguishes the light of life — or unlife —
of any victim trapped within it. Ahriman's Demesne createsa
50-foot radius of void that issues from the Cainite’s hand and
takes away the bodies of those it claims when it vanishes. The
overwhelming darkness destroys friend and foc alike, claiming
anyone unfortunate enough to be within its circumference
System: The player spends two points of Willpower and
concentrates for three rums. During this time, the blackness
billows out of the character's hand, growing to fill the area. At
theend of the third turn, the player rolls Manipulation + Oceult
(difficulty 6). Everyone in the darkness are
health levels of damage (agy

suffers that many

ated, if the victims are vam-

piresyoutright — six successes yield six levels of damage,

ot six
pe. After Ahriman’s Demesne does its damage, it
collapses, taking with it the bodies of any who died when they
came in contact with the dreadful shadow.

SANGUINUS

Sanguinus is the unwholesome Discipline granted to the
Blood Brathers by the Tzimisce who created them. A curious

dice of dama

relative of Vicissitude, Sa s allows vampires who pra

tice it to combine parts of their bodies, loan them our 0

arhers and coordinate their minds and appendages. Even low
level (at best) towatch, Use of the higher
levels is disgusting, indeed, as flesh parts and exposed organs,
atrophied by the Blood Brothers’ state ¢
pulse. Mor

s of it are unsettlic

undeath, merge and

Is observing the spectacle of this Discipline’s
s powers must make Courage rolls (difficulty 4),
spend a point of W/

more o

Ipower or flee the area in nausea

® Bro1HER'S BLOOD

The Blood Brothers share a mystical bond established at
their creation, The blood of one courses through the undead
veins of all members of acerntain circle. By using his own blood,
a Brother may heal the wounds of another in his circle. In this
manner, Blood Brothers can heal great amounts of damage
without exceeding their generational blood-expenditure lim-
its, and they may even have one of their number withdrawn
from combat so that he may heal others without concent

on

System: The player spendsa blood point, which mi
used to heal any member of the circle, regardless of distanc
from the character. The Blood Brother may also “bank”
blood, spending five points to heal another's agrav

wound over the course of several wrns. This power

place automatically; no roll
*® Ocropon

This grotesque power allows the Blood Brothers to share
limbs and appendages. The organs so “borrowed” travel

necessary.

mystically over a distance, and some vampires have told

stories of fighting single members of Blood Brother circles

who grew extra arms to carry wi

apons or extra legs to brace

Gl 10 THe Sassar
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2" themselves from falli w

nsettling aspect of this

power is not the additional limbs acquired by the recipic

however; rather, the quadriy

ic, eyeless or mouthless |

Brathers littering the bartle
ht

when this power is invoked

is a far more grisly s

System: The “donor” play

¢ach limb or organ he wishes 1o

member. (This may only be d

r ¢ but only the donor needs
guinus.) The loaned o

in whatever location the recipient wishes — eyes on

the back of heads or on the ends of hands have been seer

have entire heads located between a Blood Brother's

se of thi:

wer does nat impart any extra actacks

nely, but it may allow for additiol

inhere

il sensory input

more blood to be consumed

hold

vasingle turn

wi foes. Only external

oaned in this 1
ot

inner hearts, stom:

®8® GESTALT

d Brothers may activate

¢ unique ties of blood

1 “hive m

ded consciousness allows them to perform efficient

powerful attacks, avoid surprise attacks and even communi-

cate with each other telepathically.

System: fers several benefits on the

o work

Brother in the circle must spend a

his pow

Brothers. For this |

wever, eve

d paint. If even one

blood poine, this power

member cannot ¢

fails. Once a Blox

longera part of the circle

among the still-undead me

I fthe group. Gestalt lasts for
orice scene. While thi

active

te. take effect ag

e circle. For examp

sod Brother under the

ainst the |

er subject has tf

Additionally, a Bl
out of the Gestalt

ffected in this manner dr

wer remains active for

wed this mental “fuse” ¢

Dominated by

Perception difficulties for all Blood Brothers in the

Jecrease by three, as they share the sensory input of
t vampires in the circle.
By taki: 1

rer than concentratir

Brother

ity to another brother. For
ounded vampire with Melee 4

th Melee

vampire makes Ability checks

loan" an

y step out

2 his mastery of

if it were his own

% Tiie Gars o Cams
; ‘- 13




eaWits + Occultroll
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not have Sanguinus at this

fon't, they must make Srami

roll ficulty 7) ro loan their g

ade, pas

s frighteni

Slood Brothers

System: Every v

dditional vampire present

vampire contained w

not apply
lated Entity may have a
fertal

extra die 1o

present in the construct (befe

reported b
to give any bonus
weak to suppaort t
strike effectiv

n imperfect practice

calth levels,

vampire who become

these extra health le

remains congealed for or

wer takes a Blood Brotherto 14th

generation, sce Vampire: The N
297 forthe flaw * 14th Gene
wd apply all penalties thereof to the Cainite in
Jestion. This power lasts for one scene

ATED ENTITY

+ of undead flesh, exp

proven effective in

re in the circle needs

Level Five for t o work. B

A Coagulated Entity may

asquer-

ngdeadly limbs.
re than

T enemy vampires or
havens.

whaowishes

t of the
nera
eration
for each

re equal to the lowest
+ 1 forevery additional

rasity gain one
h vampire beyond the first
dice pools). Only

even more). All

ess Sanguinus at
y parts tend to shift
Entity — fanged maws
> fleshy stalks have been

hould feel free




THAUMATURGY

Thaumaturgy

n Sabbat society has suffered much up-
heaval, and none of it is for the better. The Discipline is
going to pot - due to the sect’s loss of Tremere

arch

— stagnatin,
antitribie support and the re
and training.

lting lack of insightful res

Thaumaturgy has, however,

acquired numerous practitio-
nersamongthe sect. Most pack priests seek out Thaumaturgical
knowledge, even if they have ver to come into any rrue ability
with it. Likewise, many clders of the sect favor the Discipline,
as they believe it emulates C legendary ability to create
new and potent powers at his whim.

What follows is a collection of Sabbat Thaumaturgical
knowledge. Whether pathsand rituals created by the Tremere

antitribu before their mysterious destruction or older formu-

lae, practiced in the early nights of the sect by sorcerers who
refused to share their knowledge with the Camarilla, these
powers belong exclusively tothe S

hbat. While itis conceiv-

able that some Camarilla Tremere somewhere pra

ICtIces a
path or ritual herein, it's none too common.
THAUMATURGICAL [DATHS

Sabbat Thaumaturgy works exactly like
naturgy

normal
Thi
pathsare proprietary to the sect. These paths use the systems
described in Vampire: The Masquerade, page 178,

-1t 15 distinet only in the sense that these

L eARNING THAUMATURGY IN THE SABBAT
Now that the Tremere antitribe have disappeared, how
es one gamner knowledge of blood magic? With difficulty.
Narurally, many Cainites had leamed some degree of
imaturgical knowledge from the Sabbat Tremere. These
mpires may choose to impart this wisdom as a favor, or
they may be coaxed into sharing some of their secrets.

Storytellers should use this opportunity to enthrall
the characters to another vampire, or to advance the story.
Players’ characters have no “right” to Thaumaturgy — it
ists insuch asorry state among the Sabbat and among so
few vampires of the sect that they likely don't even know
anyone who practices it. Additionally, it should be very
hard to increase one's Thaumaturgical knowledge in the
Sabbat: The only blood magic that exists at all is that
brought by the Tremere antitribu. Other vampires lack the
greater comprehension necessary to truly innovate, and
they should have difficulty leaming or creating new paths
and rituals. Although che Tremere andribu shared their
secretsabit more readily than the Tremere of the Cama
the relative rarity of the Discipline in the modemn nighrs
should prove an equally daunting obstacle to those who
would wield its power.

Tue PatHOF MARS

The few Sabbat who have retained Thaumaturgical
talents have turned the sistance of the sect in
times of war. This path has proven useful to Sabbat War
Parties, and it has turned the tides of several confrontations
withelder vampires. It is quite unusual among Thaumarurgical
paths, in that it adopts
blood ma,

rfocus to th

very martial stance, whereas other
e subtler, le:

s tend to ha violent effects.

* WARCRy

A vampire on the attack can focus his will,
less sus

iking him
eptible tobattle fear or the powers of the undead. The
mpire shouts 1t the effect, though
e thaumaturges have been known to paint their faces or
cut themselves open instead.

primal scream to

SOIT

System: For the duration of one scene, the vampire adds
one to his Courage Trait. Additionally, for the purposes of
hostile effects, his Willpower is considered to be one higher
(though this bonus applies only to the Trait itself, not the
Willpower pool). A character may only gain the benefits of
War Cry once per scene.

** S1rike TRue

The vampire makesasingle attack, guided by the unholy
power of her Blood. This att libly.

System: By invoking this power, the player need not roll
tosee if the vampire's attack hits — it does, automatically. Only
ce or Brawling (or Martial Arts) attacks may b
manner. Thes

trikes its foe int

inthis
acks;
theyaffer noadditional damage dice. Also, they maybe dodged,
blocked or parried normally

attacks are considered tobe one-successal

nd the defender needs only one
success (as the artacks’ number of success is assumed to be one).
Strike True has no effect if attempted on multiple atta
pool splits) in a single round from one character.
® @ e Winn DANCE

The thaumaturge invokes the power of the winds, mov-
ing in a blur. She gains a preteratural edge in avoiding her
enemies’ blows, moving out of their way before the enemy b

s (dice

a chance to throw them

System: The player needs not split her dice pool if she
shes to make multiple dodges in a single round. This
advantage applies only to dodges
artac

if the character wishes to

anddodge, the player must still split her dice pool. This
power lasts for one scene

®ee e FraRLESS HEART

The vampire temporarily augments his abilities as a
warrior. Through the mystical powers of blood magic, the
character becomes a potent fighting force.

System: Fearless Heart grants the vampire an extra
point in each of the Physical Attributes (Strength, Dexter-
ity and Stamina). These Traits may not exceed their
nerational maximums, though the player may use blood
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other vampir

Caine to her as he fle

sh the characrer’s Traits even higher

effects last for one scene, and a character m

benefits only once per scene

The vampire must calr

wn for twao hours following
the use of Fearless Heart, or he loses a blood point every

minutes until he rests

® COMRADESAT ARMS

Thisahiliry exrends the power of the previous abilities

Ir allows any of

h as a pack o

System: The playe

ers in the path
ouches another chara aind (if the

Arms is successful) bestows the benefit ¢

ras well. The

er may be delivered to any number of packmates, as

r Comrades at Arms arc

e pays the appropriate

T'HE PDATHOFTHE

FATHER'S VENGEANCE

race of Cainites.
me precedent in the 1

m teaching the

ves notonly fror

n of verses from
totakeeffect, the thaum

mnation. For exa

k the actual
third-level power, the caster must sta

that she may eat

ist be able 1«
take effect, th
subject will do

ly to Cainites only. They do not affect

ipines, mortal

Znran'sLitany

ny blood bonds

s them to the caster. Al
1 the caster may not know the vampires in quest

wer does reveal the names anc

rough ps

impressions of the individuals in question.

* The CRONE'S PRIDE

This power inf

he curse of the crone, wh

wile's spurning. Hideously ugly, the
oresort to trickery to get others to help or serve her

Cronrren Fous: Thae Gars o Cam




System: The

VALEDICTION

Many Sabbar rightfully fear this power, though nor

1 by fire or sunligh

® 888 kel 'sDISFAVOR

This power invokes the darkness of the Angel

t the dimmest of light causes the subject excruciaring

All by




THAUMATURGICAT RITUALS

As well as becoming more rare by the night, Sabbat

Thaumaturgy often requires some sort of ceremonial caralyst to
performitsrituals. At the Storyreller's discrerion, a Sabha al
m 15 formulaic

it

thr need some

itional requirement such

circles, phylacteries andfor a good dea
This is not to say that their r

I of prior preparation.
ss powerful than the
equivalent rituals practiced by Camarilla Tremere, but it inc

uals

re

catesa less refined understanding of the tenets of the Discipline
cases. Sabbat Thaumaturges might also use grisly
the grim nature of mos
Sabbat thaumatunges. Common implementsinclude rockswith

components for activating spells, gi

a Thaumaturgical symbol, bone attles, particular animal or
Luman bedy parts or certain kinds of vitae or ichor
Maost Sabbat know about rieuals, due o the group's

predilection for vitae and sharing information at eskats. How-

ever, the actual practice of Thaumaturgical rituals is quite

rare. Rituals are hard to learn, and they take time to stud

n
wdition todemandingacertain level of basic Thaumaturgical
understanding. Usually, only members of founded Sabbat
packs hav
nature of Sabbat unlife does not lean itself to quiet, intense
study of bookish subjects.

the time to study

Thaumaturgy. Even then, the

Thaumaturgical rituals work like any other
Thaumaturgical ricuals, on pages 182-183 of
v, he Masquerade

Sabbar

as described

npire:
Lever OneRituars

Broon Rusi

This ritual allows the vampire to create the sensation of
drinking blood in himself withour acrually feeding. The ritual
canbe used forpleasure, but itismore often used to prevent frenz

arry the
1g of a predatory animal on his person for this ritual to work.
P

when confronted with fresh blood. The vampire must

System: Performance of the ritual results in the Beast
cally. Blood Rush allays the
Beast for one hour, at which point the Cainite fee

y kept in check autom:

s hungry
again (assuming he did before). This ritual takes only one

M Lo enact,

Dominoeor Lir

A vampire wanting or needing to simulate a human char-

acteristic can do so once Dominoe of Life is cast. For one entire

night, the vampire can eat, breathe, maintain a 98.6-degre
body ¢

other sir

perature, assume a human flesh tone or displs
e truit of humankind she desires. Nate that only one

some

trait can be replicated in this fashion. The vampire must have a

vial of fresh human blood on his person to maintain this ricual.

{sonedierothe thaumaturge’s
Masquerade dice pool (see the Vampire Storytellers Compan-
on). Unless onlookers are especially wary, the Dominoe of Life
should fool them into thinking th

System: Using this ritual

caster is mortal — not that

they should have any reason to suspect otherwis

Craarren Fous: The Girs o Cu

1y

IttuMiNaTe TRAL OF PREy
This ritual causes the pathof the subject’s passing o)

n a manner that only the thaumarurge can see. The foor-
prints or tire tracks (or whatever) shine distinetly, but only to
the eyes of the caster. Even airplane trajectories and animal

rracks shine with unhealthy light

alis nullified if the

The
rif he

rarger wades through or immerses himself in water,
reaches the destination of his journey. The thaumaturge must
I
possession for ar least 24 he

System: The thau
or know the name of her prey. The individual's wake glows

i a length of white satin ribbon that has been in her

s for this ritual to take effect

ure of

wturge must have a mental pic

with a brightness dependent on how long it has been since he
passed thar way

tracks bl

old tracks burn less brightly, while fresh

€

Winow'sSprte
This ritual ¢

deadly) sensation in the subject

, itch or ather significant (but n

Similar in effect to the old

“voodoodoll”effects, this ritual isused more out of scorn or malice

than actual enmity. In fact, it requires a wax or cloth doll that
resembles the target, which bleeds when the power takes effect.

System: The ceremonial doll must resemble, however

rudely, the victim of the rital. It produces no mechanical

ffect, ather than a simple physical stimulus. The caster may

determine where on the subject's body the pain or itch appears.

Lever Two Rrruals
§

SorF THE NIoHT Hawi
This ritual allows the vampire to see through the eyes of
e bird chosen must be

a bird, and to hear through its ears. T}

touched by the vampire when rhe ritual is ini and it
a predatory bird. At the end of this ritual, the caster
must put out the bird’s eyes, lest she suffer blindness herself.

System: The vampire the
bird travels for the duration of the ritwal. The bird will not

te

must be

s able ro mentally control why

necessarilyperformany orheraction thanflight — the thaumaturge

cannot command it to fight, pick up and retum an object or

its

scratchatarget. The bird retums to the vampire afeer finishin
flight. If the vampire does nor pur our the bird's eyes, she suffers

2 three-night period of blindness. This ritual ceases effect ar

sunrise; if the bird has not reached its destination or istoo far from
the vampire for the final step to be taken, too bad, Dracul

MacuiNe BLitz

Machines go haywire when this ritual is cast. It take

fect
instantly and lasts as long as the vampire concentrates on it
This ritual may be used to kill car engines, erase computer

whines, stop life-support machines,
et cetera, Essentially, Machine Blirz ceases any machine more

complex than a rope-and-pulley. The thaumaturge must have

aserap of rusted meral in her passession for this ritual o work,

thoughsome vampires usea variant that requiresa knot steeped

in human saliva to be untied




enact the ritual, the thaumaturge must cut off the end of one

of his fingers and burn it in a Tl

aturgical circle

System: Cutting off one's finger does nor do any health
levels of damage, bue it hurts like hell and requires a Will-
power roll to perform. This ritual may be cast on other
(at the expense of the caster's fingertips...). If the
subject has no Fortitude, he may soak fire with h
the duration of this ritual. If the v

vam

Stamina for

mpire has Fortitude, he

may svak fire with his Stamina + Fortitude for the duration of

the ritual. This ritual lasts one hour.

Lever Frve Rituar

[Paper Fresn
This dreadful ritual enfee
brittle and weak. Humors rise

les the subject, making her skin
o the surface and flesh tightens

around bones and scales away at the slightest rouch. Used against

ly tough opponents, this ritual strips away the inherent
nce of the ing it a fragile, dry husk. The
thaumaturge must inscribe his subject’s true name (which is much

ampiric body,

hardertodiscemforeldersthanitisfor young vampires) ona piece

of paper, which he uses to cut himself and then burns to cinders.

System: This ritual causes the subject’s Stamina and
Fortitude {if any) to drop to 1. For every generation below
eighth, the subject retains one extra point of Stamina and
Fortitude (though she may not exceed her original scores), For
nple, a vampire of the Fourth Generation
Flesh would drop toa St

e

argeted by Paper
a + Fortitude score of 5 (assuming
an 5 to begin with). This ritual
night, and it is popular among packs that regularly
War Parties and Wild Huns.

mis

the score

more

Ko punic SORCERY

The practice of Koldunic Sorcery is a well-kept
secret among the Tzimisce of the Sabbar. Once exceed-
ingly rare, even among the Tzimisce, the lower levels of
this dark art are becoming more readily available among
the covens. Now that the Tremere influence has sud-
denly vanished from the sect, the ancient sorcerous arts
of the Fiends seem to be on the rise in popularity.

Although Koldunic Sorcery roughly resembles
Thaumarurgy, it has no connection to the Hermetic
practices of Clan Tremere. Rather, the ancient magic
of the Tzimisce has its origins in the sick, magically rich
soil of the Old World demesnes of the Fiends. Its paths
and rituals are not compatible with Tremere magic, but
paths similar to Thaumarurgical paths have existed
since rime out of mind. Koldunic Sorcery is most often
practiced — if such can be said — in covens with
misce of 400 years or more under the shadow of
undeath. Rarely, some secret ritual or blasphemous
path makes it into the rank-and-file of the sect, and
astute Cainites cannot help but wonder how these
guarded secrets escape the clutches of the Tzimisce,

V ALEREN

According to the Salubri antitribu, Valeren is a forgotten
Discipline unearthed in their research into th
history. While the ma

rprogenitor's

tream Salubri practice a healing
Discipline, the antitribu instead follow the warrior’s path,
dedicating themselves to one of the many faces of their

inscrutable father.

Valeren is a Discipline of righteous wrath, or
opedby the demon-sl
nights long past. in common with the Obeah
Discipline upheld by the Salubri, but it quickly divergesinto irsown
focus and ideology. Salubri andimibu walk the road of the crusader,
and they refuse to become soul-stealers or sacrificial lambs

Like Obeah, Valeren imparts its practitioners with the
fabled third eye of Saulot. The third eye appears at the time the
vampire masters the second le

ally devel-

rersand questing knights of the Salubri from

t shares a bi

of Valeren. The precise

nature of the eye, as well as its purpose, are all but unknown to

vampires outside

he Salubri antitribu. Some suspect the eye
grants them sight beyond sight, while other
eye allows them to see the infernal taint in the non-Sabbat
lubri themselves,

nture that the

W

® SENSE VITALITY

an feel the flow of a subject’s life force

after rouching him. Sense Vitality may be used to determine
much damage a person can withstand before death,
which can be useful in sizing up a potential opponent. It can
also aid in medical diagnosis or feeding,

s it can rev

infections and diseases.

System: The Salubri ansitribu must rouch the target to see
how close to death she is. This action also requires a Perception
+ Empathy roll {difficuley 7). One success on this roll idenrifies
asubject as a mortal,
of the reveal how much damage the
subject has suffered. Three successes tell how full the subject’s
bloodpool is {if a vampire) or how m
in her system (if a mortal or other blood-bearing form of life).

oul or ather creature (or none

y blood pointsshe has left

Four successes reveal any diseases in the subject’s bloodstreair
such as hemophilia or HIV. A player may opt to leam the
information yielded by a lesser degree of success— for example,

aplayer wha accumulates three successes may learn whether or

notasubject isavampire aswellas

Alternatel
“aftersight,”
in her current state.

the contentsof his blood pool.

this power may be used as a sort of limited

aling to the Cainite how the subject came to be

Each success on this roll allows the player to
ask the Storyteller one question about the subjeet’s health or

health levels. “Was he drugged?” or, “Are his wounds aggra-

Marevalid questions, but, “Did vampires do this " or, “What
did the Lupine who killed him look like? are not. The Salubri

antitribu may use this power on herself if she has injuries but has

somehow lost the memory of how she received the wounds

Chuarren Fous: The Girrs o Cane
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his
Willpower

System: To End the Warch, the vampire place: nd

aver the subject’s heart, and the player spends

point. The subject must be willing to end his life; if she
strugales or harbars a spark of hope, this power fails. Other-
wise, the sul

ject’s heart slowly ¢

ases to beat, and death

comes like an eternal
Ending the
none has ever been reported to have
® 0888 ViENGEANCE OF SAMIEL

By invoking the names of mighty Salubri warriors of

ep, restful and painless. Subjects of

Jarch ma

not be subsequently Embraced, and

come a wraith

nights past, the S,

ubri antitvibu strikes his foe with inhuman
force and accuracy. This power causes the third eye to open

low with a baleful redness. Some Salubri antitribu who
this power close their normal eyes, signifying their disdain

for their foes and

horrifying them ar the same rime.

System: This pow
k made by the vampire automarically hirs the target as
mystic forces guide the blow. Ar

or casts three blood points. Anysingle

acks made in this manner

may not be dodged, though they may be blocked, parried and
soaked as normal. The blow strikes as i the Salubri antieribi
had succeeded with all of his Dexterity + Melee or Brawling
dice pool (which makes for significant dam

). This power

alubri
antitribu's sole action is the artack. Additionally, this pow

may be used only once per tun, and only when the

does not work for ranged wez mly bare hands or melee

Wi

pons,

LA R L RN FIRTEY:

The vampire may cause pain with a mere touch, as per
Buming Touch, but this pain lingersand swells even afrer the Fury
has removed herhand. Ivis believed th:

this power was originally
wsed to acclin

d warrior Salubri to the pain they would
experience in battle, but among the Sabbar Salubri, Blissful
Agony has been tumed to more brutal uses. If upplied with

nough intensity, Blissful Agony can drive vampires to the point
frenzy, incapacitate Lupines and even kill mortals outright

sa Willpower roll (difficulty 8)
I spends a blood point. The power lasts for one scene,

Syster

The player ms

a

though this duration may be prolonged if the Salubri antiribu
wishes with a subsequent Willpower roll (though no addi-
tional blood points need be spent ). The characrer must rouch
her subject for the power to rake effect initially.

At the vampire’s option, she may cause actual physical
damage tothe victim at the rare of one health level per blood
point spent, though touch must be maintained for this to

happen. Dar

e (o vampires and other supernatural crea-

anishes at the next sunset, but mortals

must heal the damage normally. This damage is considered
lethal d and it may not be soaked by mortals (though
ampires and other supematural entities may)

mage,

frenzy in a victim, the Salubri must cause
nage in excess of the subject’s Willpower. At that poine,
the subject must make a Willpower roll (difficulty 6) or
succumb to frenzy

To induce

Charren Four:

VICISSITUDE
#8088 & CHIROPTERAN MARAUDER

Similar to the lesser Vicissitude power of Horrid Form, the
Chiropteran Marauder is a temifying, bipedal bat, bearing a
wickedly fanged maw and veined, leathery wings. This power
confersall of the b

nefitsofthe Horrid Form, inaddition toafew

ke

others. The mere sight of the marauder is enough 10
mortals or w

sk-willed vampires flee in horror
System: The vampire gains all the effects of the Horrid
Form (see Vampire: The Masquerade, page 187). Further, tf
fluted wings allow flight ar 25 mph, during which the v
may carry, but not manipulate, objects of r

wonable si
may make a Strength + Body Crafts
roll (difficulty 6) to extend bony claws at the ends of the wings,

vampire wishes, the playe

where the hands would be. These claws inflict Strength +2

ageravared damage. Also, the vampire subtracts two from all

hearing-based Perception rolls (though he adds one to vision-

based Wits and Perception rolls). Assuming the mantle of the
Chiropteran Marauder costs th

blood po
#8880 ¢ B 0ODOFACID

At this level of mastery, the vampire has converted his

blood to a viscous acid. Any blood he consumes likewise
becomes acid, which is corrosive enough to burn human (and

vampiric flesh) as well as wood. This effect is particularly
potent when the vampire assumes the Bloodform. One of the

side effects of this power is the complete inability to create

mpires and ghouls, or give blood to another vampi

— theacid would corrade them as they drank it. The obvious
benefit, however, is that would-be diablerists are likewise

unable to devour the Cainite's blood.

System: Each blood poin that comes in contact with

something other than the vampire himself does five dice

worth of aggravated damage. If the vampire is injured in

combat, his blood may spater on an opponent — foes must

Bopy ARMORY
Vicissitude

This power enables the vampire to form wicked
weapons from her own body. The vampire may create
sword |

Protean *

les, axes and even spiked mauls, and these
weaponsdo terrible damage to their targets. Many Tzimisce
fe-bladed knucklesand the like,
implementations are possible.

System: This power costs twa blood points per weapon
crafted (though larger weapons like two-handed swords
at axes cost four), and the player must roll Dexter-
ity + Body Crafts (difficulty 7). Weapons created in this
manner cause aggravated damage (from the Protean Dis-
cipline); lesser weapons that do only lethal damage may
be created using Flesh- and Bonecraft, as per Vampi
The Masquerade, pages 186-187. Learning this power
costs 20 experience points

make sword- nd ki

i

but more® dramatic

and

The Garrs o Caine
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TamnteED BLoon

de

Over time, howev
became cursed, possessed of a

Tzimisce, making them alien and freakish.

Indeed, the Fiends' prized Di

comes in contact. Indeed, rar

ipline, Vicissitude, has become
cases have been reported of mortals learning the Discipline,

Since time out of mind the Fiends of Clan Tzimisce have worked their magic, fleshcrafting their minions, shaping
{ly weapons and painful modifications from their very bones. The magic of the Tzimisce homeland, Eastern Europe’s
and beyond the forest,” resonated with the arcane power in the Fiends' blood

er, the land grew sick, and corrupted with it the Tzimisce ties to that selfsame earth. Their blood
bizarre unlife of its own. The mystical vitae th

once sustained them now twisted the

a disease, and it may infect anyone with whom it

1d some apocryphal tal

even speak of Lupines learning the fleshcrafting art. Anyone who partakes of Tzimisce blood — even the smallest of

nt

Th

ies — may be at risk of contracting the disease.

Fareor Fienns

Note: These rules are optional, to be used at the Storyteller’s discretion.

Rather than functioning asa normal Discipline, Vicissitude may be used ina special manner. Wh
v and improve, Vicissitude varies by the individu:
iduals find the Discipline difficul to learn, while others seem to hav

set costs to |

ind
Whenap
should make a few qui
The first roll detern

Iy

de
Tzimisce have inherently contracted Vi

The second roll determines how strongly the disease

to learn Vicissitude, this is the expe:

an infected character need not
through her unliving v

The next roll defines how receptive the character's body and mind are to the corruption in her veir
cter learns a new level of the Discipline, this isthe experience cost to do so.

the chars
The final roll si
of Vicissitude

even her
the roll yields the cha

Acter 3

permanent de

make Dexterity + Dodge rolls to avoid the bleod, which must
dice pools. (Obviously,
mpire has this power, she’s
unlikely tosplit her dice pool on her first atrack, which causes
misce to cackle with glee even as their own vitae

ccomplished by splitting the

s an opponent knows the

res their foes.)

sprays out of their bodies and disfig
*8888 #2 CoCOON

The Cainite can form an opague cocoon from blood and
other fluids excreted from her body. The cocoon hardens
aftera few moments, turmning into a tough, white shell shaped
vaguely like a rounded cc

fin. This cocaon provides consid-

e

ble protection to the vampire, even shielding her from

sunlight and, 10 a limited degree, fire.

System: A vampire may only cocoon herself, and the
process takes 10 minutes to perform. Additionally, crea

cocoon costs three blood point

inga
The cocoon offers complete
protection from sunlight, and providesa number of dice of soak

ayer createsa Tzimisce character, or wheneveranon- Tzimisce cha

takes root.” If the character inquesti
nce-point price she pays for |
ave a teacher to learn this new Discipline
ns. It is not possible to leamn Vicissitude without becoming infected.

asother Disciplineshave
, as it mutates her body to its own malig

t end. Some

n unnatural affinicy for ic

ctertastes the blood of a Fiend, the Sroryreller

, secret die rolls and record the results. This represents the character's relationship with the disease.
es whether or not the characrer “carches™ the sickness. Roll the character’s Stamina (difficuley 6);
indicates the character has become infected, and a botch not only infects the character, but also yields an immed
angement. Succeeding on thisroll means the character has not caughr the disease and needs not roll on the table below. (£

rude at their Emb

and need not make this first roll.)

neveractively
ning it as a new Discipline. It bears mention that

the disease manifests itself as it courses

. Whenever

ies how destructive to the character's mind the disease is. Whenever the character learns anew level
t— she must make a Willpower roll against the difficulty indicated by the chart. Failure on
angement, as decided upon by the Storyteller. Altemarely, the Storyteller m

equal to twice the vampire's normal Stamina (blood

augmen
tation doesn't help

painstall damage, aggravated or otherwise
s the Cainite wishes, and she may dissolve it into
A
vampire contained within a cocoon may still use mental

Irlastsaslong

a pulpy, bloody paste at her whim, from which she emer

Disciplines, though they may still require eye contact or other
conditions to be met.
®0888 089 BREATHOFTHE DRAGON

The Tzimisce becomes lik
Old World

does not hurt the vampire himself, though he may become

one of the terrible draculs of the

, able to exhale a deadly gour of flame. This flame

trapped in flames that scart if his fire engulfs flammable objects,

System: The flaming cloud affects a six-foot doing

two dice of aggravated dam ny in the flames’ circum-

ge to
ference. This fire may cause combustible items to ignite, and

it ma

ignite victims who suffer fire damage as per the fire
rules on page 227 of Vampire: The Masquerade

ot 1o THE Sapaar




TAINTED BLOOD conTiNUED...

rule that a character who fails this roll instead loses a point from a given Virtue, or perhaps Empathy, as the character slides
inexorably away from the human she once was and ever more into the thrall of the disease ravaging her hody.

Players should roleplay their characters' growing emotional detachment, for maxi effect, as they lose ot |
more and more to V . This mental degradation is not mania or lunacy, and rarely results in erratic or whimsic: |I
behavior. Rather, it is a slow withdrawal from all thar is human. Some Tzimisce researchers have hypothesized that the
afflicted individual becomes less and less a functional personality, and more of a mindless host for the invasive disease.

Vicissimune Costann DeERANGEMENT TABLE

Roll Cost per Level Change of Developing a Derangement
1 current rating x § difficuley 8
2 10 current rating x7 difficulry 7
3 9 current rating x 7 difficuley 7
4 9 current rating x 7 difficulty 6
5 8 current rating x 6 difficuley 6
o L current rating x 6

| 7 7 current rating x 6
8 7 current rating x 5 difficuly 5
9 6 current rati difficulty 4
10 g current rating x 4

The Storyteller (not the player) should roll once on each table entry
anote of the result and keeping it secret from the player. Thereafter,
the Discipline, the Storyteller may make the appropriate roll in secret

Forexample, Derius tastes the blood of his pack priest, a Tzimisc
Vicissitude. The S
voll for Darius aid

The

iracharacterwhocontracts Vie

situcde, ma

ch time the character increases her knowled
d introduce the result as part of the story
dring the Vawdderie. He later decides that he wanss to leam
oryteller, ruling that Darives has tasted enowgh of the Tzimisce's blood 10 become infected, makes a secret Stamina
s. Darites may leam Vicissitude without inseruction, as the disease slowly spreads throwgh his undead body
wryteller also makes three other volls, to see how much it will cost Darius to learn the Discipline and how likely it s to warp
his mind. Rollimga 4, 6, and 3, The Sworyteller notes that lumuF].mm"g\jnnmuJn-lr.h o i.m-ﬁuwuq.mh.(
it costs the cuvent rating x 6 to increase theveafter, and Darius must succeed ina Willpower roll ug
he leamns a new level of the Discipline or gain a derangement

seeee seee

)
RTH S VAST HavEN mystical connection to the land. The mere fact that this power
This power, developed in the nights when the Tzimisce  existsterrifiesmany T:
wete the terrible masters of Eastemn Europe, allows the vampire  or no the diablerie of their Antediluvian w
to sink into and disperse himself through the very ground itself.
Unlike the Protean power of Earth Meld, however, the vampire
actually dissolves his body into the ground; nothing short of a
reaexplosion can affect him, nor may he be dug up bodily.

misce, whoare secretly unsure of whether

uccessful.

System: This power costs six blood points to activ

e,
and it lasts as long as the vampire wishes to remain contained

within the soil. As per the Cocoon, the vampire may use
wich

mental Disciplines that do not require physical solvency or
In addition, during the nighttime hours, the vampire may see

nicate mentally with anyone
and heareverything|

under which he rests.

eye contact. He may com

ening in her environment through his

who wanders into the

Chiarres Fous: Tre Gas or Came
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She'll break a promise.s a matt
Because she thinks it's fun to have no remorse
Curve, “Chinese Burn"

The Sabbat practices thingsa bit differently than do the
other vampires with whom they share the night: From their
monstrous ethics to the bloody rituals they ohserve, the
Sabbat maintains a few unique conventions.

The Paths of Enlightenment, like the ones presented in
the appendix of Vampire: The Masquerade, are alternate
codes of morality for those hideous vampires who have

transcended [sic] conventional, mortal morality. These paths
exist for those whorealize that

ome formof fortification from
the Beast is still necessary.

The ritae cover the various ritual and quasi-religious
at. In the

pr es of the Sabk

nodern nights, the Sabbat

ces these obscene observances to u

prac

themselves
nst their myriad enemies in the Great Jyhad.

ATHSOF
NLIGHTENMENT

Inthe

vake of fire and death left by the Sabbat's passing in
their haly war on the Antediluvians, many Cainites find it
difficult to uphold the effort and still cling ro the ideals that

satishied them as mortals, Nonetheless, completely abandoning
s one's soul to the Beast, which no Sabbar is

odo. Steeling themselve

nst the monstrous aspect

Crarren Five: Coots o e Nigt ?

of conerse

oftheir dual natures, the Sabbar have developed these codes of

morality to keep them in touch with the Curse of Caine

As mentioned before, most vampires of the Sabbat,
particularly the young ones, still have Humanity Trairs. (Of
caurse, these Traits are likely to drop and degrade over the

course ofa Sabbat chronicle — see Vampire: The Masquer-
ade, page 288 for details on forsaking Humanity 1o adopt a
PathofEnlightenment.) Only those Cainites who have truly
abandoned themselves to the dark majesty of vampirism
tollow paths, and rarcly do any rurn back

B sid, e offer a word of caution o players and
Storytellers. Playing a path-follower is extremely difficulr, as it
entails looking ar existence from the point of view of someone
who has explicitly decided that the cultural norm no longer
holds any appeal for him. Paths are not intended as opportuni-
riesfor playerstoler theirch:
wallow characters a g
inices, the Sabkat in particu

acters un rampant. Rather, paths

1 look into the alien minds of

r. Storyrellers, be forewarned
If you believe that a player sets her characrer on a path to avoid
g hercharacter face regularly (or,
asone Intemet pundit put it, adopring “the Path of What | Was

GoingroDaAnyway”), feel free to restrict the player from thar

mor

uessheplanson b

choice. Moral quandary is still as thematic to the Sabbar as it is

to the mainsteeam characters of Vampire, and lesseni

tstrips
deal of accountability and maturity from the

me




T || PAIIIUI CAINE

s of our father, Caine. He exemplifies

uﬁml we
— Samuel Tremaine, pack prie

Noddists

Basic Beliefs: Scholars of nights long past, in seeking

knam

keys to the nature of vampiric e
knowle

stence, pursued fragments of
e from the Book of Nod. Drawing upon the tmmn
from that book as well as other esoteric sources,
scholars concluded that only Caine
pe
more like Caine, in order to discover the limits and powers of
the undead form. By |

as the first vampire
\gon of vampiric narure. The

Noddists seek to become

from Caine's example, the

Noddists claim, one can nd the true nature of vampir-
ism and how vampiric existence differs from one’s mortal life.

sddists seek knowledge and history, recording the

experiences of Caine, so that they may learn from his ex-
ample. To the Noddists, Caine's life reveals the mystery of the

vampiric curse; by understanding the undead form, they

any knowl-
bout the vampiric condition, but the writings and
stories of the First Vampire form the core of Noddist lore. As
Caine was marked and cast out from mortal society, the
Noddists bel
ences between vampires and humans. Therefore, this path’s
adherents cast aside their humanity as inadeq

wscend their mortal weaknesses. They pr

‘e that he exemplifies most keenly the differ-

are and use-
less, emulating Caine’s exile and secking new rules to govern
their predatory drives

The heart of the Path of Caine lies in the exemplifica-
tion of vampiric nature: The questions of existence, the limits
of the vampiric form and the changes wrought by the Em-
brace all drive the Noddists into endless speculation, debare,
study and research. Scholarship and historical insight are
valuable, but the vampire must sim

Itaneously develop spiri-

lly and physically, to explore the limits of his undead form.
Diablerie serves as more than asimple theft of power; itallows
the practitioner to learn from the

xperiences of otherundead,
thereby develaping greater understanding. Other vampires

lose themselves in attempts to save lost hum
m

nity or find
ing in obscure philosaphy. The Path of Caine, instead,
finds meaning in the fundamentals of vampirism

The Path of Caine is demanding and rigorous; few
vampires follow its tenets in the modemn nights. This path
places a high emphasis on scholarship, insight and personal
discipline. With the eternal patience attributed to Caine, say
the followers of the path, comes the opportunity to slowly
refine ones
Tue Bty

.

CS OF THE PATH

Search for the history of Caine.
L
Develop your willpower and predatory instiner.
The Beast, like the rest of the vampiric form,

arn from his actions,

may be mastered

Cuiok 70 e Sasaar
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Take the vitae of the unworthy so that you may
become closer to Caine. Temper this accrual with

vunderstanding of your own potential so that you

do not take the Curse for grant,
. Adapt to the needs of your new condition; cast aside
your lost humaniry.
. Study your abilities and the abilities of Caine to
discover what belongs within you. Examine the
limits and meanings of vampirism.

mpires on the Path of Caine uphold the virtues of

Conviction and Instine

History
The Path of C. rly 16ch ¢

mpires sought new insights into personal enlightenment

deve

sped in the

ntury

asv
during the Renaissance. Many vampires felt the necd for a
system of self-improvement that circumvented the limit

tions of humanistic beliefs, as human morality conflicted

with vampiric n his path gained a great following over
the next 200 y

ideal figure. Following the Enl

ars, as many vampires viewed Caine ;

an

tenment, this path began to

decline in favor of newer paths. Few vampires maintained the

PATHOF CAINE HIERARCHY OF SINS

discipline and studiousness necessary to uphold this path, so

itdwindled toa small but respected following. The remaining
ibbat and

Noddists maintained a respecred place in the
continued to recruit from the most intellectual and insightful
ngs
based on their individual porential and achievement, this

prospects. As the modern Sabbar selects mare fled

path has experienced an influx of new followers.

CunRRreNT PF
This path app
reflective of vampire:

ACT

“ES
Als to some of the most introspective and

ndecd, all Sabbat subscribe to parts of
the theory {(if not the practice) of this path.
personal growth, but also lead crusades and War Parties to
arner hidden know

ollowers focus on

edge and powerful elder vitae. Addition-

ally, many of this path’s students often oversee and participate

in rituals and plays celebrating the history of vampirism
Noddistsare loath to Embrace randomly during war instead of
choosing recruits from promising mortals carefully. Recently,

wof travel-

many Noddists have eschewed scholarship in fa
ingwith nomadic packs, experiencing the world and emularing
Caine's wanderings. Many of these “adventurous” Noddists
travel the globe ro chase bits of information and experience

vampiric existence in a variety of locations,

RATIONALE

The search for truth requires dedication.

All vampires must have the opportunity to
explore their potential.

Caine was separated from mortals;
as all vampires should be.

All of the Children of Caine deserve the
respect due their heritage, as long as they
strive to understand themselves.

Direct the Beast; do not be directed by it.

Master your fear. Terror is for lesser beings.

Those who do not explore their potential
forfeit that potential

Develop your capabilities to their limits
inorder to discern your true nature.

the

Every scrap of knowledge adds a piec
puzzle of undead existence.

Score MoRaL GUIDELINE
10 Failing to engage in research or
study each night, regardless of circumstances
9 Failing to instruct other vampires
in the Path of Caine
8 Befriending or co-existing with mortals
7 Shawing disrespect to other students of (
6 Failing to ride the wave in frenzy
] Succumbing to Rarschreck
4 Failing to diablerize a *humane” vampire
) Failing to regularly rest the limits of
abilities and Disciplines
2 Fail e lore al s
2 Failing to pursue lore about vampirism
when the opportuniry is available
1 Denying vampiric needs (by refusing to

feed, showing compassion or failing to
learn about one's vampiric abilities)

To be a vampire, one must satisfy a
vampire's needs

CharreR Fiv: Cooes of e Nier
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DescRIpTION OF FOLLOWERS

Noddists are often reserved and educated, with a strong
knowledge of history and a drive for self-awareness. Followers
of the path are not inquisitive in the sense of seeking deduc-
tiv

nswers to problems; rather, they study traditions and

historical events in hopes of finding solutions for their
questions. Cainites who espouse this path often display a

al of self-mastery. Additionally, Noddists tend ro
age in debate with other vampires, to discern how other

vinites experience the Curse. The Assamite antitribu, Ser-
pents of the Light, Toreador antitribu and Ventrue anatribu
who make up the majority of followers tend to assume
positions of spiritual authority in the Sabbar, as pack priests
or bishops. Many other Cainites find followers of this parh

haughty and vain

FOrLowING THE PDATH

Sonsand Daughters of Caine should always seek infor-
mation regarding the vampiric condition, through
experience, personal growth and the pursuit of oceult lore
Diablerie, development of Disciplines and improvement of
self-mastery are all valid means of refining the vampiric
form. Noddists rarely en
instead to drive packs to acquire new informarion and new

ge in Sabbat politics, choosing

swho lead va

experiences. They alsoserve as pr
seek
ndition. Those on this path lead by example, embracing
their monstrous natures and striving to attune themselves to

mpires to
- and development — of rtheir undead

WATENESS

their differences fram humans, then helping other vampires
me. Noddists do not hesitate to share their insights,
1l vampires

dothe

so that have the opportunity to become closer

conversely, however, they hoard dangerous se-
crets o prevent misuse,

Common Abi
Caine

impires whoadhere to the Path of

studious and philose

hical. Followers primarily

favor Knowledges — especially Occult and various Lores
but Noddists are expecred to be capable of developing the
vampiric form toits greatest potential, so Survival, Melee and

Athlet

en;

s are encouraged. Additionally, those who would
in debate prefer Expression, Subrerfuge and Leader-

ship.

Followers of the Path of Caine
mpires,
such as Auspex and Presence. Disciplines that augment the

Preferred Discipline
prefer those Disciplines considered “natural” to v

Celerity, Fortitude, and Potence — are
ible. Some Noddists dislike the use of
Disciplines that are not expressly noted in the Book of Nod,

such as Thaumaru

physical form

particularly val

and Serpentis, claiming thar these

nes do not conform to Caine's development. Other

s of the path claim that such Disciplines simply
represent a heightened mastery of the vampiric condition.
Mast Cainites of this path conform to the Disciplines listed
by Caine in the early frag
by way of example

wents of the Book of Nod, simply

THe DATHOF CATHARI
Evil comes to this sorld in many forms. As the harbingers of
the Father's Curse, vampiresare the pioneers of all of those farms

Archbishop of Miami
Nicknames Albigensians

st The Path of Cathari sprang from the
sy of the Middle

doctrine holds that the world was created in equ

ges. A dualistic philosophy,

c
parts by a good (“light”) creator responsible for virtue and
spirit, and an evil (“dark”) creator who acted as the counter-
point, fashioning the

erial world and its vices. The
original Cathars believed the soul to be the root of all that is
pure in humanity, while the
carrupt physical world. Cathars pointed to the noble asg
of the spirit — compassion, sacrifice, honesty and the like -
15 proof that the only true good lay in the ephemeral. The

material body was a shell in the

material world, with its suffering and misery, bore obvious

flaws and imperfections. After much persecution, this dual-

istic doctrine vanished from the mortal world, crushed by
papal declarations of heresy. Over the years, the

ampires
who favored tenets of the philosophy adopted it as their own.

According to the vampires who follow this path, the
undea

are minions of the evil crea al exist-

or, given ete

ence to tempt others with the lures of the material world.
Followers of the path believe t
creatures tied to the physical world through vampiric immor-
wlity. Because enied the spiritual
realms of death, the Albigensians reason that they must serve

they fulfill a destiny as

vampires have been ¢

the vices of the physical realm, Therefare, they seek tospread

evil and corruption, seeing iniquity as their natural state
The Albigensians

toindulge, however. Theirs is not a path of pointless amoral-

h

e perfectedacode of evils in which

ity. Taking the beliefs of the original Cathar priests and
twisting them, these

mpires deliberately search for means

ofspreading e
like avidly. S:
forts, and rhey encoura

sue sinsofgreed, lust, pride and the

alth and com-
ame. A vampire
can serve his proper purpose only by embracing the flaws
inherent to his form and to the world, accepting his d

others to do the

s as
a purveyor of others’ vices. Followers of the Parh of Cathari
thus ironically find spirituality in depravity,

THEETHICSOFTHE DATH

. Indulge in vice. Wealth, sensuality and marerial
power are hallmarks of the physical world

. Lead others to temptation. It is your role to promote
the depravity of the world,

. Grant the Curse of Caine to those with great
passion. Undeath is an evil curse, but those with

great conviction can use it well.

. The entite material world is corrupt. Expect
betrayal and wickedness because almost everybody
is corrupt along with it

Guos 1o THE Sassar




Your role as a creature of evil is

Jestined. Accept

Death simply leads to reincarnation. Morrals return

youddie

after you kill them. However, you shoul

Final Death, since you will return asa mortal

VIRTUES

History

Path of Cathari grew oul
Albigensian Crusade

of the aftermath of the

13th century. The

Manicheanist beliefs in du
of the Church, lea

ed o the ¢

to a 30-year war that

influenced some members

any he

m of the mortal Inquisition. After
vampires

surfaced following the Crusade,
| system out of al conse

1to the

erefore purv

ssessed the only potential

many vamp

cs took it upon themselves 1

‘duty” as providers of the me
Over the intervening years
broad hies and |

e in the Sabbat during

ion of the sect. The

weathered ¢

of the sect and continued ro f

the core belief of vampires as traffickers in the
vices of the material world. Quite a few Sabbar still find

purpose in the business of pleasure — and damnation

CURRENT PRACTICES
The Al
the purity of t

hers to temptation, despoiling

ind eldersalike can be found

the Albigensians. Many practiti

mers see the fast

dern world as a f success for the

il cre

, and they seek out ever more

challenging converts among mortals and vampires alike

DESCRIPTIC
Albigensians

believe that they serve a pur

oF FOLLOWERS

re h

d impulsive, but they

are not lazy; rather, they
abandon. Each Alb

the vices of the m

duties with

lers it his duty ¢

I to share the

Among the Sabhat, the Catk

r monstrous natures and ¢

spread this hedonism among mortals

For1 OWING THE DATH

Cathari are usually
ityand pl

nate, devoted to vulg

e. Theyseether

seldasa vast play

thers o do likewise. Believ

wherein may satiate t




MoRaL GUIDELINE
Exercising restraint

Showing trust

8 Failing to pass on the Curse to the
passionately wicked or virtuous

% Failing to ride the wave in frenzy

Acting against another Albigensian

Impassioned killing

4 Sacrificing gratification for

lse’s convenience

someone

Refraining from indulgence

Asbitrary killing

Encouraging others to exerci

immorality, the followers of this path are often highly social,
befriending and ¢

ng others to serve their own purposes of
spreading debauchery.
Common Abili

¢ Followers of the Path of Cathari
alism, and they seek to
sial Abilities like Subterfuge
reetwise are most useful. Some Albigensians also use
Finance and Bureauc
unlives more comfortable. A few of the more studious follow-

spread these excesses. Thus,

and §

, soas to make their

ers of the path indulge in Occult knowledge and Academics
in order to study the roots of the path.

Preferred Disciplines: Albigensians prefer Disciplines
that allow them to fulfill their grim purpose. Dominate and
Presence are most valued for the ability to coerce mortals into
dthe Discipline of Animalism highly
as well, due to its reflection in the powers of Scripture, from

cooperation. Theyre

which the followers of this path take some of their beliefs.

THe PATHOFDEATH
AND THE Soul

The soul is the only eternal constant. To study the purpose
of the soul through its interaction with the mundane is the highest
calling of exis

Anisa Marianna Lopez, Harbinger of Skulls philoso

Nickname: Necronomists

PATHOF CATHARTHIFRARCHY OF SINS

¢ Testraint

RATIONALE

One's purpose is excess, not moder
Use or be used.
The depraved can serve evil better as vampil
the virtuots can be avercome by the Curse.

The Beast, as well as the higher self,
must be indulged

Those of like purpose should fulfill cha
purpose, not quarrel among themselve

Murdér achieves no greater end; dead men
cannot sully their souls.

Promote physical pleasures, not altruistic

achievements.

The material world is a place for the
gratification of the flesh.

Killing a mortal absolves him of bringing
about his own damnation

Vamp he vampire’s

purpose is to Cormupt, not save

Basic Beliefs:
pires are creatures caught on the
the next plane. Necronomists study the process of death and its

As spirits trapped in undying corpses, vam:
sp of the physical world and

logical antecedent — the fate of the soul. While humans are

 vampires are caught between life

vibrant expressions of the spi

and true death: corpses with an animate form, with supernatural

powers and inhuman needs. To understand the purpose of exist-

ence, the Necronomists bel , one must

comprehension of the soul and its nature, as well as the me:

which thesoul interacts with the body — especially the means by
which the soul is freed from its mortal coil, the passage into death.

By rurning their attention toward the pursuit of knowl-
edge, Necronomists deny their unliving Beasts and instead seek
enlightenment. As the only
soul contains the key toall li
Jerst

sternal constant of existence, the

and unlife. Necronomists see
:

ince the soul is eternal, the adherents of this path angue,

and its many atte

d the journeys of the soul
forms.
it must contain the most basic elements of being. From these
basic truths, the students of this path hope to extrapolate the
reasons for material existence and vampirism. Understanding
isthe most fundamental funcrion of the

theuniverse's myster

soul, they claim; conscious awareness is the univer,

exploring itself, and the followers of this path therefore study
the soul, from which self-

ATENEsS SPrings.
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Necronomists espouse the view that the heart is the
physical seat of the soul and thar all power stems from the
soul. Thus, the vampiric susceptibility to stakes through the
rance of the bady and soul

heart stems from the mystical se

by wood, an clement ar once organic yer unyielding. Simi
larly, blood, which flows outward from the point of the soul
is the conduit of life and spiritual power; though their

unliving bodies cannot produce blood, vampires can draw

upon the inherentstrength of the blood and merge it with the

spiritual abilities of their rrapped so

THEETHICSOF THY PATH

. Death is the process by which the soul returns to its

unfettered state. Study and understand this eransition
] All of material e

patrerns of spirit. Expose the underpinnings of

stence is a reflection of the

existence by discovering the workings of the spirit

. Do not fear Fi

nal Death. The soul is immortal
.} Thought and emotion reflect the hidden soul
Anal
design of each soul
. Eve

Leamn of all things to assemble all the picces.

consciousness to discover the unique

hing contains a picce of the puzzle of existence

. In religion and occultism, find the key truths that
are pertinent to all existence.

VIRTUES

cronomists espouse the values of Conviction and
Self-Control
HistoRY

The Path of Death and the Soul is the first of the
recognized paths of the Sabbar. Formed by Tzimisce who built
on the practices of ancient vampire death-scholars, the path

provided an alternate means of viewing existence, one
which conventional morality (as it relates to this path)
simply a construct of lesser souls. Combined with the s
philosophical thought during the Enlightenment, the path's
tenets spread to many spiritual and rational vampires. In the
modern night, the path has a small bur dedicared following
among the Sabbar and even a few other vampires.

C

JIRRENT DRACTICES
Practitioners of the Path of Death and the Soul engage in
ned to bring

elaborate rituals d he archirecture of the soul

to the fore. Games of torment and ¢ ANCE ATe COMMON, as
1 ang

ecronomists seek to ¢

r are raw and

the Necronomists believe that pain

undiluted expressians of the spirit.

-
trol themselves even in the throes of fasting or agony, exploring
their limits of mental endurance. The study of death also ranks
highly on th
sacrifices of humans

tivities of this path's followers, and elaborate

nd vampires alike are valued for the

insight they offer. Necronomists deliberately torture their vic-
tims to draw out passion and to inspire a lingering imbalance
that prompts the dying vietim's soul to remain, tied by its own

terror and suffering. The transition from flesh to spirit is

Charmen Five: Cones of e Nicer
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Scone

10

MonaL GUIDELINE

Attachment to the material world

Showing a fear of Final Death

Being guided by emotions

Succumb

6 Failing to kill when useful

w

Failing to pursue enlightenment

Showing an aversion to death

Showing compassion

PATHOFDEATHAND THE SOuL HIFRARCHY OF SINS

RATIONALE

The material world is ultimarely ephemeral
and of limited usé in garnering understanding.

All souls return to the cycle. Final Death is

not a death of the soul

Emotions may be studied as expressions of
the soul, but they are not useful in
cultivating functional understanding.

The impulses of the Beast do not lea
enlightenment.

Make death atool. Kill selectively and leam
from thie victims' passing,

The purpose of the pathis to increase
knowledge.

Death is the doorw
and the

v berween the material

temnal. It must be embraced
and acknowledged.

Suffe

R

step toward inevitable d

2 Killing without studying the death afterward Murder offers no opportunity to increase
insight.
1 - Needlessly preventing a death All things must die. Do not meddle with the

ultimately the greatest key to understanding the soul, the
Necronomists reason, and they engir

€F eXperiments to care-
fully watch and learn from thar rransition

DescripTioNor FoLLoweRs
Necronomists tend to be curious, detached and highly
ntellectual. Although they do not deny their emotions, they

analyze even their own reactions extensively, searching for

clues to the nature of the soul. Necronomists are intensely
spiritual, yet at the same time distant; emotion, reason and faith

are all simple tools in the quest for true understanding. Many

possessed a morbidly spiritual streak in life, and continue their

explorations even in unlife. Followers of this path rarely form

friendshipsor attachments, but they are staunchly loyal to their

allies and vacillation
The
Skulls, Tzimisce and Malkavian and Toreador antitribu.

with little patience for half-measures

bbat of this path come primarily from the Ha

FOLLOWING THE D/\'l H

A Necronomist must be open to all forms of inrellectual
exploration. Emotion clouds proper judgment (and thus is
not a means for drawing valid conclusions), but it is a part

of self-awareness and as such must be recognized. Followers

universe’s cycle.

of this path are focused and determined. There is no room
for diffidence or hesitation; unlocking the fundamentals of
the soul requires singular dedication. Necronomists must
never eschew anything that would lead ro greater knowl-
edge of the soul, including death. Advancing one's
understanding of the soul is always the first priority; attach-
ment to the material world is attachment to an ephemeral
and ultimately flawed existence.

ath, the
afterlife and the fate of the soul is foremost on the minds of

Common Abilities: Obviously
this path's followers. They take great pride in their Abilities
of Occult, Academics, Research and other intellectual pur-
suits. Necronomists also study how the condition of the
physical form affects the spirit, so they dev
in Medicine.

lop their Abilities

Preferred Disciplines: Understanding of the spirit world

comes with the Disciplines that allow & vampire to sense and
interact with the soulsof the dead. Thus, Necronomists often study
Auspex, Necromancy and Thaumaturgy. Additionally, one’s own
suffering can yield tremendous insight (instead of t

knowledge gained through others), and many Necronomists leam

ted vicarious

Fortitude ro push the limits of their own endurance.




TrePatnor Evi ReveLATIONS
erve the proper masters, and they will liberate you from
anted shackles

your un

nd infernalist

il Joram, Sabbat priest

Nickname: Corrupters, Slaves
Beliefs:

natural evilin the world. Although vampires are creatures of grear

mpires are merely one expression of super-

powe
beings that reside in Hell beyond the realms of the dead. This,
th
the demons of the Inferna, and the proper place of the vampire is

md depravity, they pale in comparison to the truly ancient

is the credoof the Cormupters: All vampiresare but pawns to

knowledge the supremacy of these infernal masters. Some

vampires revel in their evil natures and spread their vile ways, but

they see themselves as masters of vice. The true masters, whisper
the Corrupters, are the creatures formed of the spiritual essence ¢
mal

slence, the demons that enslave and devour human souls.

To follow the Path of Evil Rev
believe in the vampire's role

ations, ust

vampire

ant of greater evil, as well as

asery

in the place of demons and infernal entitics as greater harbingers

of the corruption that vampires spread. All Corruprers claim one

ormore infernal “patrons,” spreading the specific brand of viric

espoused by their demonic lords. The vampires claim tobe g

n

great powersand a place in the infemal hierarchy, in exchange for

absolute servitude and the sacrifice of their own souls (and the

souls of their victims). With such enticements, the Corrupter

spreacks his own brand of poison among his associates, seeking to
tum other vampires to his cause eventually so that they may take

their rightful (and subordinate) places in the hierarchy of Hell
Because the followers of the Path of Evil Revelations give

themselves over to various demonic lords, they paradoxically

control themselves by serving the interests of their patrons. Obvi-
wl fear the Corrupters; the Camarilla
considers infernalists a threat to security and the Masquerade,

ously, other vampires hate

while the Sabbat kathes anyone who would willingly enslave
himself to some greater unseen power, whether archdemon or
h of

ler both onganizations foolish and misguided,

Antediluvian, For their part, most devotees of the P; Evil

Revelations con
due to their failure to recognize the infernal lords and their

professed “morality,” be it in the form of the Camarilla’s wayward

protection of a Masquerade that preserves both human and vam-
pire ar in the shape of the Sabbar's holy crusade to free vampires
from the tyranny of the elders. Still, the Com

ters move quietly

subrly spreading the influence of their masters and

inboth circle:

ng the downfall of elders who stand against the.
uely, the Path of Evil Rev
evilasatool for outer darkness. Students of the path come in many

ations embraces inward

forms, but all have bartered their souls for the hope of advancement
in a hicrarchy predicated on cormuption and depravity. Through

malicious servirude, the Cornupters seck to be raised above the

e will one day be broughe to

her vampires — whom they belie
heel by the infernal lords.

Followers of more rigid codes of ethics find Corrupters
affected and laughable. Why make such ostentatious shows of
wolescent and shallow “evil”?

€ ErHIcsSOFTHE PATH
You are the servant of greater evil powers. Serve

well, and you will be elevated in position.

. Youmust convinee other vampires of the rightne

of yout cause., Use duplicity and prey upon their
weaknesses.

. Fishe againse veciipices whio wold sisive foc soiis

semblance of honor or goodness.
They are misguided.

. Never reveal your true motives, Others cannot
work against you if they donot know the end toward
which you work

. It is acceptable to engage in intrigues with th
servants of other demons, but your loyalty to
your lord — and to his other rerainers — must
be absolute.

. Use the Beast as a tool to spread your evil.

VIRTUES

s Conviction

The Path of Evil Revelations emph:
and Instinct.
History

Although many believe thar the Path of Evil Revel
tions was founded by a gre

p of Brujah infernalists in the

val death cult, the truth is

16005, or even @

part of a mex
that vampires, like humans, have dedicated themselves to
infernal powers from time immemorial. However, the actual
cadification of this path and its philosophies did nor occur
unril the Renaissance. The idea of a philosophy devoted to
the service of evil needed the possibility of structured phi-
losophies to exist in the first place. Even so, current Corrupters

are far from unified, and a group in service to a particular

demon is just as likely to work against a different band of
Corrupters as to join forces.

The infernalists of this path suffer at the hands of the
Sabbat, which has created its own Inquisition to destroy
them. Srill, the inhuma

y of many Sabbat makes them

ind (some-
th the rapid

. the Corrupters work harder than ever

casier prey for Corruprers than the more rese
times) humane members of the Camarilla. W

ved

approach of Gehenr

to gain converts and to spread their influence.

CURRENT PRACTICES

Although the Corrupters have no unified structure, they

share some common practices. Most involve themselves in
secret debased rituals in which they make sacrifices ro their
dark lords. Although human sacr
the import:
in the symbolism of the

ice is common, it's by no
nfernalists, lies
crif

means univ

TS

nce, to these

acrifice irself, so human sg eis

really the sacrifice of community, morality and free will.
Additionally, all Corrupters make a practice of bringing
others into the fold

, via coercion or compulsion. The lure of

power without responsibility to any sort of conscience is a

tempting one for many vampires or humans. Indeed, the
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Monal GUIDELINE

Maintaining any semblance of goodness
or honor

Missing a nightly devotion

Passing up an opportunity to acquire
remporal power

Following your own interests

your master's goals

1 Disobeying your infernal master

unification of practices among Corrupters is really only
infernal masters desire

evident inasmuch as many of the
al infern
tions every night; the dark powers are notoriously fickle with

similar devotions, Still, lo affirm their de

those who show any signs of slackening.

Corrupters are fond of using pawns and intermediaries,
especially ill-informed dupes. Follawers of this path rarely
Embrace others — why make a potential threat to your own
power! — but they do make copious use of blood honds
among mortals and vampires alike.

Ultimately, Corrupters can be found among the most

of society. The spread of virulent plagues

raved aspe
the kidnapping and torture of families, the engineering of
cartels that cater to vice and addiction — each Corrupter has
aspecialty, aform of malevolence honed and practiced to an
exquisitely sublime grotesquerie. Corrupters of the Decani
(the lordsof disease) encourage the explosive growth of lums
like Mexi s outlying shantytown, where peaple choke
in their own filth and effluvia. Children of Chykas the Riven
(a demon of stri fully promote emotional confronta-
tions and rifts in friends and associates, until their passions
explode into murder and terror. Servants of Nulpheggorath
raise cults of ghoulish followers who dine on the decanred

PAatHoFEvIL REVELATIONS HIFRARCHY OF SINS

Helping others when not to your advantage

Not working with other followers of your master

Failing to take an opportunity to fulfill

Providing infernal secrets to non-converts

iling to corrupt or destroy other vampires

RATIONALE

Feign goodness but never presume that youare
anything more than a sérvant of greater evil.

Proper service requires constant affirmation.

Compassion and aid are simply tools to
bring others into your debt.

Power in the material world is the mea
by which the will of the infernal lords is
expressed.

s

The master’s will is more important than
one's own.

ed with unity

The master’sgoals are best se
against one’s opponents.

Advance the will of your lords whenever

possible.

Never reveal o outsiders your master’s true

maotives, sothatyour mastercannot befou

All vampires must recognize their proper
pl gents of evil or be destroyed.

You must serve the interests of your
superiors in evil.

brain matter of those who fail the dark masters, promising
nd eternal life to those who do not falter. The coming
um is dark indeed, as the Corrupters plant their seeds

pow

millent
in an overripe world set to burst with its own rot

DescrIpTION OF FOLLOWERS

The “typical” Corrupter is intelligent, charismatic and
tlessly immoral. These Corrupters use their charm and
cleverness to bring less talented (and competitive) but still
useful minions into the fold. They usually choose these slaves

rel

for their brawn and their tendency to be easily manipulated
by promises of power. Both kinds are careful to disguise
ea’s predominant society.
inwhich he acts as

themselves as vampires of the
Often, double unlife
an unassuming but loyal member of a v

Corrupter leads

mpiric sect, while
keeping his private affairs carefully concealed
FOrL1LOWING THE DATH

All Corrupters must be ready to pl
Atany moment, the Corrupter could

ace their masters’
desires above theirowr

00l or even ameal for his infernal

be called upon to serveasa
lord, and he must obey without compunction. This duty

never slackens. Every goal, every desire of the follower of the

path must bend toward the advancement of his demonic
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overseer. Corrupters must spread the will and influence of
their overlords at all times and bring converts into the fold
whenever possible

Each infernal lord has its own agenda

' MOSL are cat

serv

rized by a particular form of recog

ant
of a Lord of Discase is charged with carcfully spreading
plagues and compromising medical achievements, while the
agent of a Duke of V
destructionand er

zied

slence pushes others to aces of fre

es in bloody combat whenever feasible
The mast effective Corrupters advance their lords’ goal
subtly and indirectly; a servant of v

ence who goes on a six-
state killing spree will only draw unwanted attention to
wself, while the Corr

pter who quietly spurs others to acts
of violence furthers the work of his master much more — and

survives to continue spreading evil

Common Abilities: The more insightful and cunning
nt Occult Ability
d Empathyarealsouseful
converts or hiding one’s true nature. The more
tial Corrupters study enough Brawl, Dodge
d themselves should a physical confrontati

Preferred Disciplines: Followers of the Path of Evil Rey-
elations protect themselves

wherents of this path develop signific:

Etiquette, Intimidatio

thering information with
Auspex and developing bonds of loyalty with Presence. Many

also study Thaumaturgy, as taughe by their infernal lords,

THe PDATHOFTHE FERAL HEART

T hune, Tkill, 1 feed. No customs or civilizations bar me in;
no walls or traps keep me out. | am a force of nature and the
eternal predator

— Genrha Shale, Sabbat nomad

ckname: Beasts
Basic Beli

immortal and invy

Vampires are the ultimate hunters

able. The Beast Within is merely the
To deny one
attributes is to go against the dictates of nature, or so this

expression of the predator's instine vistic

path's followers believe. A vampire can only survive by

ing the monstrous

drives that accompany the unliving state. Though the Beasts
g i

adhering to her inner character and acce

void them
cknowledg-
ing the proper role of the unliving, a vampire becomes like an

donot revel in their predations, neither do they

By leaming toaccept the role of hunter, thereby o

animal: feral, predatory, but ultimately in her proper place

h feels that the Beast is 4
being a vampire and that its needs must be satiated.

Afollower of this

ol part of
Suill, the
vampire is intelligent, and a cunning hunter is a more eff

tive

. Therefore, it is important to strike a balance between Beast
and Man — the feral cunning and vicious instincts of the vampire
areexcellent survival tools, tempered by the reasoningand insight

of the mind. By satiating the Beast's urges from time to time, the

vampire ironically gains a greater degree of personal control

Vampires on the Path of the Feral Heart (sometimes

the Pathof the Beast) have lirtle use for the trappings of civi

) Chiarren Five: Cooes of THe Nk
137




Morar GUIDFLINE

Hunting with means other than your
OWN Vampiric poWErs

Engaging in politics

8 Remaining in the presence of fire or su

except 1o kill an enemy

Acting in an overly cruel manner

Failing to hunt when hungry

5 Failing to support your pack

d

4 Killing without ne

3 Failing to follow one's instincrs
2 Killing a creature other than for survival
1 Refusing to kill to survive

oreducation. Modem transportation and weaponry is unnecessary

next to the vampire, as the unliving form provides the all of the

tools tostalk and kill. Subterfuge and politics are wrivial concems;

politickingdoes not bring blood to ones gonge. Vampiresare made

to hunt and kill, and the followers of this path excel at both.

The ETHICSOFTHE PDATH

. Survival is your first concern.

Ll Politics or technology simply get in the way of the
hunt

. Learn tostrike a balance with your Beast. Engage in

the brutal actions necessary to survive, but retain

your intelligence and cunni

L The “natural world™ is an illusion. All things must
live according to their forms, and even civilization
is natural hecause it is the form of humanity

. Although fire cankill you, you must master your fear
s0 that you can kill those who would use it against
you

. Whether running alone or with a pack, your

loyalties must be absolure. You have no rime for

allegiances

shifric

Virturs
The Path of the Feral Heart draws upon the virtues of
Conviction and Instinct

History
The I

ancient cod

ms to have grown out of

th of the Feral Heart se

es by which vampiric berserkers accepted their

animalistic nature. Espoused originally by the Gangrel, the
path sp arned to elevate

d 10 4 few other vampires who

Patnortie FERaL HEART HIERARCHY OF SINS

BATIONALE

The perfect hunter needs no toals,

Polirical struggles do not yield sustenance.

There ing Final Death.

no sense in cous

Death is natural; feeding is natu
Torture and cruelty are not.

The vampire'¥ purpose is to feed.
Support your family, and it will support you.

A dead vessel may not be fed from in the future.
Instinct is the basis of predatory nature

Akill's purpose i sustenance.

Vampiresare hunters; everyoneelse isthe hunted.

their predatory ways. This path was never a popular one, but
its constituency remained constant throughout the ages,
even as it became accepted by the Sabbat. The path has
changed relarively little over the years. Beasts see no real

need to “adapt” the path to a more modern age.

CURRENT PDRACTICES
Beasts have no real organization, and rhey rarely

engage in any sort of concerted rituals or traditions. Some

few nomadic packs, though, consist mostly of members
hunters

espousing this path, who exist as wanderir
sangrel

When Beasts meer, they often indulge in the

practice of sharing stories or indulging in a little practice

5o serve as frighteningly ¢

combar, Beasts 2 ective assas

lty, once giv

sins within the Sabbar; their loya
Beasts who feel that a particular indi-

unquestionable
vidual is a threar to themselves or their packs are relentless
in hunting and destroying the opposition, and for this
reason some Beasts are picked to lead War Parties

DescripTioNof ForLowenrs
Most Beasts care little for fashion or attire, instead

choosing functional clothing that serves well while hunt-

ing. Some Beasts even disdain ornamentation and clothing

allow

completely, though these are rare. ts of this path

often have a great attunement to their surroundings and

senses, and such individuals are often noted carefully listen

atall times, or even

ing to and watching their surroundin
t the air soas

staying in constant slow motion and sniffing
king adversaries. Many Gangrel fol.

to avoid possible sneq
low this path, and the
animalistic features that they do not bother to cone

invariably have a number of

T THE SassaT
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Tre DatHor HARMONY

In earlier nights, the Path of the Feral Heart was known as the Path of Harmony, espousing a strong connection

re and to the predatory characteristics of in

Sabbat’s methods were ill-chosen or immoral.

One faction of the “Harmonists” embraced the anim:

vidual van
marilla, the Parh of Harmony suffered a schism among its followers, some of whom believed that the

ires. However, as the Sabbat pressed its Great Jyhad

ture of vampirism, asserting that the nightly existence

of the individual Cainite provided all of the necessary comerstones of unlife: hunting, feeding and accepting the hunger
for blood. These vampires felt that attachment to any other sort of moral code was a failure to address the basic bestial

nature of the undead. These vampires stayed with the Sabbat, their beliefs becoming the Path of the Feral H,

The other fa
predatory r
These Cair
though individual

ampires must hunt and feed

ion felt that, although vampires were connected to narure and
ires, the intellect and emotions of humanity needed to be balanced against the feral spirit of the hunrer,
tes took issue with the Sabbat’s destruction of the environn
and that indeed such needs ate natural), there is no need for the

t.
ial and

mals through their best

nt and callous misuse of mortals, arguing that

vampires to disrupt their environment or todegrade their supplies of prey. At lengrh, these Harmonists split from the

Sabbat, unwilling or unable to reconcile their beliefs with the €
vescaped persecution, fleeing into seclusion as independents or even joining

killed slowly for their presumption, buta f
the Camarilla.
Harn

he must do by nature (hunting, feeding and killing), he rempers these
world. Upsetting the “natural balance™ is considered a grave offense. Harmonists ofren have f
ting instincts, as they seek to intemnalize both the mind of the human and the drives of the beast in one single,

nan
hu
terrifying predator.

most common followers of this path are Sabbat Gangrel;

Country Gangrel obviously make up the bulk of this path's

Iherents, though some Ciry Gangrel style themselves
1e Nosferatu
ancitribu and a smattering of other vampires alsa follow this
pa

spired

irban predators.” A few Ravnos antitribu, sc

h. Most Lasombra and Tzimisce find this path unin-

bers of

and therefore disdain it entirely. The me

hunting prowess but have

this path are respected for the

no real leadership within the Sabh:

ForrowinG THE p/\TH

Beasts must always recognize and indulge in their
predatory natures. Followers of this path therefore strive
to develop their prowess as hunters. A Beast has lirtle
desire to use the trappings of rechnology, helieving that
the vampiric form provides him with all of the powers
necessary to survive. Indulgence in politics is frowned

upon, as there are more important marters to handle;: force

ective means than polirics.
in the predator’s

is a simpler and often more ¢

ercy and comy

wssion have no plac

heart, and enemies must be harshly destroyed while

packm.

es are protecred, as they in turn protect the

l. Beasts do not kill whimsically, but when

there must be no hesitation.

Common Abilities: Not surprisingly, most Beasts are
highly skilled trackers and hunters. Survival is paramount
nong these vampires, as well as Brawl and Dodge. Animal
s likely ro feed upon

Ken is common, though a Beast is jus

an animal as to emulate it. Because they are in touch with

bhat’s tactics. Many Harmonists found themselves

mists espouse the virtues of Conscience and Instinct. Although a Harmonist feels no remorse for doini what

actions with an understanding of his place in the
wely honed

their inner natures, many followers of this path develop
great deal of Empathy — not that they feel any pity for their
prey, but rather they intuitively understand the motives of
lso fairly common, for the
simmering fury just below the surface of the Beast's ¢

their victims. Intimidation is

vard

calm is truly terrifying
Preferred Dis

are a matter of sur-
vivalforfollowers of this path. Animalism is use

lines: Discipline

ilinlea

ning
from lesser predatars and for feeding. Fortitude is valued, as

The

wise

Beasts must be rugged enough to survive any conditions.
Protean are |
considered valuable, and some Beasts learn Obfus
ier hunters

nd hunting benefits of

natural weapons

ate or
Celerity so as to become faster and cag

THEPATHOFHONORABL E ACCORD
Dury is a burden that eases only with death. For s, the
undying, duty is eternal.

Salubri antitribu paladin

ael,
Nickname: Knights

Basic Beliefs: In a world rife with corruption, malevo-

e and insanity, some vampires find direction through a

vand unyielding code of personal conduct. These vam-

pires da not delve into philosophical questions of existence

or ton indulgence of their monstrous sides. Inst

they focus upon one singular principle: honor. Order, f
ness and duty are the warchwords of these undead, and
though still monstrous, they abide by standards of conduct
that are rigidly understandable.
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Score MoRaL GUIDELINE

10

Failing to show hospitality to your allies

Associating with the dishonorable

i Failir

to participate in your group’s rites

Disobeying your leader
Failing to protect your allies
Placing personal concems over duty

Showing cowardice

Killi

z withour reason

Breaking your word or cath; failing to
honor an agreement

Toafallower of this path, unlife must be given direction
and purpose. These vampires choose honor as their guiding
hand. By focusing on firm rules and personal boundaries, the
Knights keep the rage of the Beast at bay. Accepting a duty
and fulfilling its obligations then provides the Knights with
als to achieve. Bound by their codes of honor, these

i

ires uphold causes with the
I

T most devotion, even to
the ends of their own unlives,

Make no mistake; the vampires who follow this path are
not compassionate or humane in any sense of the word.
hey see humans

little more than chateel or food,
and undeserving of the considerations of honor that are

bestowed upon other vampires. Even so, a Knight will never
willingly bre:

ak his given word or renege on an agreement, as
doing so would be a disgrace ro personal honor. The subject
of commitment matters little toa follower of this path: It is
the strength of the commirment and the unyielding determi-
nation that is important

Many of the beliehs of the followers of this path mirror
the feudal codes of chivalry or the bushido of the samurai
Knights gladly suffer Final Death before showing cowardice
orbetraying their allies. Similarly, this path’s soldiers uphold
the policies of their sects and organizations with fanatical
zeal. Pitted against an unyielding or recalcitrant foe,
Knight i ralistic and deadly warrior
makes for an army that fears not death

solitary

a group of them

Patror HONORABLE ACCORD HIERARCHY OF SINS

Failing ro uphold all the precepts of your group

RATIONALE

True duty to a cause requires sterling
character.

Hospitality and generosity are the wealth
of the sou

mple, but do not be dragesd
into the pettiness of the ignoble.

Tradition and ritual are important parts
of heritage.

Lovalty is the keystone of hierarchy,
Defend those who are worthy of your esteem.

Duty is the vampire’s purpose.

Honor lies in fighting for a cause,
not in fleeing it.

Life and death are God's will,
not individual Cainites',

To break one's cath is to be without the honor
thar defines existence.

SOFTHE [DATH

. Always keep your word and honor your agreements.

. Never show cowardice. Overcome your fears,

. Duty comes hefore personal matters

. Treat faitly and equitably with those of station.
Conversely, the dishonorable are beneath your
contempt

. Always repay your debts.

. Support your comrades-at-arms in all things, except
where they counsel treachery

VIRTUES

The Path of Honorable Accord espouses the virtues of
Conscience (although the Knights do not experience re-
morse in the sense of human morality) and Self-Control
HistoRy

The Path of Honorable
a5 vampires of the Dark A

Accord grew out of bygone nighs,

s grappled with the problems of
human moerality by finding a harsh and unyielding code of
conduct to replace the ethics of mankind. Although the original
chivalric precepts upon which this path bases itself fell out of use
by the Renaissance, some members of the Sabbat adopted similar
philosophies, and the path adopted the Code of Milan after the
first Sabbat civil war. Sabbat followers of the path tumed their
loyalty to the idealism of the sect and the letter of the Code, in
the process acquiring the moniker “followers of the Code

Guane 10 THE SAgeAT
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As the Sabbat weathered internal schisms in the 1800s
and 19005, the followers of this path provided the strongest
support for the sect. Bound by loyalty to the ideals of the
Sabbat, combined with a strong sense of duty and honer, they
fought to uphold the unity of the sect even during the most
chaotic times. Guiding by example, even the Loyalists among
the Knights fought for the common v
from Antediluvian shackles
other Sabbat to pursue theirown means of advancing this goal.

Now, the Path of Honorable Accord forms the backbone
of the Sabbat. The dedicated Kni re the core of the sect,
serving the ideals of the Sabbar with inhuman devotion. As
the Sabbat callsupon a more militaristic role, new recruits are
often indoctrinated into this path, becoming champions in
an unholy crusade

o

nof v:

npiric freedom
and they defended the rights of

CURRENT PRACTICES

Followers of the Path of Honorable Accord have always
placed a high value on ritual and ceremony. The Sabt
Knights therefore always participate in War Parties, ritae,

ceremonies and other pack events. Asa whole, the followers
of the path seek to knit together the disparate factions of the
nder the common banner of loyalty to a cause. Al-
though alternately ignored or derided by followers of other
paths, the Knights are a stern example of the best qualities of
any Sabbat, and they cannot be faulted by their brethren.

ights do not often take leadership positions (as they find
the political duplicity appalling), though they are at the
forefront of many battles, showing courage and discipline

sect

unmatched by any other soldiers among the undead.

DESCRIPTION OF FOLLOWERS
Knights are by turns cold and aloof, yet honorable and
trustworthy. A Knighr never goes back on his word and

alw:

s honors his agreements. He does not shirk his duty or
from battle. Still, he is far from humane: The Knight sees
1s s @ resource, just as another warrior might see afine
mirable but far from an equitable associate.
Many of this path's followers display a grim and tacitum
image, but the Knighes are capable of humor and joviality —
they simply find that duty outweighs personal gratification.

warhorse as

The vast majority of this path’s followers are of Venrrue
antitribu and Salubri antievibu blood, bur a fair number of
wsferatu antitribu, traditionalistic Tzimisce and even rea-
bly lucid Malkavian antmbu study this path. Panders
who serve the ideal of the
personal advancement) espouse this path s well A are few
pts
nlthn path from their nights of vampiric, medieval chivalry.

sona

abbat (instead of crusading for

elders, primarily Ventrue, hold on to the pr

FOLLOWING THE DATH

A follower of the Path of Honorable Accord must always
keep honor foremost in his mind. A Knight cannot act rashly
or in haste; he must alwa ature and

th

s be aware of the

consequences of his actions. The devout student of this

must hold onto courage and di
seeks to dispense justice and faime:
and dies, for his ca

Common Abilities: Knights study Melee, Brawl and
s they consider personal coml
|\.\>t||m Leadership and Expression are valued
Knight is often called upon to mediate disputes fairly. Simi-
larly, Investigation and Law can help to discern truth and
justice.

cipline at all times while he
s. The true Knight fights

at a most honorable

s, as the

Preferred Disciplines: Fortitude and Presence are con-
sidered the epitome of the Knightly way; these vampires are
stalwart in defense and eloquent in discourse. Since so many
Knights follow a martial destiny in the turbulent modern
hts, Potence is fairly common as well. The Salubri anticribu
ant abilities of Valeren

of the sect also develop the pui

THePDATHOFLILITH

Lilith taughe the first and most powerfud lesson: that anly
through pain can power be acquired. Pain is the greatest teacher,
the orial with the ulimate veward

— Aksinya Daclay, Lilin Hierophant

Nickname: Bahari, Lilins

Basic Beliefs: Considered here by mast
the Sabbat, the fragments of Lilith's teachings
erroneously referred to as the Lilith Cycle — showcase an
ion itself. Cast
out from the first garden for the crimes of elevating herself
with the Fruits of Knowledge and Life, and for seeking to be
equal to both man and God, Lilith wandered the unformed
and barren world, becoming a power of creation equaling the
deiries of old. Through tribulation and pain she discovered
the ways of survival; by fire and thorn she created her own
garden, a mirror of the suffering and enlightenment that she
endured. The architect of Caine’s power, the

ites of

- sometimes

elaborare history and an altemate tale of Cre:

tor of

magick, and the mother to gods, Lilith watered the seeds of
wisdom with her own blood, which empowered anyone 10
walk through the fire and swim through the frost to come to

the revelation of ultimate freedom and self-empowerme

Claiming followers among vampires, mystical humans
and other denizens of the hidden world, the Bahari practice
/s handed down by Lilith. By following the
¢ themselves from the
parent disciplining an errant child,

image of the mother-goddess, they
status of children. Like a
Lilith passes on a legacy of pain that reaches,

nd so the

Bahari seek to overcome the weaknesses of their blind,
helpless births, ascending to understanding and power, By
walking in fire, impaling themselves on thoms and blades,
suffering deprivation and plunging into icy water, the Bahari
excite their bodies and minds to true sensation, and ope
their consciousness to the entirety of the world. From the
t the needlepoint of
pain, they learn the true measure of creation, that they may
take the formless stuff of the world and cast it in a new image.

n

dizzying heights of comprehension,
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Make no mistake, the Bahari have little room for com-

passion or canscience. They fully believe that one mus

rasp
the blade of enlighrenment and suffer the lacerations
thercof — before rising to the truth. Those who have not the
will or the insight tosuffer that they might learn are chaff, cast

sside sadly but unhesiratingly. No time or resources is wasted

on those who do not have the overpowering need that allows

one ta suffer, change and grow. The Hierophants, the vam
pire-priests of Lilith, choose those who have heard the song

excoriate them unril theyarrive on the cusp of seething

ahi

and punish them, f ¢ them and

awateness. Only then are the tears brushed away with
care, the wounds comforted and the supplicants brought into
the fullness of Lilith"

ous path

e BrHIcs orTHE PATH

. Only through pain are we clevated

. Be teacher, torturer and lover to any who seek
enlightenment

. Practice what you learn. Wisdom is meaningless
unless it accompanies action.

. Cultivate a garden, that you may show the power of
your own creation.

. Seek out those on rhe border of awareness and
initiate them

. Gather with your brothers and sisters to share your

learning and anguish.

VIRTUES

Bahari are devoted to the virtues of Conviction and
Instincts.
History

According to apocryphal tales, the cult of Lilith started

when a vampire Methuselah, searching for ancient arifacts

in Africa some millennia ago, discovered st

nge writir
purported to tell of the Dark Mother. Although this Ca
could not acquire the artifacts, he carried with him the

knowledge of what he had seen. Soundly defeated by the
mortal and demonic guardians of the writings, he retreated to
gather others to him with the knowledge and ins

todelve

into the mysteries pieced together from the writings, Over

the years, followers of the Path of Lilith slowly spread their

archaic know , drawing in small numbers of erudite and

mystically curious vampires, The path eventually

gion as it absor he rituals and ceremonies

aspects of r

its followers' native lands
The Path of Lilith never had very much of a following in
the Sabbat, where the antitherical Path of Caine rook sway,

but enough followers existed to ensure that the path survived

Indeed, even some elders of the Camarilla came to follow the
path. As the signs of Gehenna appear and the Final Nights

draw near, more vampires are drawn to the apocryphal

teachings of this path. The visions of Caine as a blundering

fool, cursed with incredible power that he refuses to under




MoRrAaL GUIDFLINE

Feeding immedi v when hungry
Pursuing temporal wealth or power
Not correcting the errors of others

regarding Caine and Lilith

Failing to participate in a Bahari

itual

Fearing death

Killing a living or unliving being

Not secking out the teachings of Lilith

Failing to dis

nse pain and anguish

1 Shunning pain

stand, draw rogether vampires who seek an alternate means
tosurvive the End Times. Through the auspices of the Dark
Mother, they hope to rise above their Cainite nature and
hecome untouchable to the Antediluvians.

CURRENT PDRACTICES

Modemn Bahari inherit many of the traditions of their
ancient forebears. The followers of this path rarely discard rituals
or beliefs, for only true understanding of all of the world's
mysteries can unlock the door to enlightenment. As such, the
Bahari employ many and varied rites of worship. The followers
of this path often cultivate the hidden knowledge of alien
cultures, and they are quick 1o absorb and adapt new and
different occult practices. Because of this openness, Bahari
engage in a loose network of vampires who trade lore and
mystical knowledge, even dea

ingwith w

s, ghostsand other
keepers of ancient secrets. Bahari often practice special rituals
that are |

rre even by the standards of the Sabbat, and though
they are loyal aslong as they may continue to practice theirrites,
the final loyalty of all Bahari is ultimately ro themselves,

Descriprion or Forrowens
Bahari live fast-paced, hectic unlives, constantly striv-

ing for the next change and the next learing exper:
nything that shocks or outr.

nce.

s the sensibilities of others is
fair game, since there is always the hope of pushing someone

PatnorLiLitn HIERARCHY OF SINS

Feeling remorse for bringing pain to someone

RATIONALE

Deprivation and hunger tau;
to survive.

Lilith

True wealth comes from inside, not from
money or influence.

Caine was 2 murder

traitor and fool who
deserves no reverence

Pain and suffering help others to learn
and grow.

The rituals handed down through time
contain clues to awakening.

Death is

existenc

mply a change to a new form of
Death comes to all, in time:

Death denies one the chance to transcend.

hey

Lilich hid her works in many places;
must be foun

Be a teacher through the auspices of pa

.

Only through pain are we reborn. To shun
pain is to embrace ignorance.

beyond the boundaries of mundane commonality. Bahari
cherish the development of personal understanding, so fol
lowers of this g the squalid

and the wealthy. When moving among mortals, Bahari are

ith can he found equally amor

flamboyant and mysterious. In their ceremonies, they often
affect religious garb — flowing, open cloaks and ceremonial
masks of wood or bone.

Within the Sabbat {(and

indeed, among vampires in
general), Bahari are perceived as insane and heretical cultists
at best. This path's followers include many and varied vam-
pires; a few Lasombra follow this path, as do a handful of
Tzimisce and some Malkavian, Nosferatu and Toreador
antitribu. Curiously, this path also claims followers from
among the elusive Kiasyd, and some Harbingers of Skulls who
credit their understanding to the de
Stranger still, there :

I priestess called Lamia
re indications that this path is followed
in some form even among mortals, including some who have
no contz

t whatsoever with vampires.

Contrary to some heliefs, this path is not exclusively
followed by women, althou

 they do make up a majority of
its practitioners. Anyone who throws away the caul of child
ish ignorance for painful maturity is welcome in the circle of
Lilich. Indeed, as vampires are largely
gender, the

ond concerns of

e found in both genders

ornone, in the case
of some Tzimisce — within the cult.
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FOLLOWING THE PDATH

A Lilin breaks with convention, flouting “accepted
society” in order to force others to re-evaluate their views of
the world. With the bran

geiron and the scourge, the
Cainite brings painful lessons tt

, make the
postulant stronger. Those who hover on the edge of aware-

L iF survived

ness are warched carefully for the final soul-wrenching
revelation thar brings them strength if they do not destroy
themselves. To visit nd even death is the grea ift
that can be given, for through these trials the individual

test

comes to understa

nd herself. Each must discover her own
inward seeds of Knowledge and Life, so as ro become a
erse unto herselfl and an architect of creation. The
arden, the symbol of life shaped and cultivared with care
the m

nifestation of the Baham's devotion to expressing

what she has created and learne
Common Abilities: Tor hility todispense pain
withour killing, is first and foremost among a Lilin's skills, of

ire, th

course. As mystics of the anc

tsecrets, Occult and various
Lores are paramount. Academics, Research and Science
(particularly specialties is the Classics) are valuable tools in
the search for truth. Most

Bahari also study Linguistics,
readin

heir esoteric writings in the old native rongues.

ave invoked
lked the unformed earth,
powers that aided in her survival. Bahari often emulate these

Lilith is said o

Preferred Discipline
fous powers in herself as she w

v

powers, focusing upon the Disciplines of Animalism, Celer-
ity, Fortitude and Obfuscate

TuvaTunr [Power
ANDTHE INNER VOICE

Anger, fear, hate and lust — these are the most powerful
emotions. Is it any wonder, then, that they are the most powerful
wols of supremacy?

Archbishop Ambrosio Luis Mongada

Nickname: Unifiers

istenceisasan undyingoverlord:
Sabelie

Thereisnouse in pining for lost humanity or in secreting oneself

the followersofthe Path of Power and the Inner Voice

away tostudy arcane lore,
sion. The role of the

sampiresare without honor or compas-
ampire is the role of master.

The followers of this path see the exercise of power and

control as the hest reason for vampiric existence. Control of

the self and of the external world is the only goal worth

pursuit

To this end, a vampir
extend her influenc

must develop her abilities,
wnd play her pawns. By bending the
world to her will, the vampire creates order and stability.

Every form of power, influence or control can be used to
further some end. Therefore, Unifiers seek all forms of power,
be it political, material or spiritual.

Unifiers follow their own insight when exercising their
authority. Although this path is highly conce

ned with tempo-

ral power, it is also quite spititual; Unifiers are avid pursuers of
wisdom and enlightenment. Of cow Il such knowledge
ultimately tums to the pursuir of personal power. By under-

standingoneself, it is possible tobegin todescribe the motivations
of others. True understanding therefore allows the vampire to

unlock thesecretsof enemiesandallies alike, tocare
any

fully dissect
nd discern the most proper course of action. From

tuation

such judgments, the vampire decides upon the most favorable
means of taking or keeping control.

The followers of this path are rightl
spected. No adherent to this path tolerates we
failure; punishment is swift and often fatal. Indeed, punish.
ment serves not only to remonstrate the offender, but as an
mple to others. Thus, Unifiers have no mercy or compas-

kness or

e

sion whatsoever. Indeed, packs with Unifier ducti
Danwinian in the extreme.

are

Unifiers are consummate politicians and strate

nd emotional ties can mg
pragmatic students of this philosophy re
¢ that such measures can be fought and compromised
Thus, vampires of this path believe that control should only
be woven through methods that cannot be subverted: Pain,
rage, desire and depravity are key among their tools. A recruit

Although blood bonds

followers, the

whoservesour of loyalty can be bought; a follawer whoserves
out of duty can be blackmz

iled; an adherent who serves from
love can be disillusioned. Therefore, fear and respect for
power, anger and hate directed towards one’s enemies, the
fulfillment of lust and the lessons of pain make the most
persuasive directives.

1€ ETHICS OF THE PATH

. Do not tolerate failure — including your own.
Punish it visibly and harshly

. Be sporadic in your rewards. Drive your followers to
excel, but never let them assume that reward follows
excellence.

. Strive for control by any means. Dom
world around you and bend it to your will.

. Use the most effective tool for any undertaking.
Hare, fear and anger are key among these tools, but
feign benevolence.

. Show respect to those in autharity, but replace
them when they falter.

. Deal from a position of power. Do not show weakness.

VIRTUES

Unifiers develop the Virtues of Convicrion and Instinct.

Histony

The Path of Power and the Inner Voice supposedly
started with a Lasombra by the name of Lord Marcus, in the
early 16th century. The path
power and influence led to many followers who devoutly
supported the Sabbat in its early night

constant push to develop

and as such many of
the path’s adherents assumed positions of authority during
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Score MoRAL GUIDELINE

10 Denying responsibility for your actions

Treating your underlings poorly

PATHOFPDOWER AND THE INNER V O1CE HIERARCHY OF SINS

RATIONALE

Dereliction of responsibility is a failure to

lead properly.

Reward competence as an incentive, but do
so sparingly.

8 Failing to respect your superiors Give the respece that is due, that you might
learn something in turn

7 Helping others when it is not to your advantage Always gain something from your actions.

6 Accepting defeat Succeed, or die.

Failing tokill when it's in your interests

Submitting to the error of others

Not using the most effecti
Not punishing failure
Turning down an opportunity for power

the formation of the-Sabba

Even tonight, the path is well-

respected within the Sabbat, and some of its precepts have
even started to creep into grudging acceptance among the

power-hungry and jaded elders of the Camarill

Modern nights have seen an explosion of membership in
this path. Though always popular, the path has attracted
anding ranks of the Sabbar.
The sheer ruthlessness and shrewdness of many of these

ny new followers from the

recruits is responsible for the slow evolution of the pa

m
a respectable but dictatorial philosophy into a path of iron-
fisted, Machiavellian social tyranny.

CURRENT PRACTICES

Followers of the Path of Power and the Inner Voice do
not have an organize

association, but they do engage in
many similar practices. All Unifiers participate in War Par
ties and hunts, often assuming roles of leadership. Various

such as the Fire Danc

are @ means o
demonstrate power and self-mastery, so Unifiers participate
in many such rituals as well

Descriprion oF Forrowers

Unifiers are driven, confident and even megalomania-
cal. The need for control combined with introspection makes
followers of this path into corrupt and brutish tyrants. Some
followers of the path simply espouse dictatorship, but the
truly enlightened use philosophy and an understanding of

Cruarrea Fiv: Coots of
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rools for control

Donat hesitate toeliminate those whowould

Be right and you will be vindicated. Follow a
fool and you will suffer for it

ed. Be iron-fisted

Failure is instr e only when used as a

negative

xampl

s to all ends.

Personal power is the me

psychology to incite their followers. The typical Unifier
ACCEPIS N0 eXCUS

,drives himself and his subjects mercilessly
and shows no pity or compassion for failure. Nat surprisingly,
this path is popular

mong the control-oriented Lasom

and some Ventrue antitvibu and Brujah antitribu make a point
of seeking power and revelation as defined by the path

FOr1LowING THE DATH

A Unifieraccepts nodefeat. The appearance of beneve
lence is useful, but all failure must be punished eventually
The follower of the path must always strive to control the
situations around him and heed his own judgment. Respect
should be given to those in positions of authority, b
who falter must be cast dowr

those

and replaced. Followers of this

path seek wealth, influence and support. Rulership should be

achieved by any means necessary — when alliances or honor

are useful, they are used, bur otherwise, the more efficacious

toals of fear and hate are appropriate. The Unifier constantly
seeks out means of developing his own capabilities and
furthering his own agenda

Common Abili Obviously, Leadership, Intimida-
tion, Politics, Subrterfuge and similar Abilities are highly
appropriate to followers of this path. Unifiers often make a

study of some sort of martial prowess, be it Brawl or Me

order to back up their authority. Meditation and Empathy
highlight the way to inner awareness




Preferred Disciplines: Dominate and Presenceare r
valued among the Unitf,
control. Varying Unifiers place emphasis on other Disci-
athering power. All
Unifiers invariably seek to develop their natural Disciplines
their fullest potential

st
ir ability to exert direcr

ts for th

plines according to their own means of g

TRANCENDENCE AND BEYOND
A good deal of debate exists as ro whether or not
followers of Paths of Enlightenment may ever achieve the
lted stare of Golconda. Although few Sabbat would
admit to secking out such things — “wolves should not

emulate sheep” — more than one rumor has circulared
through the sect regarding elders who have come to tenms
with their Beasts and put the fear of frenzy behind them.

Few Sabbat want this. Sabbat philosophy teaches
the vampire to accept his Beast, and to ride the wave of
frenzy. Additionally, Golconda supposedly (according
to what has filtered into the sect) requires a strict
adherence to the Path of Humanity, which most Sabbat
shun or aspife to shun.

This strongly Cainiite outlook also colors Sabbat vam-
pires’ view with regard to feeble, puling tales of “becoming
montal once again.” Being a vampire is a curse, surely, bur
why would anyone want to become a lesser being?

In the end, the decision for both of these marters is
in the Storyteller’s hands. Should some Sabbart for
wh
a path, she is unlikely to attain it, but who can speak of

er reason pursue the state of Golconda while on

absolutes with regard ro s rare a state of conseiousness

SABBAT RITAF

The Sabhat values its bonds of loyalry and fratemity above

allelse. Tothisend, the sect has established many rituals, which

reinforce pack and sect solidariry. The entire sect observes the

same 13 auctonitas ritae, while the ignoblis ritae vary greatly in
number, subject and observation from pack to pack.

Packs observe the auctoritas ritae at cc

non times —

eshats, before sieges or when bringing a new member into the
pack, for example. The ignoblis ritae ms

usually when the pack priest b

y oCeur at any time,

ieves them to be most

appropriate. Some packs observe greeting or parting ritae,
feeding ritae, ritae of diablerie and any number of variations.

Basically, any event of import, common or otherwise, might

¢ an associated ignoblis ritis in a given pack.

The origins of the ritae are lost to the nights of history,
though maost Sabbat suspect they were conceived during the
tumult of the Anarch Revolt. Persccuted by elders and their
sycophantic childer, anarchs needed some sort of spiritual
zimisces' (then)

guidance and protection. In light of the T
recent diablerie of their sire, the clan had a great number of

members amor
bind others for mutual protection. Over the intervening

centuries, ritac have attained a prominence in Sabbat culture
jonof

ispicious vitus., A few members of the sect de

— very little formality rakes place without the observa

at least one ide

ritag as superstitious mumbo-jumbo, but the effectiveness of

the rituals (not to mention the baleful glares of the Tzimisce
and pack priests) usually suffices to discourage such de

ion

System: Ritae may be conducted by anyone, in theory,
though their mechanical effects only occur when presided over
by a vampire with the Rituals Background. (Y
a bunch of vitae in a Dixie cup and have a V

ou can’t just mix

ulderie....)

AUCTORITAS RITAE

The entire sect practices auctoritas ritae, due to both

rradition and rheir significance in Sabbat beliefs. They
strengthen the sect’s bonds of loyalty and fraternity, by
familiarity with the ritae

providing emotional power thro

re | 3auctoritas

and the sorcery thar accompanies them. There
ritae practiced by the sect

Tue BINDING

The Sabbar grows nightly in stre:

h, due to its uniry of
All members of the Sabbar, fror

mind and ambition. the

lowliest surviving recruit to the regent herself, participate inthe
Binding. Group participation and familiarity with the rial
s the Vaulderie
Inessence, the Binding is aformal oath of allegiance to the sect,

whereby the vampires swear fealty to the Sabbar. The event

helps unify sect members, in asimilar fashion

why the Sabbat exist as they do.

serves as a sober reminder
The ceremony opens with a recitation of the pack’s
interpretation of the Sabbar's credo. (Alrhoug]

v no formal,

written code exists, most S

bbat have enough presence of

mind to compose a summation of the sect’s doctrine. These

may be anything from long, prosaic accounts ro fervent, one-
sentence rallies of vengeance.)

The event occurs on Winter Solstice night. In larger
Sabbat-held cities, nomad packs in the region attend with the
local founded packs. If possible, this important ritus is over-
seen by a member of higher status than pack priest, like a
bishop or archbishop. Idcally the rite takes place at a beach,
riverbank or by a waterfall. If such 1s impossible, a fountain
will suffice.

specially desperare packs may use a simple

square of white cloth. The water (orcloth) present represents

sfindsaw

the implacable nature of th water alv

to flow around an obstruction, just as the Sabbar will one

night find a way to surmount its terrible

itors.

proge

Theritus often ends with an observation of the Vaulderie

and the swearing of an oath to protect the Sabbat’s secrets
unto Final Dy

ath,

System: For the month following the Binding, all Vin-
culum scores for vampires present at the ritus are increased by
one. For this reason, many overt Sabbat war efforts take place
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engendered by this ritus
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No formal Sabl

wearir

has not been
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TRANSUBSTANTIATION
Mv1HOR MADNESS
For centuries, Christians have debared the concept of
Transubstantiation. Catholics believe that through cer-
emony, the priest changes bread and wine literally into the
body and blood of Christ. The Sabbar have found them-
. It is rumored that the
original ceremonial magic for this ritual came from the
Tremere who obtained it from the Knight's Templar. When
consecrating the Blood Feast, a magical invocation is used
to transform the vessel's blood into the Blood of the Sabbar.
There are some who believe that the Blood of the Sabbat is
a cohesive, driving force that links the entire Sabbar ro-
gether; they also believe rthat because of this
Transubstantiation, the effects of a sire are minimal. This is
why guestsata Blood Feast partake of the vessels' blood first,
nd observe the Vaulderie second. “The Body of Christ, the
Blood of the Sabbat...,” are magical words thar suggest an
emerging race of gods who were once mere men. Some
members of the Sabbat believe the Black Hand exacerbates |
thedebate over this sacred traditional belief. Othersbelieve
that asccret, fanatical cult exists that tries ta read more into
the ritual than originally intended to create an opportunity
for them 1o rise to prominence. Finally, many Loyalists |
maintain that freedom is the cornerstone of the Sabbat
movement: Issues regarding magic and religion are personal
tion is entirely up to the individual:

selves embroiled in a similar del

and interpr

wed soas not to waste. (Some particularly bountiful Blood
Feasts, however, resemble debauched blood orgies, in which
Ar these incarnadine gatl

vitae splatters everywhere.
the Sabbat lirerall:
ing in carnal lust amid the blood
them.) St

Lasombra and Toreador antitribu partake by draining the

rings,

v wade through their victims' vitae, writh-

nd violence that surrounds

le of feeding varies greatly at this event. Many

blood into champagne flutes, while most Brujah and
Malkavian antitribu prefer to feed right from the tap.

There is usually one victim for every three vampires
tat the feast; the presiding priest, bishop or archbishop

pre:
gets first choice of the nigh

t's treats, and he draws first blood,
System: The transubstantiation of simple vitae into the Blood
of the Sabbar provides rich sustenance 1o vampires at Blood Feasts.
Each blood pointa Blood Feast victim possesses mystically rransforms
into twoas it leaves his body. For this reason, feasts tend to get a bit
sloppy, asvampires rompthrough the vitae and revel in the monstros-
ity of their Damnation. By the thind night after a Blood Feast,
however, the blood ance again condenses back down to its original
amount (if it hasn't been used and remains in a vampire's body).

ne Cainites of the Sabbat have been formally cen-
sured by higher-ranking Sabbar and even members of the
vily on the

Blood Feast. To be sure, mass-kidnappings and the blood-

Inquisition and Black Hand for relying too he:

wed halls left behind can lead vampire hunters to the tr

of careless vampires.

Creatiox RiTes
To hear vampires outside the sect talk, all Sabbat are

created on the fly, with recruits being drained, fed, bash
the head with a shovel, buried and left to claw their way to the
surface inastarving frenzy. Needless tosay, this is not always the
case. Additionally, this method is not actually a Crearion Rite.

Most Sabbat use the “shovelhead method” only in times
of Jyhad. This method consists of collecting a number of
victims, Embracing them with the tiniest quantity of blood
possible, bashing them over the head withashovel (toknock
them unconscious before they frenzy) and burying them in a
massgrave. The newly Embraced Cai Kly,and
they must dig themselves out of the grave to sate their fren:
often at the expense of the weaker vampires entombed with
them. This method is simple, relatively quick and quite
fective at stripping vi ns of their Humanity. In any
event, vampires created this w
their Cr
consider them vampires yet, and it has litele reserv

wer

es rouse qu

have not actually re

abbat does not even
tion

ation Rites. In fact, the

against throwing legions of these frenzied horrors against
their foes. The mere fact that one is not a vampire until he
receives his Creation Rites is a matter of hypocrisy ro the
Sabbat— they accuse the elders of manipulating pawns todo
their bidding, while they themselves hurl
0 gainst their foes.

s of lesser

av

ainite

The Crearion Rites themselves are much more serious,
marking the passage from nonentiry into True Sabbat. Only
True Sabbat — those me
in combat or intrigue agair
Creation Rites — may select recruits for the sect. They

nbers who have proven themselves
d received the

i the enemy

scrutinize potential recruits carefully over several days, weeks
and (in some cases) years, looking for strength of conviction,
determination and physical prowess. After the Embrace, the
new vampire is eligible for the Creation Rites only after he

ps the very

has demonstrated his worth to the se
nbrace, perhaps years afterward
Creation Rites always take pl
priest. The ritus irself is quite simple — the priest merel
rouches a flaming brand to the initiate's h wds him
in an cath of allegiance. The ceremony that precedes the
Creation Rites, however, varies widely, and it is wholly in the
handsof the Cainite'ssire. Some Panders and Brujah antieribu
have ceremonies not unlike gang initiations, which involve

night of his E

¢ in the presence of a

pummeling the vampire in question until the sire decides he's
had enough. Tzimisce ceremoni
formal affairs, often involving recir.
praise of one's sire. Some vampires require no ceremony atall,
deciding that they have all the proof that they need from a
given vampire's performance while still others require Byzan-
tine trials or bizarre acts like bestiality, kidnapping, murder,
self-mu vity.

The Rites serve several purposes, borh practical and

are much more civil and
and

ons of one’s lineagy

ation or other depr

sabbat’s fear of

symbolic. The flames help reduce the new
fire, while the ceremony reaches him what is expected of a
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: member like himself. Immediately follow
( Rites comes a Vaulderie, which binds the Ca
the pack, his new, ir '
the Creation Rites, a vampire is not b
the Sabba. Such an unfortunae |
icipate in Sabl
the Creation Rites, ar npir

kicked al use whatever mear

f the “real” vampires’

wund at any
N kill the victir

Festivoperro EsTiNTO

The “Festival of the Dead

g immortality b

ries take p

icks

System: The festiviti

For this week, very little is

re, using «




ally, this is a time of undead celebration — rivalriess

Gene
put aside and Monomacies are forgotten as the Sabbat unite

in a show of solidarity to bring Hell ro Earth

FireDancy

To most vampires, fire is something to be feared, re-
spected and avoided, yet not to the Sabbat. While they still
ove turning it loose on their enemies
he

fear it, they are not
In a sense, this fearlessness shows how truly fanatic
Sabbat are. They gladly take something thar is anathema to
inst their foes, hoping it destroys more
T'o be fully Sabbat, one must
Additionally, mastery of

vampires and use it ag
of their foes than themselves
face the Ritschreck and master it
fire emboldens the Sabbat to use this powerful weapon
inst others of their kind.

Thisicus has no particular time or place; priests may create

one whenever a morale boost or rally becomes necessary. It is
generally held before War Parties, and several packs at one time
wnd participate in the Fire Dance. The ritus is entirely

canver
catly, pack

atest of courage. Since the Sabbat values free will
members are allowed to refuse to participate in the Fire Dance,

put themselvesat risk of derision and disrespectat

but the

n the rest of the pack.

their cowardice fr
Toenact this ritus, the priest |

ina place secure from mortal eyes, Thr
or bath, participating

ound the

hes a large bonfire

sh the thyth

mic beating of a drum, chantir
Cainites enter a trance-like frenzy, whirling

flames, writhing before them and even prostrating them
selves in front of the blase. As the ceremany reaches its
peak, the vampires rave and chant, and encourage cach

the flames. They make fantastic

other to jump throu

serial somersaults over an,

leaps, some even tumi
again to the point of exhaustion. The Fire Dance comes t

a close when the last vampire present has jumped throu

the flames and collapsed from all the activiry

System: Fora vampire toevenapproach the blazes, the

ayer must succeed in a Courage roll (difficulry only 5,

p
because of the trance-frenzy). Fe
leapthe flames, the player must make a Dexterity + Athletics
roll (difficulty & tosimply jump the flames, though Storytellers
o increase the difficulty if the character tr

vampire to successfully

510

1
| fre

should fe
leap in a particularly dramatic or
less, would impress the other Sabbar present)

crobatic way, which, d

it thro
for the three

frer a Fire Dance, characters who k
ours

bonus point

na tempor
hts following the ritus. This bonus point may even exceed

the normal Virtue limit of 5.

ESOF INSTINCT
The vampires of the Sabbat eng

Ga

g€ IN NUMETOUS Sane

‘games,” adjudicated by their pack priests to maintain
ms, and

tione

ious fi

These games take vi

their predatory edge
different packs practice different styles. The only cc

ility between the games is that the priest presid
reous exercises.

them, consecrating them as r




Cowboysand Indians, also known as Cops and Robbers,
is practiced by large packs or by two individual packs. One
ses into hiding half

1 hour before the other goes

after them, usually in bad or abs

wdoned parts of town where
this sort of hooliganism is overlooked by rhe locals. The

ct of Cowhoys and Indians is to capture or incapacitate
(but not kill) as many members of the other side as possible
Because of vampires' innate resistance to damage, this is
easier said than done, and bullets aplenty fly during these

games. The best way to capture another vampire, of course, is
ke him. The team that knocks the other aut of commis-

sion is the winner.

ros

Demolition Derby is usually played in sralen cars, as the

vehicles tend not to survive the game. Starting at oppasite

ends ¢

a street, parking lot or drainage aqueduct, pack
membersset their cars on fire and charge another ream’s car

After much bashing and crashing,
flee their car or b

one team inevitably

n todeathy; the first ream to exit its vehicle

tis legal to fire upon the other car, which is part of the
strategy of the game. Drivers may carry only one passenger, or
they may sacrifice mancuverahility for firepower

One particularly dangerous game is called Rousing the
Beast. This game is a one-on-one challenge, whereby the
i
I

out of the

riicipant has o release the victim of a failed mass-Embrace.
must choose the

rave of a victim who failed to dig himself
irth — problematic in and of itself because the

1ss-grav

Embrace is usually performed only in ciries under

siegeorin the midst of acrusade. The Sabbat vampire must dig

the completely mad and starving former recruit out from his

earthen prison. Once the crazed creature br
itis up to the game particips
and destroy her. The preferred method is by stake; firearms are
typically forbidden. Need|
bat is very dangerous,

iks the surface

and frenzie

nt to immobilize her

ess to say, this hand-to-hand com-
and the Sabbat does not always win.

This game is a trial of will as much as of physical strength, as
the vampire must come face to face with his own creation and

subsequent inhumanity.

The Rar Race is another popular sport. A human is
sealed in a labyrinth of some sort, such as an abandoned
tact

wry o part of a sewer system. The human is given weapons
that can hurt the vampires, such as handguns, knives, blow-
torches or chainsaws. The participating vampires, starting in
different locations in the maze, hunt the human, while the
human tries desperately to escape the v
vampire captury
thi

mpires. Whichever
wnd drains the human first, wins. Maiming
competition to ensure victory is encouraged, though

killing one's apponent is not the object of the game and
viewed unfavorably. An alternative ro the Rar Race — the
Bar Race ackmates draw

lots; whoever gets the short straw becomes the prey. Obvi-

involves vampires only. The

ously, this variant is rarely seen through ro the Final Death

Some insane or powerful packs play
Dogtagging. Packing an off

bles, the vampires rampage into Lupine territory. The

1 game known as
id vehicle with firearms and

object of the game is to capture a werewolf, tag its ear (with
tags similar to kind used by cattle ranchers), tumn it loose and
et the hell out of there before it comes hack with friends. A

few packs actually hunt Lupines in this manner to kill them
— they figure that the werewolf has already been caught, and
there's no reason to suffer it to live and possibly come back to

even the score another night.
S

rheir own Games of Instinct; basically, any

stem: Storytellers and playersare encouraged todevelop
whem works for

g as the pack priest recognizes i
Dlessing upon it. Most priests indulg
Instincr per month or so (if that often); anything more frequent
mukes this ritus less valuable, as it becomes common

this ritus as

and bestows her
ack inone G f

their

The Games of Instinet allow the Sabbar ro hone irsskills

For the

i

to the edge n of one story, the winner(s) of a

given Game of Instinct rece

eone
of the Ability they used the most during the game. For
f
ugh judicious use of his pistol,

anus die to the dice pool

example, if the Corpses Delecti participate in a
Instinet, and Walker wins thr
Walker gets a ane-c

me

honus to his Firearms dice pool for the
next story. A player may not have more than one Skill
augmented in this way for any given story.
Storytellersshouldbear inmind thatonly the most danger-
ous {and blatant) of activities are suitable for Games of Instinct
trials of skills in which a pack is already proficient serve little
toincrease their abilities, and these games tend to draw crowds
if not practiced rarely
having G:
feel free to go after their characters with police, Lupines,

nd discretely. If your players insist on

mes of Instinct every night tostock up on bonus dice,

disdainful elders, etcetera. The gamesare practiced to buildskill
and solidarity,

not to create super-characters.

It is inevitable that, among vampires as headstrong and
violent as those of the Sabbat, differences of apinion occur
While the vast majority of these conflictsare handled with all

the civility and reason a Sabbat can must

some grievances
are so deep as to warrant a more serious solution. When two
(or more) Sabbat are unable to come to a resolution, the rits
of Monomacy serves to settle the issue

Tao the uniniriared ¢

server, Monomacy looks like a
simple duel to the death. In truth, however, it is a good deal
more. Monomacy serves the Sabbat as the ultimate evolu-
tionary tool: By culling their ranks of those who are
incompetent, the sect grows stronger. Monomac

od

accord

a sacrosancr starus among the vampires of the Sabbat, who

recognize that without strong leaders, their struggle ag:

st
the Antediluvians amounts to nothing. Additionally, the

winner of a Monomacy rypically diablerizes the loser.

Monomacy is usually practiced by only ranking members
of packs. Many young

Sabbat are too violent and hotheaded to

recognize the graviry of ritual combat to the death, and would
resort it every time a packmate took blaod from a vessel they

decided they liked. As such, this rinus is conducred by the pack

Charrew Five: Coots of e Nige




ly with the
challenge to the rival. The priest then decides whether or not
thegrudge is worth Monomacy,
1o preside over the ritual

pricst, to whom a challenge is issued simultaneoy

ndwhetherornotshe chooses

Shouldthe priest deem the cause worthy, the challenged
ire may decline. In thec

vau there is nothing wrong with

declining a challenge, but unless the challenger is of such

little consequence as to be below the challengee's notice,
declining usually involves a great loss of face {and perhaps an
unsanctioned duel afterward). If those who pursue the
Mo

invalv

smacy hail from different packs, it may be necessary to

neutral third party, such as another pack’s priest or

n the bishop or archbishop
The

formal code exists asto the choice of weapons, locations or even

tual practice of Monomacy

varies w

dely — no

terms of victory. Most often, Monomacy duels are foughr to
Final Death in some ridiculously dangerous or highly ina
sible place like an iron foundry

es-
opaskyscraper. Whetheror

not the vampires ms apons, Disciplines or other assets
e challenged. On the priest's
invocation of the ritus, the combat begins, and the last vampire
standing is declared the win

is typically the dec

ally followed by other nitae

and celebration. As Monomacy is an awctoritas vitus, formal

we

pons such as swords and daggers are usually used (if any);
modern weapons, particularly firearms,
nt, clumsy and vulgar.

re considered inel-

Monor

acy is this straightforward, hm\uu.

Several Lasombra dispures ha

e be

picces,” and one Tzimisce-Ventrue
antitribu rivalry resulted in Monomacy that involved shoot-
ing each other's ghouls until one competitor had none left
standing. (The T

Many S , and to the
victor usually go the spoils. Pack members who wish 1o
e umbrs
v their bishop's leadership and rival pack priests with
ch other's established areas of influence have all
used Monomacy tosettle theirdisputes. Many Sabbat suspect
that the regent of the sect attained her position by physically
besting her pre

chessboards with living

zimisce won.)

bbat issues are resolved this w,

challenge their leader's position, Sabbat who t

claims to

CessOr

of Monomacy are best left to the
story — troupes should be encouraged roadd all the pompand

System: The details

circumstance they wish to the ritus (as it is auctoritas, after
all), though the exact details differ from pack to pack.
Storytellers may wish to play up these differences, highlight-
ing the outlooks of different packs and perhaps even

interjecting improprieties and other subtle nuances for flavor
{*You can't challenge the pack leader now
nights after the full moon!

it's not three

he challenger decides upon the rime and location of

duel. The challenged decides whether or not weapons
will be used and what they will be, as well as any other details
(until first blood instead of Final Death, no Disciplines,

participants must w

ar blindfolds, participants must ride the

wave of frenzy during the duel, etc.).

The priest administering the ritus is an official — the
duelbeginsand endson herword, and itmay be abortedatany
time. Itiseven within the priest'spower todec Monomacy
null and void after the facr, bur the priest who does this to

favorher own candidate

s looked upon with extreme disples
frer by other Sabbat

sure there:

PAria GRanDE

Ofthe 13 auctoritas ritae, the Palla Grande isthe
of any Sabbat coven's ritual year.

The “Grand Ball” takes place on A1l Hallows Eve
Sabbar in the city are expected toattend. Nummhcpl:k\ not
wanting to miss the festivities, travel to the closest Sabbat
city inorderto attend. The highest-ranking Sabbat in the city
pre: 's most renowned priest
opens the celebration. It is held in a public p
civic auditorium ora public park, as long as most of the revels

ghlight

andall

over the affair, and the cit

e such as a

take place in full view of as many humans as possible. In fact,
most Sabhat arrange their Grand Balls like raves or public
festivals, sometimes even charging mortals admission for the
secretly malignant privilege of attendanc
often go the whole nine
armosphere, hiring bartendersand providing liquorand other
refreshments for their guests.

As the Palla Grande is a major social event, the Ventrue
and Toreador antitribu, Lasombra and Tzimisce usually find
themselves with the responsibility of planning the affair. In
true high-saciety fashion, many vampires also compete with

The vampires
yards when cre

ring this party

each other for the most elaborate costumes. Often the most
spectacular and unusual displays are l-\.- one or two elder
Tzimisce skilled in the art of Flesheraft, but it is not unhe
of for a Toreador antitribu to exchange favors with a talented
Tzimisce “artist” ate a finely flesherafred f;
tume for the party. Indee

to ¢

OF Cos-

, the regent herself is rumored to
ve once had 50 mortals flesherafted to resemble her ar a
Grand Ball in the interests of “being everywhere and talking
to everyone — and leaving an indelible impression.”

ha

Hidden away from the public debauchery, the Sabbar
also consecrates a Blood Feast at the Palla Grande. The “kine-
kegger,” as the younger Sabbat call it, capitalizes on the
public location of the masquerade ball. Victims for the feast
are often vampire wan
out for a good time on Ha

abes, drunken revelers and “witches”
lloween night. The:

often lured to the feast under the pretense of being invited to

¢ victims are

tend an exclusive social affair. They have no idea just how
flecting the honor is to be, Other passible sources of

the bload feast include retainers or ghouls selected from the

itae for

bat covens’ own members wha may be of no further use to
the sect (or are too dangerous to allow to live).

The main event, which kicks off the affair at midnight,
is the re-enactment of an event from

wmpire legend or
history. This stage play could be anything from the slaying of

Guip 10 e Sagaar




Abel by Caine as told in Biblical rerms to

interpretation of signs and portents of Gehe

the dramatic
wna. It is com

pletely organized, acted and ch ;.<.-m.-

by a group of

audience p

oes occur, unl x\u ‘guest ac

sacrifice or feedi s
being whisked away or |m.lh lisposed of after their debut

After the final act of the historical play, all Sabbat present

1 Feast for a special version of the Blood Bath
t the archbish

sect’s power and vit

in the vitae, asa symbol of the

The ritual begins with blood from the

victims suspended overhead flowing freely into a I

e, omate

receptacle where the :

reclines. Each vampire in the
coven adds some of his own vitae to the bath, first bleeding into
a ceremonial Vaulderie ves
The

this process proce

s it into the bath.

cantations while

hhbishap performs va

details vary city to city. It is rumored
that the Palla Grande Blood Bath ir

es the archbishop with
certain powers until the next sunrise, such

into the realms of the dead

h as the ability to see

At the conclusion of the Blood Bath, all Sabbat at the

in a frenetic dance of undeath, dancing to
near-deafening music
archt

ng r insatiably from the
p’s bath, from the hanging vessels and from each
other. Many of the participants fall into frenzy, driven on by
the vic
blood ¢

from the carpets as dawn ¢

and feel of
, caked on walls and plashing

aws near

Once the night's revels conclude, Sabbar ghouls take care
of the clean-up. Any potential loase endsare swifely dealt with
over the next couple nights through death, the Discipline of

the

dividuals involved

Dominate or the Embrace,

xtent of the

problem and potential use of the
System: In addition to the
i Feasta

efits gained from the
B
P

1 Blood Bath, Sabbar v

res whoattend the

ir Willpower

lla Gra

completely replen
SERMONS OF CAINE

Some members of the Sabbar value their knowledg:
the Book of Nod. Others d
and they see theirrole i

't know or care about the b

abbat as one o endless war s m.i
violence. Those members whe :

very sel

sften gather to hear serme
remind them who and what they are. This reminder serves tc
strengthen their loyal

y to the sect and their ideo

Pack

members take turns reciting fror
others sit in a semicircle holding lit candles
on the passages. The sermons are someti
Vaulderie, and, amor
liberation. Pack mes

during the ritus ak

while the

nd meditating

lowed by the
ntellectual packs, intense de-

scuss the passages read

st until dawn

Vampire his

ly as far back as Cainite leg
ition — very few copies of the Book
of Nod actually exist. Few, if any, Sabbatr packs can agree

endry is largely an ¢

unanimously on the exact phraseology of a

ven passage from,




QLT
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| i

their childer. R
relev

ipon. Thi

mmingling of

I'ne Vaul neRmn

seriously erate no dissent

Vaulderies take 1ce
it to the most

e anorher thiough a  4Uring important Sabbar
reation Ri




The result of this ritus is known as a Vinculum, or blood-
tie. These ties connect each member of the pack to one
inother, eny

nderinga mutual loyalty in addirion ro bolsrer
Be
however, Vineuli are imperfect — what one pack

ing pack morale wse of the mystical nature of the
Vaulderie

member feels toward another one night may pale in compari-

son to what he feels toward her the next. Vineulum ratings
may change every time the ritus is observed.
Without the

collapse under its own weight and dog

ilderie, the Sabbar would probably
— the chaos and
wnarchy that follaws the sect endemically would erode what
Jittle «

wization it has without the loyalty and sympathy

edby the itus. Those whorefuse the Vaulderie or appose
it are not viewed favorably by other Sabbar. Vam,
refuse to partake of the Vaulderie at |

cre:

res who

ast monthly suffer

ostracism from the pack at best —and may become vessels for
Blood Feasts or destroyed outrighr ar worst

tem: The first time acharacterobserves the Vaulderie
vof a Sabbat character), roll a die for each
ter whose vitac is part of the ritus. That number reflects

the Vinculum the character feels toward the individual

whose blood she ingested

ee the char for effects generated
by individual Vinculi, Every time a new member participates
in the Vaulderie, each player should roll a die and record the

score for her Vinculum rating roward thar character.

Example: Lucretia, Vaughan and Dezra (characters created
bry three players) have just partaken of the Vaulderie

“ach player
volls @ die for the two other players’ characters and records this
score as their Vinculum to that character. Lucretia’s player rolls
a 6 for her Vincubum to Dezva and a 4 for her Vinculum to
Vaughan, During the course of the game, a new character, Madd
Killah, joins the pack, and after her first Vaulderie with him,
Lucretia gains a Vinculum of 5 toward him

ach time the pack partakes of the Vaulderie, each
should roll ane die

is higher than the Vinculum score, increase that Vinculum

or each of her Vinculi. If the result

score by one (to a maximum of 10). If the result isa 1, lower
the Vinculum score by one (to a minimum of 1)

At times, a character may be at odds with herself over
how to react to a given situation because of Vinculi she
possesses toward anather vampire. In cases such as these, the

player should decide which party her character would favor
outside the Vinculum. The character then rolls a number of

dice for each party equal to her Vinculum score for that

individual against a difficulty of 5 (for the party
rdless of Vinculum) or 7 (for all other parties). The

indivi

who receives the greatest number of successes

earmns the character’s aid. Such is the nature of the Damned

and the Vinculum — a character who knows berter may
sometimes be forced into anobviously bad course of action by
following her emations

Example: Lucretia has Vinculi woward packmates Dezva and
Vaughan. The pack has heard there is a Camarilla Venerue spy in
their city, and its members cannot agree about the best resolution to

Vincurtum BRatin

ViNncurum

10

ErrecT

Youwill readlily give your life = g
of another — forithe

9 You will do practically anything for
theindividual, including purting
yourself in great danger.

8 You will gladly offer resources or
influential assistance to the
individual.

7 You may put yourself af moderate
risk of harm for the individual and,
depending on your code of ethics,
may kill for him,

6 You feel strongly for the individual
and help him even if it inconve-
niences you. You will gladly fight
for the individual.

5 You respect the individual and help
him out as long as it's no huge risk
or bother.

4 Youwill aid the individual as long as
it doesn't involve risk or anything
out of your way.

3 You are loyal ro the individual as
long as that loyalty doesn't interfere
with your own designs.

2 You a minor sense of kinship
toward the individual, but you're

not going to go out of your way to
help him unless something's in it
for you.

1 Fuck "em. This isn’t necessarily
but you don't care about
is person on a Vinculum level,
though you may on a personal level

hostili
th

Note: It bears mention that, like the emations éngen-
dered by blood bonds, these feelings

e artl
they are created through ingestion of blood, It is quite
possible for a character to urterly hate someane for
whom she would risk her unlife, just as it is possible o
have immense love for somec

| as

& who has little in the
way of Vinculum and everything in berween. Players
are encouraged to explore the full range of these com-
plexities in their packs through role

Ceiame Fine: Coots of e N
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the problem. Dezra proposes that the pack hunt him doun and drink
his vitae while Vaughan belie
and try to find out information about this so-calle

os that the best option s to ask arotnd

spy, believing the
confrontation of a vampire of unknoun power to be folly. Lucretia
thinks Vaughan's option is the wiser of the two, though she must test
her Vinculi to see if emotion sways her loyalty to Dezra. She rolls six
dice (her Vincubum to Dezra s 6) against difficuley 7 and gains three
successes. For Vaughan, she volls four dice (her Vinculum w
Vaughan is4) against difficulty 5 and gains only one suc
her better judgment, she sides with Dezra, saying “I'm following
Dezra,” while flashing Vaughan a defeated look. Dezra smiles and

crosses his arms

Note: Starytellers should require Vinculum rolls judi-

ciously, and only in matters of dramatic significance. Too

much relianc

on Vinculum rolls strips free will from the

players' characters, and instead of savoring the anguish of

their emotional response, players may grow cross at beir

railroaded by dice rolls.

The Vaulderie can also corrode existing blood bonds
Multiple
soaner or later, the pack's blood will overcome all but the

raughts of the Vaulderie may he required, but

most potent of vampiric vitae. A vampire wishing to break a
blood bond via Vaulderie must have no more than one blood

pointin his blood pool, and must ingest six points of Vaulderie

vitae, At that point, the old blood bond fades rapidly,

replaced almost as quickly by Vinculi toward those whose

blood composed the Vaulderie. A vampire attempting to
replace Vinculi with a new blood bond is in for a disappoint
ment — unless her blood is powerfully potent, Vinculi may
not be so easily erased
Unlike normal blood bonds, Vinculi do not fade over
time — a Vinculum left afrer a Vaulderie with a vampire in
nights hundreds of years past is still as potent as the night it
arose. Indeed, many elder Sabbat have vast webs of Vinculi
connecting them to sect members across the world. Some
Sabbat whisper guardedly of a ritual that can break the
Vinculum outright, though only members of the Nosferatu
anitribu and the Inquisition are rumored to know this ritual
If these rumors are to be believed, the ritual breaks every
Vinculum a vampire has, not just select ones. The Inquisition
supposedly uses this ritual to break Vinculi toward infernalists,
though its obvious other ramifications have many Sabbar
worried about the true

ITHe WaAR Party

The Sabbat thrives on diablerie and the destruction of

alties of their compatriots.

elders, and this dangerous Titus serves to facilitate both of

b, those urges

\ War parties consist of multiple packs that vie for the
blood of the non-Sabbar elder in question. Hunting the

potent el

ots is not something undertaken lightly, and the
Sabbat tries to sway the odds in its favor by sending numer-
ous packsagainst the enemy. Of course, packs participatingin
the War Party compete :

ainst ane another for the privilege




GuesTSATA WAR PDARTY

It was a rowdy gathering, that's for goddamn sure.
Chucky and Boy Toy. had: their faces all paintedup like
Indian braves, and Jean-Paul did one of his voodoo prayers
where he burned a candle and killed a chicken. The vampires
from the Blood Hands even dressed like an Old West bynch- |
posse. The priest told us we were supposed 10 take down |
Bruno, some Nosferatu bigshot over in Phoenix. We got
pretry our of hand after Gorin gave us the challenge —
bumed the whole fucking building to the ground,, it noms out.

None of that meant shit the next night, though.
Gorin told us where Bruno kept his haven, so we hawled
ass over there.

Well, as it tumns out, “Bruno™ was actually Lovd
Gustaphe Brunnelle, emissary to King Louis the Somethingth
of France 500 years ago. It would have been nice to know
thar beforchand.

Anyway, it was bad. The Harmony Skins got there
first, but you wouldn’t know it was them unless you checked
their dental records or fingerprints. Bruno was weakened,
but he still took down Jean-Paul and Ariel. Chucky dove at
hitm, sinking his fangs i Bruno's chest, and Brino crushed
him like a grape.

Tunloaded my shotgun into Brina's chest, which didn'c
do shit. Boy Toy used my distraction to vun him through
from behind with a broomstick, staking him with the blunt
end (she's fucking strong) .

Boy Toy made sure Bruno didn’t move while I did the
deed. Motherfucker killed half my pack, but I'll be damned
if the taste alone wasn't worth it. And riow, I'm one step
closér to being as bad as Bruno — just not as dead.

of killing and diablerizing the elder, bur rarely do the packs
come into deadly conflict with each other, reserving their
violence for their target

In preparation for a War Party, the participating packs
her and celebrate. They may also perform the Fire Dance,
listen to the Sermons of Caine and participare ina Bload Feast
. The chief of the War Party, usually the most
accomplishedorhighest-rankingpriestamongthe packs{though
political War Parties may be called by bishops or ather titled
officials of the sect), offers the assembled packs the challenge.
She stands before the individual packs, each lined up behind
their leaders, and asks each of the packs' leadersin tumn, " Doy
come freely to war,

or Vauldel

nd do you take up this noble cause, ne
resting until the blood of cur enemy is spilled” The leaders
respond with a forceful *We do!” Only after the packs have
ed to the hunt does he reveal the identity of their
A pack suffers great humiliation if it backs out of a
challenge after its members have committed themselves to this
mast dangerous game. For the remainder of the nighe, the
vampires hold a revel, preparing themselves for the hunt the
ing holds in store.

commi
rarget.

next eve

The War Party sets out after its prey on the night following
the challenge — the hunt has begun. Sabbat vampires on the

warpathstopat nothingrotakedown theirprey. They kill, burn,

smash and overturn anyone or anything that stands between

them and their target. In fact, once the Sabbat have entered

their victim's haven, sometimes they don’

even bother to use

hallways, doors or passages, instead bursting literally through

the walls to find their mark’s inner sanctum
Competition for the elder’s blood is fierce during the War
Party, but

vof the first
ctim. (Those who don't
usually have their greedy asses beaten into submission by
members of the claimant’s pack.) Of course, merely biting the
elder is no guarantee of victory, as few elders relinquish th

abbat almost always recognize the ¢l

vampire to sink his fangs into the v

blood so willingly. Obviously, once the pack has found the
elder, af

ight of epic proportions often ensues, unless the elder

can somehow escape or convince the slavering,
Sabbat to let him be. It is not unheard of for entire city blocks

ravenous

(under which erstwhile elders made their havens) to be leveled
inthe fray, as the potent powers of the Damned wreak havoc on
the intruding vampires and everything around them.
Camarilla and Sabbar vampi
during War Parties, ss many of the Sabbat's tangetsclaim membership
in the Camarilla. Nothing short of Final Death can stop the 1
from achieving their goal, resulting in major property damage,

most often come into contact

ks

attacks on other Camarilla vampires or anarchs and general brawl-

ven sabotage of another pack may occur, but these ractics are

generallydiversionary; they are rarely intended rodo serious damage.
The winning pack is the one whose member consumes the

elder’s blood first. The rarger, unliving or dead, or some recog-

nizable portion of the target, must be brought back to the place
where the packs accepted the challenge. The Chief of the War
Party accepts this trophy and bestows her blessing over the

winning pack. Once the chief recognizes the winner, all bets are

settled and another celebration is held
Systen

the bene

: The vampire partaking of the diablerie
s (and sometimes detriments, depending on the
potency of the elder's blood) of committing the Amaranth

Vampires who belong to the winning pack gain a tempo-
zary point of Sabbat Status. This point disapp
the next War Party (unless the same pack wins again), or ar the
endof the next grandiose Sabbat affair, such as a Palla Grande or
Festivo dello Estinto. It goes away at the end to allow the
apthebenefitsof theirsuccess, At the Storyteller’s
option, this Sabbat Status point may be made permanent if the

ars at the end of

hunted elder was of exceptional power or reputation.

THeWin HunNt
One of the greatest crimes a Sabbat can commit is to tum

traitor, andthe sect protectsitssecrets. fa member revealsasect
secret to the enemy, she is punished severel

If a Sabbat leaks information of a vital nature, a priest
may call for a Wild Hunt. The Wild Hunt is much like the
blood hunt, but ends with the eradication of the offe

ding
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BREAKING THE Bon
Some suspect thar the Sabbar keeps a secrer ritual
for the b It is presumably used
for very deep-cover spies, when any contact with the
Sabbar would endanger the mission, or in situations in
which heretics and infernalists have insinuated them-
selves in otherwise respectable packs. These rumors
sually imply that the breaking of the Vaulderie takes
place in the presence of a an archbishop or cardinal, with.
dispensation from the regent herself. This circumstance
occurs only after a very thorough investigation into the
ture of the mission, the dedication of the duals
tothe Sabbat, and the assurance thar there is no possible
other way to remedy the situation.

According to one rumor, the ritus takes six months
to complere, during which the subjects lie staked or
starving almost to the point of torpor, and fed a small
amount of blood mixed with some vile-smelling liquid.

Prior to participating in the ritus, the subjects must
t declararion in their own fresh blood
and verbally declare to the cardinal and any others
present that she will resubmit to the Vaulderie' (with
nion-heretic packnates, ic s assumed) immediarely upon
completing theritus. Failure to doso results in the Sabbat
being branded a traitor, and the Wild Hunt being called.

1 parchme

sharing blood, the giving of a

sift or whatever. The Sabbat
being accepted must make an oath of allegiance to each
member of the pack, and to the Sabhar cause in general. For
ample, a new True Sabbat’s vath details the gratefulness
the recruit has for being allowed into the pack, and his pride
in being chosen to serve the pack and the secr. The Accep-
ffers from the Creation Rites because it is more
social than supernatural. A Sabbat may have received his
Creation Rites, but may be snubbed by a pack thar refuses to
extend him the ritus of acceptance.

P

tance Ritus

ALLEGIANCE RITUS

Before the Acceprance Ritus occurs, a vampire already
Embraced but not yet Sabbat must go through the Allegiance
Ritus. This rias is especially important for Camarilla defec-
tors. The Allegiance Ritus islong

and involved, and it may go
on for years before the recruit is permitted the Acceptance
Ritus and welcomed as a full member of the sect. Part of the
process involves the implanting of a secret mark on the body
of the defector (a tattoo, scar, brand, etc.) through the use of
Vicissitude so it will be permanent. Before receiving this ritus,
the ir

mates
t at the Vaulderie,
not contribute himself. He may not read or discuss
k of Nod aloud. The time involved in
confirming the initiate’s commitment to the Sabbar makes it

tiate must sit or stand to the rear of his p
during auctoritas ritae. He must drink la
and 0

passages from the Bo

all the more difficult for him to leave the sect.

ContRITION RiTus
(arso Astutionor Unction Ritus)
Even Sabbat commit sin:

and indiscretions, for which they
sometimes need to atone. The Contrition Ritus allows for this,
much in the same manner a

atholic confession works. This
ritus is perhaps the mast important of the igoblis ritae, as many
Inquisitors, Black Hand operatives, priests and ducti offer a
choice of contrition or death to S:

bhar who have committed
wrongs upon the sect. All sensible Sabbar take these ritae as
seriously as they would any other, for only by the graces of their
berters can they

continue to exist. Of course, many di

ngenu-
ous Sabbat may make an insincere act of contrition, but they
might not be extended the option nexi time.
WerLcominG Ritus

This ritus is largely a social convention. Priests invoke it
whenever two Sabbat packs meet tospend time together, such as
when pilgrim packs stay in acity fora time, or packs unite
acommon short-term goal. The

oward
ning Ritus reinforces the
ity
s purpose. Mast packs carry this ritus out quite

felc

Sabbatideology that respectsindividuality, while requiring
roachieve the se
ally, with the pack leaders sharing blood while their
packmates bear witness, bur there are two incidents of protacol
which typically must be met. At the opening of the ritus, all pack
members greet each other individually, stating their names and

inforr

home (if any). This provides the members with a sense of
location — where they

ome from and to where they may tra

At the height of the celebration, a gift is exchanged from p
pack. It could be a weapon, ora treaty, or the head of an
Thegiftis presented from a pack’s True Sabbat tothe othe
ctus under the priests’ superv
this rinus as an opportun

d ion. Ducti and priests often use

to discuss Sabbat plans.

Rirusor THANHSGIVING
This ritus is actually less a thanksgiving than asession to
boast of one’sexploits. The th:

nksgivingusually comes under
the auspices of “I thank Caine for his favor when |
which usually exaggerate or aggrand
The Ritus of Thanksgiving g
gatherings of the Sword of €

" stories,

the speaker’s prowess.

erally precedes esbats or other
ine

MAaRTIAL RITUS

In times of war, a Sabbat pack tries to increase its strength
inany way possible, often by creating the sense of kinship found
only in combat. The Martial Ritus serves to whip the Sabbar
into a fervor that heralds destruction for its enemies. The ritus
begins with chanting a mant

a such as “strength,” “fire,” or

“muscle and hate.” The beating of drums, usually led by the

priest, accompanies the chanting. Packs sometimes decorate

each others’ faces and bodies with blood, paint or henna.

SpuLING oF Broon

When two or more Sabbat feed together, they some-
times recognize the sharing of their blood meal, saying
together, “Hot blood that spurted from Abel ar his time of

death, sustain us for the will of the Sabl

R Five: Cooes of e Nt




STeALTH RITus
In the interests of maintaining silence, some
extra precautions and invoke favorable omens. In the Srealth

Ritus, all participating vampires bite out each other's tongues
and spit them intoa fire. Though this causes no health levels
of damage, the immediate bleeding and healing consumes
one blood point. The priest or ductus usually bows out so he
can issue orders, but some packs have developed complex
hand signal systems so they may communicate silently while
on stealth-intensive activities.

Sun Dance
The Sun Dance tests Cainites’ e
During the

jurance and bravery

s, vampires writhe and gyrate in a hypnotic d

nce
around a symbolic inscription of a fiery sun from sunset tosunrise
without pause, until they collapse in exhausted heaps, coveredin

blood sweat. The ritus always takes place during a full moon, and

pack members usually dress for the occasion, wearing frightening

[

asks or red

xdy paint. Pack members prove their courage by

seeing who among them, ¢

er an exhausting night's dancing,

can remain in the open the longest. A Blood Feast sometimes

follows the Sun Dance (especially whenit is performed at heavily
attended sect functions), as the vampires must replenish their
spent energy constantly for the duration of the ritual

'Il=31k;nr-|'] AIN

Sabbat priests use these grueling ritac to test how strong
of spirit their packmates are. Different packs use the ritae in
different ways, some for those claiming leadership, others as
punishment. One such rest is the Indian Stick trial: The
pack suspends the subject from a timber forced through his

chest at dusk, and he remains immobilized until they release

him just before sunrise. (Truly brutal subjects tear their
badies from the pinion before sunrise, and may subject
themselves to other rests.) The Trial by Fire involves the

ritual singeing of various body parts by the pack priest. The

Gauntlet sces Sabbat Cainites line up in two rows while

individual vampires run between them, suffering punches,
kicks and

and Srorytellers are encouraged to create their own Tests of

bs from the vampires in line. Priest characters

Pain for use in their packs
THE ASp's BLESSING

Insome accounts, the Sabbat likens itself toa serpent, and

many packs practice ritae that involve snake-handling. This
ritus, however, fits with the more traditional and occult ritual of

thesect. The
pack, asksforC

riest raises a (usually poisonous) snake before the

ine’swatchful eye to preside over theassembled
ery member of
the pack, who must kiss it themselves. If the snake bites an

vampires, kisses the snake and holds it before e
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ine holds disfavor for
that vampire, and that he has caused the snake to bite her for
some past or secret transgression. Some Sabbat even bring
nansinto this i, in hopes that the snake will bite them and
symbolize C: s, the Children of Seth.

TruTH REVEALED
This rits ensures the honesty of

unfortunate vampire, it is believed that C

ne's disdain for morta

1 statement to be
like the swearing in of a w
loesn’t truly “compel” truth in ¢

I

ness at court —
al manner). If a
p nt's veracity, the victim
writes her statement on a piece of paper given her by her
accuser, in her own blood. The priest then burns the paper,
sometim

mechani
st doubts an individual's statem

. If the smoke burns black, the state-

ment is a ||c It whm itis truth. In truth, the power of the

belief in their packmate and his statement dete

ines

the outcome of the revelation, and this ritus

employed for truly grave matters.

SPECIAL SECT PRACTICES
Many lesser rituals other than t

e itag unite the Sabbat.
These practices resemble the trappings of secret societies, and
they are useful in identifying another individual as a sect
member. Even though younger Sabbat consider these prac-
tices antiquated and out of place in modern society, they still
nd them useful when they meet strange vampires. The
greatest problem among these formalities lies in their collo-
q
the same secret mannerisms:

lism — members of the Tombstonz are unlikely to share

the Kéenigen den Ungeheuer.

ny Sabbat contest their use, and more than
met a gruesome (and undeserved) end when
unable to provide the accepted regional or pack-specific
variation required of him.

Sabbat Oath of Loyalty

Sabbat vampires swear a special cre

fatsectmeetingsto
profess support of the sect, The oath includes identifying the
individual, naming his place in the sect and pledging alle-
giance to th bar.

Symbol of the Sabbat

The Sabbat has a special symbol any member may wear
to identify him as such. It may be in the form of a hody
watch, ring, pin, tattoo or a design on a piece of
The symbol is often worn ar times of Jvhad to s
abbar to recognize fel

piercing,

clothing. lHow

other
pack
bearing stylized adornments.

Test of Ve

low sect members. Unlike other
nkh

rets, this symbol l: an inverted

sect h:

established a series of questions for identification
purposes. The questioning occurs where no outside ears may
overhear, and it allows both Sabbat to know it is safe to
discuss sect marters. The test is alwa
Sabbat
after the individy

s given tostrangers who

hey are dsect business is never discussed until

Is have passed the Test of Verification.

Localized Signs and Tags

Many young packs (z dopted the
insignia habits of mortal street gangs. These packs have unique
hand signals and graffiti symbols used to identify their territory
and members. For example, the Young Gods may mark their turf
with purple crosses, while the Wulfpak identifics each other by
throwing a hand sign thar resembles a “W

Sect Color

In theory, the Sabt
wish to be identified ms

nd a few old ones) hav

at’s “color” is purple — members who
ra garment of purple hue
(usually hidden, as it's not always healthy to advertise). In
practice, this doesn't happen too much. M

merely we

ny sect elders
consider the brazen display vulgaror childish, whi
sectmembers believe it torelegate the sect to gang status, which
demeans the holy war they fight each night. The most strict
dherents to the purple-garment practice are often young
Sabbat who actually enjoy the identification with gang culture

e some young

. who carry on as if they're
v with some subtle but grandiose ruse.

ot self-indulgent, Victorian Sabb:
getting

NEew DERANGEMENTS
The Sabbat, prone as it is to fre
otherwise losir

acts of atrocity and

self ro lhc Beast, is no stranger to the
of the
mu-

debilitaring effects of derangements. Many membe

sect, particularly elders and savage fledgling

ve

lated impressive lists of psychic shortcomings — one can only

withstand the sight of so much heinousness before it takes its

toll on the mind. Hereafter, then, are several new derange-

ments particularly suited to members of the Sabbar. Of

course, any vampire may manifest signs of these mental
aberrations, but they are especially |
the Sword of

gnant in the context of

ne

Bear in mind rhat a derangement is far more than a
simple mechanical penalty toa character— the
left after a character’s strugy
become. Derangements should have a signif

arethescars

c with the monster he has

ant impact on

the character’s development and behavior, and are excellent

opportunities for intense roleplaying. Storyrellers may wish
to penalize players who neglect their derangements except
when the rules absolutely state they must take some action by

Derangements are rarely
of the character's emotional
igh in almost every action he rakes.

Astute players and Sto
ments tend to set the

withholding experience point:
and off" affairs; some de

n

erosion should come thro

ytellers will note that derange-

player up for further frenzies, batches
rangements. Such is the nature of the
Beast, and such is the inexorabl

andultimarel

, more

lide into dammation.

B¥RSERH

The berserk individual has tremendous difficulty con-
trolling hisfeelings of angerand frustration. When confronted
with stressful sin

ions, a berserk individual often loses
control, lashing out against his transgressors (or whomever
he perceives to be a transgressor) with blind rage.




infortunate vampire, it is believed that Caine holds disfavor for
that vampire, and that he has caused the snake to bite her for
some past or secret transgression. Some Sabbat even bring
humansintothisrius, in hopes that the snake will bite themand
symbolize Caine’s disdain for mortals, the Children of Seth.

Tr

HRBEVFALED
This ritus ensures the honesty of a statement to b

revealed (much like the swearing in of a witness at court —
hanical manner). Ifa
priest doubts an individual’s statement’s veracity, the
o

itdoesn't truly “compel” truth in a me:

ctim
tes her statement on a piece of paper given her by her
accuser, in her own blood. The priest then burns the paper,
sometimes in a censer. If the smoke burns blac!
a lie. If white
pack’s belief in their p:
the outcome of the

, the stat
s truth. In truth, the power of the

ment

ck
revelation, and this ritus 15 sel
employed for truly grave matters.

ate and his statement determines

dom

SPECIAL SECT PRACTICES

Many lesser rituals other than the ritae unite the Sabbat.
These practices
they

semble the trappings of secret societies, and
are useful in identifying another individual as a sect
member. Even though younger Sabbat consider these prac-
tices antiquated and out of place in modern society, they still
find them useful when they meet strange vampires. The
greatest problem among these formalities lies in their collo-
quialism — members of the Tombstonz are unlikely to share
the same secret mannerisms as the Kenigen den Ungeheue
For thisreason, many Sabl

nd more than
abbat has met a gruesome (and undeserved) end when

at contest their use

one S
unable to provide the accepted regional or pack-specific
variation required of him.

Sabbat Oath of Loyalty

Sabbat vampires swe

aspecial creed at sect meetings o
profess support of the sect. The oath includes identifying the
individual, naming his place in the sect and ple:
nce to the Sabbat

Symbol of the Sabbat

The Sabbar has a
to identify him as such. It may be in the form of a body
vatch, rin,

ng alle-

pecial symbol any member may wear

piercing, w pin, tattoo or a design on a piece of
clothing. The symbol is often worn at times of Jyhad to allow

other Sabbat to recognize fellow sect members. Unlike other
pack secrets, this symbol is universal: an inverted ankh
be

ng stylized adornments.
Test of Verification

To ensure one

s in the presence of another Sabbat, the

t has established a series of questions for idenrification
purposes. The questioning oceurs where no outside ears may
overhear, and it allows both Sabbat to know it is sa
discuss sect matters. The test isalways given to strangers who
say they are Sabbar, and sect business is never discussed until
after the individuals have passed the Test of Verification.

e to

161

Localized Signs and Tags
Many young packs (and a few old ones) have adopted the
insignia habits of mortal street gangs. These packs have unique
hand signals and graffiti symbols used to identify their territary
and members, Forexample, the Young Gods may mark their turf
with purple crosses, while the Wulfpak identif

s each other by

throwing a hand sign that resembles
Sect Color
In theory, the Sabbat's “color” is purple

wish to be identified n

ay merely wear a garment of purple hue
lly hidden, as it's not always healthy to advertise).
cric

(usu In
pr: , this doesn’t happen too much. Many sect elders
consider the brazen display vulgar or childi:
sectmembers believe it torelegate the sect to gang status, which
demeans the holy war they fight each night. The maost strict
adherents to the purple-garment practice are often young
Sabbat who actually enjoy the identification with gang culture
or self-indulgent, Victorian Sabbat, who ca
getting away with some subtle but grandiose ru

h, whilesome young

Ty on as if they're

New DERANGEMENTS

The Sabbat, prone as it is to frenzy, acts of atrocity and
otherwise losing itself to the
debilitaring effects of derangements

Beast, is no stranger to the

Many members of the

e fledglings, have accumu-
ed impressive lists of psychic shortcomings

ct, particularly elders and sav:

one canonly
withstand the sight of so much heinousness before it rakes its
toll on the mind. Hereafter, then, are several ¢

ments particularly suited to members of the

course, any vampire may manifest signs of these mental

aberrations, but they arc especially poignant in the context of
the Sword of Caine.

Bear in mind that rgement is far more than
simple mechanical penalty toa character — theyare the scars
lefe after a character's struggle with the n

become. Derangements should have a si

e

nster he has

cant impact on
ccellent
opportunities for intense roleplaying. Storytellers may wish
to penalize players who neglect their derang

the character's development and behavior, and are ¢

1ents except
when the rules absolutely state they must take some action by
withholding experience points. Derangements are rarely “on
and off

affairs; some degree of the character’s emotional

erasion should come through inalmost every action he takes

Astute players and Storytellers will note that de

nge-
ments tend to set the player up for further frenzies, botches
ure of the
st, and such is the inexorable slide into damnation,

and ultimately, more derangements. Such isthe

BERSERK

The berserk individual has tremendous difficulty con-
rrolling hi: and frustration. When confronted
with stressful situations, a berserk individual often loses
control,

eelings of anges

against his transgressors (or whomever
he perceives to be a transgressor) with blind rage.
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Berserk individuals are increasingly common
among the Sabbat; the bloodlust and violence of the
sect seems to breed this sort of madness. Additionally

a berserk manner often paves the way o other de-

rangements, as the uncontrollable vampire finds
himself ever more often in the thrall of the Beast

Cainites suffer a +2 difficulty to their

BLOOD SWEATS

In rare cases, a vampire may become so nervous
and agitated thar his stare of mind affects his bdy.
Much :
sweats, the vampire can become likewise ill at ease

composed of blood that worksits way to the Cai

2 mortal may exhibit :ss and cold

“sweat” in the case of vampires, however, is

skin. Many other vampires find this particularly
and makes the

look upon

rtable situa-

disturbing, as the sweat stains clothe

vampire in question a horrid sight

Obviously, this causes a few uncom

tions in which mortals are involved as well

A vampire with blood sweats excretes and

additional blood point worth of vitac over the

course of every night he rises from sl This

blood is almost always very obvious, though by

judiciously wiping his brow and changing clathes

he may bricfly appear “normal” |

e disy

beads of collected blood-sweat again

ally, the character should act wwitchy and

GrurToNy
Gluttonous vampires have difficulty taking

their sustenance in moderation. To the mind of

the ttonous Cainite, why stop when one is
merely sated? Why not drink in the heady virae
until one is full asa b d rick? This derange

particularly common amor

ment i

elder vampires,

d their vices fe long they lack

ndul

the ability to control their hunger
Vamy

1t of Willpower when they wish to stop feec

suffering from gluttony must spend a

1 vessel, unless they have reached their maxi

mum blood pool capacity. Also, agluttonous character

atically frenzies when confronred with rhe

smell or taste of blood when hungry (at 3

NYMPHOMANIA/SATYRIASIS

A notable few vampires have subconsciously
niedtheir

ndead state, and find themselves “sexually”

attracted to mortals, other vampires (and, in particu
larly severe cases, other paramours). Of course, as
vampires lack the ability to procreate due to their




unde
p

d status, any couplings they may achieve are inevitably
strating and fruitless.

Such limitations do not hinder the efforts of those who

suf

er from this derangement, however, and they pursue t
carnal act with every ounce of their being. By spending a
blood point (see Vampire: The Masquerade, page 138-139),
the vampire may “funct

n" and even bring a partner to

climax, provided they're not dead, too

mpires under the
influence of this derangement often sink into ever more
depraved activity, hoping to somehow stimulate the plea-
sures they have been denied. Indeed, outside of

ormal”
hetero- and homosexual affairs, these vampires may indulge
in bestiality, pedophilia, rape and all manner of other vile
acts.

A character afflicted with this derangement is alw

“on the prowl” and should attempt to consummate as m

.
relationships as he can, according to his orientation (which

ell ¢l
nent has no mechanical eff

il nge over the course of the chronicle). This

y W

deran, t is included

curious condition rather than a dice-governed s

tem

OVEFRCOMPENSATION
A fear of
colors theire

ailure gnaws

t some vampires, and this fe

action. Pethaps the character barely passed

¢
his Creation Rites, or perhaps he had a close encounter that
inal Death. Inde

arhorasecret lack of self-esteem that causes him to push

most left him with the d, the characrer

mself to ever-greater heights in order to find a sense of

worth. Whatever the case, the overcompensator always makes
sure what he undertakes succeeds specracularly.

A ch
never undertakes anything half-hearted}

acter with the overcompensation derangement
3 nothing is worth

doing for its own sake. Every time something of significance

arises, the player of the overcompensating Cainite must
spend a point of Willpower to make sure the action succeed
This need not happen on every roll, only matters of critical
nature require the Willpower expenditure. Storytellers and
players are advised to take the Nature of the overcompensat-
cter into account when applying this definition,

A Bravo may be forced to spend Willpower in a
ight, while the Chameleon may spend Willpower
nditure does not
apply to “generic” stressful situations, only those deemed
most vital to the character's person

ion rolls; the mandatory exg

Pronia

Sometimes, the Beast leaves the mark of its passage a
irrational, debilitating fear. Although most Sabbat vampires
loathe admitting it, some of them have acquired phobias that
relate somehow to their loss of control. Indeed, some Sabbat
have collecred s

eral of these terrors, symbols of their
lves. A phobia
may take any form, from a simple (and fairly mortal) fear of
spiders, to fear of a particular elder, to a fear of
to a erippling fear of other vampires

The player and Storyteller should work together to
determine which phobia best fits a certain ch
cumstances. Any time the character is confronted by the

struggle with and loss to their lesser, baser s

omaobiles,

acter's

object or person of his phobia, she must make Rtschreck roll
nt of Willpower before
making the roll) o flee the presence of whatever causes her

againstadifficulty of 6 (or spend a pe

neces

phobia. Of course, this is

sarily in response to fire, as
Ratschreck suggests, bur it serves to simulate the fear as well
If the character botches this roll or has no escape route, the
Storyteller may well increase the difficulry of subsequent rolls

regarding the given phobia to 8.
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who kalls the sn in ovder to
install the reigm af davkest nighe.
= Antonin Artaud

It’s & common misconception that the Sabbat is an Well sure they are — from any other perspective but
organization of "bad guys.” It's also a common fallacy thata  their 6wa. In a world where most vampires can go decades
Storyteller can't use the sect as the cenreal focus of a long- - without ever even seeing another Cainite of their own sect,
rerm chronicle. Why are these beliefs so strong and so this is whatthe violence and extremism of the Sabbar leads
pervasive! Why do they persist and gain momentum! They igniorant onloakers to observe
persist because many of Vampire: The Masquerade’s players Obviously, that's not all the sect is about. The Sabbat, to

believe that the Sabbat are the black-and-white villains of 7 jrsway of thinkis
the world. Period

. is superior tomortals, The vampiresof the
scitt don’thelieve these beings are worth notice or mention.

After all, aren't they alien, inhumane mansters from Vampires, they believe, shouldn't be bothered with the
Hell who walk the night; psychotics and murderers who view sociery of humans, viewing mankind contemptuously and
humankind as game picces to be used as playthings in their derisively, bar more often with disinterest and boredom
kinky and malicious sport? Come on, don't they use mortals Members of the sect make little pretense of holding onro the
as objects of detached, if amuse udy, to further twisted huskof their Humanity, because they don't believe that the
experiments into the dark and alien recesses of their vampire human state of being applies to them in the least. For the most
nature? Don't their actions prove that they relegate humans = part; Sabbat believe that humanity's narrow sense of morality
to the status of mere animals under a microscope, equating § - ~is Timiting and beneath their worry. While some vampires
withabovine herdmeant for theiruse —a herd that théy ean, wirhin the ranks of the Sabbat become involved in Satanism
without guiltor mercy, kill, feed from wantonly, rape; torrure; | and mdy Gther deviant practices — either as a joke or to

base and terrorize! Moreover, aren't they simplyinfemally - show thieir contempr for the narrow institutions of human
aligned diablerists who break the largest laws of vampire  * faith; that stand

society by drinking their elders dry? We know thar they are; Catholie Chiinth — the more ©
don'twe! Theyare vicious, brutal thugs; mindless killerswith they doséethe value in using depravity as a tool of war (and
no reason and no motivation for what they do or how they sometimes, amusement). They see themselves as monsters,
wct. Righe? not humans, and they fill that role dutifully
Criarren Soc: Chmonacses of Buoco &
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OnN CainiTe NATURE

Why go placidly play in the fields of the Lord with the |
sheep, when you dance with the Damned in the firelight of a _
Blood Feast; when all — kine and weak Cainites alike — &
tremble at your countenance, when those whom you fight fall §
before the magnificent vileness of your cunning? Save your |
weak concepts of good and evil, your Jesus and Mary, your
pitiable mewlings on vedemption and forgiveness. We are
defined by the catechism of Caine and Abel, and we choo:
freedom not servitude, yoic hopeless idiots. And, if you don't |
vealize that and come around to vealize the trué monstrousness |
of your natres, wouldn’t we just love to be there to see the
expressions on your rictus faces when you fall to Final Death |
because of that failure? But, by no means will you will take us
doun with you!

— Archbishop Fabrizia Contreraz, in a missive to the

Prince of Atlanta

Additionally, and perhaps more importantly, the sect
views vampires who try to hold onto the remains of their
human essence as weak fools hiding from their true natures.
For the most part, Sabbat believe that vampires who don’t
accept the fact tha
a cultivated illusion of mortality — are delusional. More
seriously, the Sabbat believes
place

t they're fiends — those who hide behind

these delusional dupes

e whole of vampiric existence in grave danger

tobe

So they are monsters, yes, but do they hav
Not at all
Sabbat aren’t simply psychotics wi

walk the World of
Darkness. Troupe members can play a Sabbat character as
welland enjoyably sther Vampire character. A Story-
teller can lead a Sabbat-focused chronicle with the same
Sabbat chronicles can be surprisingly satisfying, pc
1s the Storyteller challenges herself to
rethink the misconception that the sect is nothing more tha
amobof badly motivated, cardboard thugs. A deep, thought-
ful examination of the sect should bring her to the re

and resonant, as lon,

tion
that it needn’t be relegated tosuch a static, one-dimensional
role within her story. And she'll r e tf
use the Sabhat effectively, individually and as a group, the
sect offers gr ties to her players and her chronicle
for rich, exhilarating drama.

i at, if she learns to

pos:

This chapter examines various Storytelling techniques
Sabbat
It is written to teach the ways

intended to help Storytellers use the s the focus of a

chronic

g the unique
mics of the sect ro color

u

qualities, devices and internal dyna
and define a Sabba story.

THEETHICS OF THE SABBAT

Would any well- ted, mature troupe member find
mindless killerattractive? AsaStoryreller, have you
yers how they feel
characters ina Sabbarfocused chronicle! You probably have,

adit

about participating as

oryou wouldn't be interested in this book. But, even if you are
just thinking about telling a Sabbat story, do you believe that
some members of your troupe might be hesitant about partici-
pating in it, because they believe thar Sabbar characrers are
unpalatable? Have a few of them told you, wholcheartedly
and in a loud, disdainful voice, that Sabbar characters can
and should only be used as villains!

Well, maybe, because it’s a cor lice.

mon preje

If you want this endeavor to work — if you want to rell
Sahbat-focused story and tell it well — you'll have to change
their minds. You'll have to guide your play
understanding of the sect and help them to
own terms, o (if they can’t) to at least give i
skewing their characters to be Sabbat of a different color,
those who see the sect from inside it's ranks. Most impor-
tantly, you'll have to help them understand that Sabbat
characters can be motivated and v

rs through an

1 chance while

and ¢ your
able, too. After

ble
out them will be motivated and v
all, troupe members and Storytellers alike inv
ina shared vision of the World of Darknes:

chronicle

lot of time

ndifachronicle

is going to work well, it should be enjoyable for everyone
involved.
How do you do this? Simple. You help your troupe

understand the Sabbat, its teachings, its methods, its unique

acteristics and its motivations.

The sect is like any other group of like-minded individu-
codes of
. The sect and its members

ls. Its members have their own ethics, creeds,

behavior, joys, wants and hate
have flaws and weakne: entoutlook
than other groups of vampires do, and this outlook helps to
define their behavior.

light and dark
aspects. For the most part, stereatyping anyone as *hero” or
“villain" doesn't work in Vampire: The Masquerade (though
sometimes “antihero” fits), and most specifically, it doe
work for the Sabbat. The World of Darkness is a grand
drawing in shades of gray. Show your troupe those nuances by

Logically, all groups and individuals

presenting them with difficult story situations, tough choices

and scoundrels of ambiguous characrer.

You'll need toshow your troupe, through the plot dimen-

sions presented to them, that the Sabbat is different — brutal,

ous and yes, even deviant but that ir's not
arily worse than its antithesis, the Camarilla. All
vampires are inhuman by nature, sect notwithstanding. Most
do morally questionable things, by human standards. Most
vampires can have loyalties to th
own ideals, they can all have their own predispositions and

cruel, zea

nece

their own ways of acting on those predispe
be intractable in their beliefs. Unwavering f;
of any zealot, even if thar characteri
mental, even if it causes her to cor
nd horrifi

ons. They can
this the mark

proves to be derri-
uably

excusable by

it acts that are
Are these atrocities
standard human ethics? Of course not, but then, your players
are not playing humans; they're playing vampires,

atrocious

and the
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Sabbat believes that applying human mores to anything
vampiric is akin to giving the cows in a slaughterhouse
sledgehammers and hanging the butchers upside down. The
situations and story haoks you present to your troupe should
keep these Sabbat viewpoints at the forefront, but shouldn't
rest solely on them. It should show the players how the sect
and its ideologies work as a whole through the actions and
perceptions of its fanatically loyal and borderline-socio-

pathic members, its supporters, its detractors, its allies and its

encmies

This is the hardest task any Storyteller has to face when
she decides to run with the Sabbat. She may hear loudly and
often, “I don't want to play the bad guy! I want to fight the bad
guy! I want to believe that 'm affecting something positive
{Not

everyone in her troupe may say this, bur those who do may be

in this shit-hole of a world you've presented to me

adamant.) She may hear, “Sweet! | wanna play

n Assamite
antitribon the Path of Kill Every Fucking Person 1 Meer! | get
10 be the bad guy!” The Storyteller's answer to these state-
“ 1 guys?
Are there really any bad guys! What makes for a good guy in
the World of Darkness
collective mind about the roles of villains and heroes, alike.

ments should be more questions. “Well, whoare the b

She'll have to change her troupe’s

t, while
inhuman, callous and bestial, is not ill-motivated or totally

She can accomplish this goal by showing that the s

wrong in its suppositions, and that its outlook is perfectly
logical to its genesis and envivonment

Which is difficult, without a doubt, but no one ever
promised that Storytelling would be a joyride on the back of
a Malkavian anditribu’s panhead Harley.

I'ue Veracrry oF OuTL0OK
Many World of Darkness enthusiasts tend tobelieve that
the Sabbar is wrong and the Camarilla is right. Largely, this

view stems from the principle that the other vampires try to
hold onto their human ethics, and the Sabbat doesn’t. Let's
examine that

It's an axiom of Sabbar behavior and reaching that
Sabbat do not attempt to suborn the Beast. They embrace it
and liberate it. Sabbat philosophy holds thar any attempt to

hide a vampire’s monstrous nature is hypocritical and wrong
The Sabhat wholeheartedly believes that Caine was cursed

with vampirism, but that he was cursed for a purpose. Sect

dogma — a dogma fostered thr inite wisdom

artempts to teach individual Sabbat that ignoring the fact
that
Maybe ignoring this fact and reining in the Beast i

wpirism is a curse is a betrayal of vampiric nature
abetrayal

of the divine reasoning for which Caine was created in the

first place. Therefore, dodging the Curse and its characteris-

tic monstrousness is hed and the sect rarely hedges abour

anything

any scholars and
philosophers of the Sabbat — and they do exist —studied the

How did the sect arrive ar this belie

legends, mythology and lore of the first acknowledged vam-
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pire, Caine. The subsequent interpretations of Caine's leg

ends have been used to support the sect’s structure and it's

dictates for chavior of its membership. The most striking

feature of Caine's mythol

that supports the sect's outlook

shows him killing his brother Abel and being punished by
Gaod for it, then it underlines the fact that he didn't become

a vampire directly due to that act of murder. He became a

vampire because he vefused God's forgiveness (several times in
fact), and chose to answer only to himself, abiding away from

God and outside the pr

ction of Eden. Caine's catechism

reinforces the idea that hi

curse was a punishment for pride,

not murder. He chose freedom over servitude to God, and he

paid th

ultimate price for it

Sabbat vampires view this choice and its subsequent

curse asinescapablefact, asa truism that can’t be wished away

by pretending to be somethi at they are not — merely

human. Andthe ect, forthe most part, defendsits progenitor's

's

choice. The Sal

alousness in defending this choice

causes them to redefine the Curse of Caine by ch

rerizing

it as a glorious curse, one meted out for the affront of ¢

I the sect’s outlook evil? By human standards, pechaps

But by vampiric st

Jards? In comparison to what? The
ks, too, Evil

Camarilla ha d outl
faith

fined as the practice of putting the g

swithstanding — ¢

of the few bef
ne else. Storytellers, ask yourselves if the
1 of the

within its ranks, that is

 of eve

Sabbat puts the g vy — the many vampires

efore the good of the few by acting

as soldiers in a war against the eventual dominance of the

Ani

will one nighr rise from tc

diluvians, the vampires of the Third Generation who

and destroy all their childer in

arain of blood and fire? Nor urself if the Camar

ask
often cast as tragic heroes, with its princes and its edicts and
its blood bonds, does this? The Sabbar doesn't believe so. The

Sabt

pires,

believes that its rival sect betrays the whole

hecause they believe that the Camarilla hasbeen

knowing) tothe Ante:

intoservitude (knowing

cause. And servitude is something that Caine, their father
would never have allowed to happen to himself, So, isn'titan
ultimately n and ped he

Sabhat simply as the “e
the World of Darkness
the Sabbat puts the

n reality, couldn't it be argu

of the many before the

more often than the Camarilla does?

gain, what's evil and wh

Vampire: The Masquerade isn't
ethics into round or square holes like pegs. Definin,

xd and every shade of the median within her chronic

up to the individual Storyteller to decide. Still, the explora

tion of Caine's curse aj estions that surround

the ethical

it, provide an excellent resonant resource both for story

nd

ng raison d'éere. How can the Storyteller communicate

seeds and for backgron naterial, because they give the sect




this tenct to the troupe! She can use the catechism of the

Curse of Caine to help her Sa d why the

hat troupe understa

sect believes what it does. Then, she can make it's explora
tion avehicle for helping them to make sense of how the sect
behaves by integrating the choices the Curse creares into the
choices the plot presents them.

“Well, that was a mouthful, wasn't it?” you're probably

saying. “Okay, then smartass, let’s see it in action.” Consider

Pick a plot idea that's appropriate to the Sabbat;

skirmish with the Camarilla, and then pick an aspect of the

Curse, like "we are not human; we shouldn't try 1o be.”

our
Sabbat pack that's involved in the final
wnd is in direct conflict with the Camarilla

troupe is playing

aspect of a city si

entrenched therein. The Sabbar have chosen to lay siege
because the Camarilla, in irsstrict adherence toarigid Masquer-
ade and its belief that vampires should try ro hold onto their
Humanity, have been lax and inattentive about the threat of
mortal hunters in the city and haven't done much to my to
curtail their action. Mortal hunters, therefore, have become
much more successful in the city’s boundaries. The Camarilla
prince and her underlings have been too busy using the morrals
in their sway, mixing with them, playing with them, vainly
courting them even, to protect their own kind from these

hunters. Intruth, the prince’s inattentiveness has lefc her toally
The Subbat, in
Lits understanding of
the Cainite axiom that vampires are inhuman, have carefully

unprepared forany threat against her “Kindr

def

of vampiric existence and throug

e, which is successful because they've used
their inhumanity to fight brutally and well. Then, ar the
culmination of the siege, the

executed the

abbat victors are left with the
decision of having to choose if they will allow the city'sleftover

anarchs, those who weren't killed in the s to remain

unmolested, whether they'll drive them off or whether they'll
summarily kill them

Situation, axiom of Caine, application of the axiom
through plot, then difficult plot/character choice that con.
flicts with another axiom. It’s really not so difficult after all

Now, how does a Storyteller make the more inhuman

methods and outlooks of the Sabbat enticing to her troupe?
Afterall, most roleplayers aren’t social malcontents, Gamers, as

a whole, are well-adjusted people who hold down good jobs,

share in the community and wish to live positive lives. Doesn't

playing a monster fly in the face of that? Absolutely not. Not if
the monster has dramatic conflict, flaws and motivations. Not
if the monster adheres to its own code of ethics. Not if that
monster is presented asan “antihero."Not, for thatmarter, if the
story is presented well and in 2 mature manner.
Concept: THE SABBATIS RIGHT AND
THost OTHER VAMPIRES ARE W RONG.

The Storyteller can make her troupe believe (in the
contextof the

ame) that the sect has the absolure right idea

This doesn't even have to be true in her grand scheme or
concept, but it’s important that she makes the troupe believe
it's true! She can show her troupe that, by indulging the

Coearmer Sux: Chmomacts of BLoop
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Screw ArL THis CRAp
Sometimesit's hmtmnmulththn.mmdh-..sbmt.ﬁuy
Not every chronicle needs to be The Gadfather or
Crime and Punishment. Every now and then, it's more funto |
play Near Dark or Evil Dead or even — God helpus— Blade, |
So go ahead. Blow shit up. Set things on fire!Gun |
down mortals in the mall. Rampage up and down the |
streets of the city, Devil-music blasting out of the car’s |
speakers, swinging baseball bats at pedestrians. Do what |
You wanna do. It's your game. '
intended to show you the Sabbat can |
ing other than an adolescent power trip.
But sometimes it's fun to indulge in that kind of mayhem.
In the game, of course. If you decide to do any of this
kind of stuff for real, check into a hospital. You need |
help. You are nota vampire, and the rest of us don't need
boneheads like you making a bad name for us. i

aspect of Caine’s curse in all its monstrousness, their
cters fulfill a role,

d at times they may have no other
choice than to fulfill it monstrously, because every ather
possible choice is worse than the one before.

Example: Jackson rarely, if ever, had walked slowky before
‘meeting Jim. His movements were lightning-quick by narsre, and his
step was quicker. But Jim had never moved quickly, what with his
wisted leg — though Jackson never found aut how it got twisted or
why — but, he liked Jim, so he made the adjusement in his step with
ly marginal annoyance. Packmates watched each other's backs,
after all, and, more than that, Jim had never pissed him off.

The two vampires had been walking the streets, not really
looking for anything, and had tnemed doun a silent alley when,

enly, Jack fel vulnerable, and the slowness of their progress
felteven slower than before. The shadows on the bricks of the run-
doun vow of warchouses they'd passed became langer and more
alive. “Too alive, too slow, too vuinerable. We're too wlner-
able,” Jack thought, and then the shit all rained doun in slow
motion, like a chain saw smiling in a lightning flash. The shadows
became two distinet bas-relief shapes which detached themselves
from the walls, drapping to the pavement avound them with a tiny
thud and a flutter of cloth. Their faces were horvible, and as they
moved to surround them, close enough so that Juck could smell
them, he sucked in an odor like a dog left floating in a sewer drain

Before Jackson knew it, Jim was on the ground, buried by
writhing bodies. They ripped at his chest, his face, his throat with their
claws and fangs, and Jackson knew he couldn’t to take them both.

But then it stirred. The thing inside Jackson woke, it came
outof its cave hungry. Andhe loosed it. By the time its hunger was
sated, a leaf-dead husk lay an the pavement, its bany parchment
claws veaching 1o the sky. He stood in the midst of the other, and
nearly unrecognizable shreds of something soaked with vitae clung
to his hands and the comers of his mouth. He kicked what was left
of it aside with vicious contempt, and looked over to Jim, who
slowly climbed to his feet. Jackson watched as Jim moved pains-

akingly to him, and suddenly, he noticed, in the pool of blood
gatheved at his feet, the glint of a tiny golden ring. “"Prewty,”
Jackson said to himself, and he picked it up, slipping it onto his
smallest finger. He waited, patiently, for Jim to reach him, and
they walked out of the other end of the alley, as slowly as before.

Interesting, huh? Jackson, who is a monster, has used a
monstrous aspect of his vampiric nature to protect Jim.
Wasn't Jim weaker than his attackers? What other choice did
Jackson have, if any? Within the context of the example,
wasn't the attack against Jackson and Jim unmotivated
and perhaps Jackson did the right thing by using his
to help his packmate.

Plot proof “rightness” of Sabbat action and
teaching certainly shouldn’t stop at explaining the F
The reasons behind the sect's harre
threat and its actions ag;
The story hooks th:
and why/how they
Camarilla

ure

for the

of the Antediluvian
it this threat are great plot hooks.

ari

s practice of diablerie

se it as a weapon of war against the
ren't the € illa
vampires just tools used by the Antediluvians, to the Sabbat
way of thinking? Any plot device that constrains
vidual choice

achieves this end,

n indi-

remember, free

isa central catechism of
th possibilities for plor rwists, danger and

Caine — is rife

conflicts of choice. There are ma

y possibilities. I'sup to the
individual Storyteller to choose them, define them and
incorporate them into the action of her chronicle
Cone TANTIHEROES HAVE
Canonsann Forrow Them
Mostantihetoes follow a code of behavior. The F
Enlightenment provide

5

hs of

Sabbat characters with these codes,
as do the larger laws of the Code of Milan and the auctoritas
and ignoblis ritae. Still, not all Sabbat follow these rules
mindlessly. Some do, but others think them through. Thar's
what separates the leaders from the followers, the chi
Some question these codes and refine or redefine
merely go with the flow.

from

The chronicle best satisfies its players’ emotion ch-
ment to ethics — not their true ethi

need for a sen

, just their emorional

of ethical congn
Sabbat as being true to an ides group of them. It needs
toillustrate for the troupe that members of the sect are willing
to die and kill in defense of these ideals. Storyeeller:
show, within story action, how other points of v

— if it presents the
al or

need to

ct in
abbat,

counterpoint to the workings and reachings of the

and they should then guide the troupe members insecing the
greater evil in those who have chosen this other path.
Starytellers can create such dichotomy by having troupe
members encounter Camarilla rank-and-file who are chok-
ing under the yoke of constraint that this sect places on its
youngest childer, how these vampires die as front-line sol-
diers simply to keep a prince and his favorite pets in power.
She d
then contrast it with the freedom of choice and action that
the Sabbat offers. She can show how the characrers' contacts

can show how they are destroyed ata prince’s whim
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and allics

wtered by the ¢
tr
can illustrate the mindless serfd

b

rules vialations that seem ar

of the blood bond, -

woice and direction

cept of Camarilla vampires cling
hypocritical

wsurdity by showing

mans any better than the Sabbat does

Concepr: Berers MoTivaTe
WHAT ANTIHFROES DO

Within the structure of their belief system, S,
all unthinking thugs, \ n\'u s and sadlists. While there are th
um.mllu sec

s, many Sabbat truly

lieve that they are sz
have definire re

s for fe

wing
Within the
1l

they have

s the course .,\ existence thar
\uum. t

v and works we

of individuals, yer it

Consider that these

ommitted as th

ust or a peculiar €

g a body count d they don't «

S consequer dcome out ofsuc

Othet vampires could take

te and come after the
rince if it's Camarilla held — could call a
hunt against them. Mortal hunters could come upon the
results of the packmates’ actions and start hur

then
d punish them for break
ick up to direct

danger and sancti

favorably bl
t police and other partic
here are many possible reprisals.

home tothe troupe
micles’ interpreta
lead the tr
it the irulliis s
ind bullies
Even tl

tion of the ¢

t
of Sabhar wh

steful and no better than th

n
understandi

merely thug

sect’s ene

zrs of the Sabbat may
1 by the tenets of the

be disinterested and unmotiva
because they are tt

only

wise they're
Si

iated
ryteller’s presen

ige or shovelhead origins

tation of the chronicle

ethics will be the
shows that the sect,

st effective if she

es have ideals, and t

wavering from those ideals nH

sunishment
CoNCEPT: AcTions Have CONSEQUENCES,
CVvENFOR THE FArTHFUL

Takin nindless go unpunished”
erbone step further, it's an inescapable fact thar
have reactions. If the tre

“don't let t

upe chooses a course of a

a1es of Biooo

pposition for mere
and senseless ro them. She

w it basically robs the vampire under it of self-determined

She can even illustrare that the con
o their Humanity is a
g that they don't treat hu

abbat are not

way of thinking. They




Joes the Sabbat, wholly

bingers of dark destiny tha

rth as the final force in an antihero's

icle feels arbirrary and falls int

can be intractable in its beliefs, and it can be st

ea for her to try and make these ¢

bargains in defense of their

of the sect makes it difficult

Concepr: ANTIHEROES HAave FLaws

gic flaws that exists in the nat

5 ; wy, laziness, pride, obsession, |
mntiheroes have flaws that ulri ¥ I

1 the fact that they have embraced the

L ]



that concept provides the Storyteller with a natural il lustration
for helping the troupe comprehend the sect's rage and brurality
How does
Sabbatexiste
will be
consequences that result from the flaw. Take pride, for instance.
Epiphany knew that Ashton would be an easy double-cross
He was too pretty, too vain, too stupid, wo ignorant of anything
but his own impartance and his higher rank. He was so proud, in
fact, that when she staked his worthless carcass out on the cool,
silent earth— after she'd broken most of his bones by driving over
n her pickup; after she had cracked his skull open for the flies
after she'd removed his eyelids with a razor to ensure his active
welcome of the coming sun — he’d been honestly surprised that
only laghter answered his beseeching screams

n the Storyteller show this tragic aspect of
ce! Communicating emotional and structural flaws
n easy task for her — she simply shows the flaw and the

Communicating metaphysical concepts is a little harder,
me scene. The Storyreller juse
adds the metaphysical reference and it's subsequent resonance
The pack’s laughter grew fameer, less distinct as Ashton's
screams became whimpers, then became moans. Precious vitae
leaking from dead tear-ducts d doun through his hair poolingen
the ground avound his head. He could secitnow, the hings of pink and
prarple rismgover the hilltops — Epiphany had given him a harrifically
aractive v that hevalded his coming extinction, creeping
overhead in the colors of a beautiful shrowd that she'd sewn for him
out of meachery. His fractured skull buzzed with lies and mistakes,
and for an instant, through the pain, he thought he saw Caine in the
shroud. Caine, his father — no, was this death delirivm? And, who
was that with him? A-man, maybe a woman, but someone with
whom Caine was talking, and his father wore a peaceful counte-
nance. For an instant, it seemed as though Caine regarded him with
vast regret, tuming away, and the irony of his existence struck him
like @ blow from Epiphany's truck. “Hell awaits; why didn't anyone
tellme?” he thowght, as his laughter tumed to hysteria and the sun's
fiull intensity struck him. His fingertips started to curl and smoke

lustrated with the s

CoNCEPT: ANTIHEROFS OFTEN HAVE
Enemies oF FQUAL OR SURPASSING Evin

It's a dirty trick, but it works. There's always another
force out there in the World of Darkness that is even nastier,
more heartless and less merciful, which uses tactics much
more evil than any Sabbar pack can come up with.

A good embodiment of this concept is a vampire who
s to infernal influence and corruption. The attra
Storyrelling shrick of the infernal is that it really isn't just a
threar that captures the souls of the Sabbar's reneg

tive

e ele-
mentsalone. Any vampire can make a bargain with the Devil
and travel down the road of lies and temprations. Bur, any
plot trick of “they’re worse than we are” allows reluctant
troupe members who are bothered personally by the brutality
and callousness of the Sabbat a chance to enjoy the act
bbat chronicle and still feel that
aracters are fighting for something positive. It may be
it might be a gimmick, but it's a gimmick thar works
toallow a Storyteller to be sensitive to the feelings and wants

nd intrigue-heavy

ofallher troupe members, not just those who accepr the sect’s
brutality without being bothered by it.

Other good antagonists that fulfill this role can be drawn
from the ranksof the Setitesand the Giovanni. Further, those
clans that are only loyal to the Camarilla, like the mystical
Tremere and the “mainstream” versions of some of the more
menacing clans, like the cra
nd lerhal Nosferatu and ||n m_ul Ventrue, can
nilrukn\hupwm nts.
Masquerade isn't a game that can be slotted into“good gu
and “bad guy,” as previously observed, it is a game that c
explare darker and lighter shades of

ily prophetic Ma
secretive
offersound

Okay, but how do you communicare this construct in
story terms! You construct it through careful choice of
chronicle antagonists, and yor

communicate it by coloring
the actions of those antagonists in an interesting manner

This charac-
btle or broad picture —a snap-shot
hut it should always be thought-provoking
and show the troupe that it serves a purpose that is ber
ated than that of the antagonist. Let's take a look at this
at work, using the dual chronicle themes of the threat of

that's consistent with your chronicle’s theme

terization can be either s

ora Rembrandt

infernal corrup

on and the shifting sands of power:

Ohar scene is set in a city curvently held by the Camarilla. An
ambitious Tremere, ome who wanted to rule, but who didn'c want 1o
have todeal with the night-to-night administrative humdnom of doing
so, has allied with a few Malkavians and Nosferate. They have
effectively put a puppet-prince in charge. The Tremere isasubtle and
carefil gamesman, one who mucks with a demon and foolishly
believes thathe comtrols the fiend, not vice versa. The Malkavians and
Nosferatu mfluence the mortal crime element that abounds in the
city. The puppet-prince is a wanton psychotic who applies his oun
arbitrary vision of the Masquerade to the vampires who wse his city
as a haven, one who changes the nules arbitranly, either leaving his
subjects alome o7 slaughtermg them as the mood hits him. Recently,
a group of anarchs have tried eo shift the balance of power, only to be
wuncovered and exposed by the Tremere through mfernal means. The
prince has “dispos of the traitors via a means that is abhorrent to
the troupe. He's blood bownd them to him and is using the bond to
cause them o cither act as their oum tommentors or nat to vesist when
the prince ovders his mortal ghouls 1o “play” with the captives. What
alesson this will teach those vampires who try co oppose him! Through
exposing the anarchs, the Tremere has strengthened the infemal
entity's power in the vampiric world

The Staryteller's troupe
early phases of a ciry siege

niters this situation to act as spies in the
The intelligence the sect has gathered so far
the
presence of Tremere, the murdevously arbitrary natere of the prince,
and possibly, the tamt of infernalism. They now believe that the cicy
'y Tipe fi but a necessary target for it because of the
Tremere maniprlator, his nfernal helpmate and, most importandly,
the threat t continued vampivic existence the prince poses. The
Tremere takes actions that ave subtle, malicious and creacherous; the
Malkavians and Nosferara show a self-interested willingness to play

has browght some of the more salient dynamics of the situation —

Chuarren S Chmonaciss of BLooo
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in their actions to whateve

them. We mi

y take pleasure in

bucketful, rape and sex

treachery, insidio

they believe is

they do it with a

All these plot el

with them!? \
prey, like a cat tor

st, the Sabhat sees iself as

ctle

II manner of horrible

st their enemies. Next, they accept the fact th
monsters, and they don't hold back on proving




bu can gut a kine for
Determis Jepends la
teller's kne
W

raphic or o o

y on the

mbers involved in her

ronicle

area, we all believe we're

sive if we incorporate mature

nversely, that they're *

clusion. Going too far jeope
it into simple 5

ou, as a Storyteller, b

1is goad), or outri hoose t

1
to ask the |

angry if you

e themes into y

ur chronicle? If you he onl

2 y way
layers ak

g abour their limits and

cle to these paramete

It's entirely likely tt

t the troupe might wish to for
some of the more adult-oriented themes of the Sahbat and.
s like their intellecrual pursuits
vampires or their secta I machi

If that's what  troupe, she

I on other thi

nature

ns
hould run with tho:
ing i

ler should feel

aphic story content

rely characteristics of the Sabbat, a

Effective

acknowle mature subject matter
makes all the ch,

lusion can combine plotca

includes a mixrure of st
teristics of the sect. Thy
inah

ifically striking (or terribly subtle) manner that

the troupe member
unlife. Warcraft
T

story ¢

ste of all the ¢

wickedness, intrigue (both §

nal), intellectual explor

on and investigation are
o

1ts that the Storyteller colors with the unigue
s little)

troupe will enjoy

Sabbat perspective. She car

much (or

disturbing subtlery as she believes |

For example, Storytellerscan take the same plot

or its presentatio
implied R-rared menace or an adult-or
litele difficult to see anything that has

ing rared PG-13!)

“On your knees

ot
a claw trap chewir

.
though




yet, anyway, Troy thought. But fear comes with discovery, and
before the night’s revels ended, she would sob out its torment in
broken, hollow rears.

Troysmiledinto her face withaffected sweemess — afterall,
shouldn’t you calm the animal a bic before you brought about its
ranscendence? Troy then violated her mouth with a kiss that
tasted of wvitae and Caine, of deceit and hideous rebirth. She
struggled, but futilely. He ended the kiss when he knew the time
was vight, and she stared straight ahead as he pushed her to her
knees an the cold, earth in front of him. With a movement of his
hand and a vustle of clothing, he removed the obvious obstacles
impeding the progress of the woman's lesson in the acceptance of
brutality, drawing a pistol and placing the muzzle against her
temple. Placidly
and hold her he

come to her eyes.

he motioned for the circled pack to come closer

steady. He smiled when he saw the realization
‘Grace before dinmer is only polite, but then |
don’t necessarily expect manners from you, human.” Then he
proceeded with the lesson, smugly vindicated i the knowledge
that awell-placed directive of blood and flesh had strangled off the
beginnings of the woman's screams....

Okay, well that wasn't too graphic, was it? Now, let’s
show how we can take the same scene and the same action,
and slap the troupe in the face with the imagery.

On your knees, bitch.”

Troy grabbed a fistful of Hasden's copper-colored hair, and
twisted, watching with obviows fascination as the monal's face
contorted in shavp pam and sharper hatved. Jesus, how it squirms,
it's like a wolf chewing off its own foot because it's caught ina
trap, he thought, and he laughed out loud at the simile, shordy and
dismissively. Fucking animal — she was still insolent enough, sall
Ppresumptuous enough o meet his eves with hard contempt, so,
twisting even tighter, Troy puulled her bodily to him, jerking her face
around with a vicious tug, and positioned her mouth within a breath’s
proximity of his. Her eves grewwarier, but she wouddn't scream. Not
yet, anyway, Troy thoughe, but, oh, later it would. It would scream
wntil its lungs were hollow and its throat was raw and bleeding.

He smiled into her face sweetly — after all, showldn't you calm
the animal a bit before you slaughtered it and brought abowt its
transcendence? Then, with brutal efficiency, Troy violated her
monith with his own, pushing his tongwe down her throat unl she
gagged, tearing at her lips with his fangs in a forceful kiss that tasted
of vitae and Caine, of deceit and hideous rebirth. The stupid cow
struggled fuailely. Then, breaking off the kiss when he'd had enough
of it, Troy shoved her brutally to her knees on the cold, hard ground
in front of him. As she coughed in release and spat blood onto the
carth, Troy reached for the zipper of his jeans and drew his pistol,

notioning with it for those packmates watching in amusement to hold
her head steady. He smiled when he saw the realization come to her
eyes, and placed the pistol to her temple as he opened his fly all the way,
forcing blood into his lfeless member.

“What's the marter, haney, haven't you gone down on a
dead guy before? Maybe you should start saying the Lovd’s
prayer, now. My momma always made sure that we said Grace
before dinner." Troy enteved her mouth, smugly vindicated in the

knowledge that a well-placed divective of blood had allowed this
decades-old edifice of dead flesh to strangle off the beginnings of
the bitch's screaming. ..

So, you see, gentle or pummeling, the same idea can be
presented and delivered in two different ways, w

h two
different degrees of extremity, and still get the same disturb-

ing idea across to the troupe

The next step in using explicit cc
it best happen:
plot situations and Sabbat characteristics (devices) suggest
more of a Storytelling opportunity for any of the mature content
discussed. The observance of sect vitae works. Political maneu-

tent is deciding where
at situations/devices it best fits. Certain

and w

vers can be efficient coups with scads of bloodletting, or they
can be decades longs machinations that culminate in formal,
baroque duels to the death with all manner of perverted and
piquantly cancerous celebrations to herald them. War Parties
can be bloodbaths brought down against an elder and Wild
Hunts can be subely disturbing games of ¢
a traitor. Packs can, and do, fight others and amongst them-
selveswith impunityand gore. Again, Storytellers need tomake
them logical, and tailor them to the tastes of their troupe and
dictates of their story lines. Finally, w

and-mouse

nst

: these conventions
happen will naturally effect the intensity or overt nature of their
presentation. There are a few natural
namely the

ctors to include —

ing where the content oceurs and the situation
that results in its inclusion. If a Storyteller learns to ask herself
“when” and “where

s finding a logical and generic place to use
mature content appropriately is easy

Let's take “where” first. The ease of carrying out wicked
practices, from violence, to subtly malignant torture on
through perverted ritual, necessitates some kind of control

over the setting. This doesn’t mean they can't ever happen in
unusual settings, but they logically occur only in these places
under a sparse or deserted set of circumstances

Logical Settings: Abandoned, crumbling warchouses in

deserted industrial sections of the city. Old, forsaken grave-

yards. Desiccated farmhouses. Deserted stretches of highway.
Rotting viaducts and oven s. Isolated city parks. Sewers.
Sparse subway runnels and plarforms. Amusement parks/
s left to rot where they last played. Desecrated vacant

camiva

churches. Train yards. Specialty sex shops. Pornography
factories, Whorehouses. Nightclubs (especially those of ill
repute). Abandoned churches.

le. The main
po-

Tlogical Settings: Macy's One Day S
headquarters of the Los Angeles Police De,
rate boardrooms (due tosize, case of entrance and availability).
The White House. The Capitol Rotunda. St. Patrick’s Ca
thedral at Midnight Mass. A tent re

Settings So Illogic:

wrtment. Cy

al meeting.
They Have a Twisted Appeal:
Chuck E. Cheese. Walt Disney World. The Mall of America.
New York Public Library. Camegie-Mellon Museum. The
Rockefeller Center Skating Rink at Christmas. A
Adlantic City. Bronner's Christmas Store and B
Lay

Sino in

an Vil-

. A tent revival meeting.
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As an example of setting logic for mature themes, take
packs in general. Nomadic packs suggest a different group of
circumstances than their founded counterparts do. Neither
group necessarily participates in more or less of these vile
practices, but the
group ha
govern th

overt nature is different, because cach
different constraints and conditions that naturally
r bel

vior.

For instance, nomads don’t have a specific territory loyalty
to worry about and no real respect for territories they pass
through, but founded packs do have a vested interest in their
domains. Nomads can thumb their noses at the problems
associated with mortal detection more often than founded ciry
packs can because they don't stay in one place. They can geton
their motorcycles and drag the lifeless bodies behind them
down the highway for fun and easy clean-up. Founded packs are
simply sneakier about disguising their antics and depravity as

street crime, gang warfare, serial killings and Mafia-style mur-
. They
s in hasements of bumned-out tenement build-
I the recesses of kinky S&M
ons, for example. Detection is something a founde
about more often than a nomadic one, because
all, don’t cities have police, mortal military, SWAT teams
and reporters? And while both groups are less worried about
breaking the loose concept of the Masquerade that the Sabbar
employs, they doemploy the concepr ar times. So, ev

ing these human conditions ro hide their activity
d theira

warehous

T in tme
d
civil unrest, they pick their timing and the places where they
conduct their ceremonic: fully

But why? Why should the Sabbat care about the prying
eyesof mortals! Why should they try to hide their body count?
The Sabbat isn't necessarily afraid of a conflict wirh mortals
they could control, but they're not stupid enough to believe
that would always happen. They realize the military advan-
tage of cles
discovery is a ool o use against the Camarilla, not
themselve Seven). While breaking the Mas-
wde mighr be enjoyable, they won't let the body count
1 hunters to their own havens.

of all-out war, atactic they can sometimesdisguise asrioting

rituals and mayhem care

ng up their messes. Wanton disregard of mortal

(see Chapre:

qu

Simply put, as a Storyteller, think your settings for
marure content through. Does this mean, then, that there
should never be a Blood Feast in the Ed Sullivan Theater at
midnight? What, no Games of Instincr at the State Fair? Of
course not. Turning logic upside down, if its planned and
ered carefully, can be even m
l” sertings, becau

effective than the more
they have macabre, blac
ity and a straight horrific pote
governing a storyteller’s chol

k credibil-

tial. But the optimum word
of setting is careful. Define
ing is, thereby giving yourself a frame-
work for knowing what conventions can tossed on their asses,
then, let your troupes be as wild as they wanna be... and slap
them upside the he:

What
violent or perverted potential for story content? What are they

what a logic and se

1 with the consequences of their actions.

about the conventions of the Sabbat that hav

delve into mature
Lupine hunts, the
practice of Diablerie, crusades against Camarilla-held cities, as
well as nightly hunts for vitae and any Sabhat interaction with
“an enemy.” Color them with terror, mystery and kinky detach-

The conventions of the Sabbat t
content include War P:

al

, dangerou:

ment. Give your players a real sense of the horrific nature of the
sect by showing them the things that Sabbat do that make them
so widely reviled. Butcher kine with impunity. Find what scares
your players and punch those buttons often. For example, if Rob
is afraid of serial killers, but prefers subtle content, focus on the
nnoc ts of brutality and death that would make Rob
jump; make the horror personal to him. If Fred trembles at the
thought of losing control, place Fred's character in a role of
subservience to a hishop or ductus. Simply put, find out what
scares the hell out of them, what makes them edgy, then use it

OUs 3|

against them.

(Note that these techniques are useful for building

tension, horror and gut-level reaction. Vampire shouldn't
always be comfortable, but irs should never be a vehicle for a
maladjusted Storyteller to bully her players psychologically.)

Other methodsfor usingadult content within the Sabbar
chronicle come from many of the auctoritas and ignoblis ritae
Ritae such as the Blood Feastand the Vaulderie
. Monomacy and the Fi
Al ritae are best colored by the Storyteller with an almost
metaphys Make them violent. Make them
subtle or make them overt. Tease your players with ordinary
things that you make extraordinarily frightening. Think
about it: One of the most disturbing and outright terrifying
images in the movie Poltergeist wa
The director made it frightening by gradually changing its
ppearance, then hicting the audience between the eyes with

are steeped in

¢ Dance are tests of prowess,

al, erotic fr

an ordinary clown doll

its menac

The Storyteller has a real chance to shine by remember-

Sabbat and its

ing that ritae (as well as other aspects of the

actions), have the accompanying pomp and circumstance of

terrible beauty that is effective

ceremony to them, as well a

on an almost cinematic scale.

These Sabbat encounters are violent, some extremely so.
1s that all there is to the Sabbat? Is the sect merely a purveyor
of total slaughter and kinky torture ! No. They play all manner
of cruel and wicked games. The Storyteller can best show the
world the impact of the Sabbat if she d eater depth
and texture. Acknowledge the violence, show it, make your
nd take them beyond it. Violence
s sake quickly becomes boring and pedestrian.
The troupe becomes desensitized to it, pact
Brutality doesn't retain it's effectiveness as a storytelling de-
vice if it's not meted out thoughtfully and with internal
consistency to the chronicle

oes sowith

troupe members touch it,

for violenc

nd it loses its

a whole.

5, then, where does The Sabbat play when the
playing at warcraft and when they're not mowing down mortals
2 Theypla
and politics, vampire-style.

aren't

with the greatest of e statest
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THESABBAT [Porrticar MAcHINE

The politics of the Sabbat is a unique mix of ideological

styles. While it values freedom and individuality, the sect also
has to deal with the necessity of putting the good of the group
before the good of its individuals. (Or, at least appear to care
Come on. Do you really think a four-century-old Sabbar cares

about the lowly rank-and-file?) Sect leaders make a big deal

sense of unity in purpose and loyalty through

action for their soldiers. T wwers that be within the Sabbat

realize this fact and use it as a rallying cry against their enemies.

How does a Storyteller do the same? The Sabbat is a

perfect example of Social Darwinism in action. The firtest
survive, and natural selection of those best fit continues

withour any assistance from outside forces. The Sabbat ap

plies this ethic to its attitude on mortals and other vamp

1e to exist, will continue to

alike. Those best suited to

exist. Their leaders become leaders because of their hravery

combat prowess, strateg wckbiting, bribery, treachery,

ly, honor

igh the ranks with treacher

Sabbat claw their way up thrc
ous precision. They gut friends in the way and stroke powerful
s with a delicat

and terrible effectiveness. They prove

uselves in battle and disc , through actions that are

nstrous and subtle or si overt and brutal

npl

Think as a Sabbat for a moment. You're roughly equal to

your pack brothers, because you all serve the same function

and purpose — you serve Caine, seek freedom from subservi

ence to elders and strive to accept your own horrific

re

You share in a ritus that ensures your unswerving lc
th

your brothers, so you learn

alty to

sectand its goals, the Vaulderie. Youwant tc

play with their fears, exceed the

expectations those higher in station have of you, be in the

lace at the right time and step on everyone in your way

precision that it points the fir

someone else’s foot. Then, st

drive astake through your closest rival's heart

oline, set her on fire and walk away whistling a Nine Inch

Nails tune (or a Bach sonata, depending on your
K tastes).

The Sabh:

-lieves the Camarilla is a

nated oligarchy. With its rul-
| petry princes, all in service to

rupt and rotring Antediluvians, it

squelches freedomand individual choice among

“Kindred" like it bears the divine right of kings.
ing to the Sabbat, the Camarilla may make the prete

honoring the needs of its smallest member, but it d

sn't act

on them at all. Tts prin v no way bound to follow or

honor these ideas. Sabbat whisper, as they are piquan

2 kine and hanging them up as food, that the

ir young and hang them up.

rilla blithely courts and com-

ors persist that t

by offering up its young

dirs ¢ elieve that

sacrifices. Some Sabbat also

¥ Blooo




members of the Camarilla are in lea
certain Lupines and other unspeakable things.

The Sabbat's hierarchy ismodeled loosely
on Catholic Church rank — mockingly at
first, then, with surprising evolution toward

mirroring those ranks. The earliest seeds of
the Sabbat were sown during the mortal
Inquisition, and although the sect wasn't a
. the

“sect” until the middle of the 16th cent

Catholic Church was prominent and powerful
The Church had a strong ideology and a xeno.
phobic sense of purity. It burned heretics, and,

like the Camarilla, it artificially limited free-

dom. So the Sabbat, out of contempr, derision
ind mockery, named it's offices after the mor
tal institution that caused its birth

GAINING POLITICAL STATUS

Attai
within the

within the sect, and

asy. Backbite, spy, use
propagan toyourallies, deal harshly

with yc . deal harshly with your

allies, be loyal to yourself, feign loyalty

w sound reasoning and juc

enemies

in leadership, be an effective warriora
your back.

A Storyteller's stories should show the sect’s

political ruthlessness as well as its physica

layers’ charactersin

Strousne:

ye

where they believe they act for the g

sect and their leader, then change the condit

Insert aspy in theirmidst. Let them spread ru

and false infc tiononanenemy (because

soiseasy and even respected within the sect,)
spread false rumors and information about tf

Have them spy on their enemies, then catch t

ays to sh

and make the discovery hurt. Find

their loyalty to each other when it suits

m for it with a favor fr

purpose — and 1

their leaders, nake them realize (when they

least expect it) t vor given now must be repaid
later. Finally, all Sz
let them try. Remember, treachery is the nature «

at warch each orher's backs. So

game they play
How THESaRBAT
CHOOSES A LEADER
What reasons and supporting deeds help S

rise through the ranks?

pack level, individual Sabbat rise in pack

s include

On

stature through drect actions. A

wess, their cur

deeds, their bravery, their bartl
and their fidelity to Sabbar and pack ideals. T
» packs, but to indivi

concept applies not or

rem, including the rank-and-file Sabbat and

within




lower-levellieutenants. Inagame, rising within the pack should

sometimes be meted out after a particularly successtul raid, War

arty, et cetera. Doingsoisa really good chance toshowcase the
supe’s successes, and it works well if punctuated with obser-
vances of other unique Sabbat devices, like the ritae. Further,

this rise in Sabbat stature, if done forma

t

Iy, is a perfect serring
by which to introduce new antagonists and allies.

Among the sub-strata of the Sabbat, ranging from
footsoldier through ductus, Sabt

se of recognized
ds, as well as how well-known and respected they are.
More than individual pack rec

trise beca

tion (which arises out of

direct acrion), rising through the lower echelons of the
Sabbat includes factors that make their subordinates like
them, trust them and want to follow them. Remember,
Sabbar are devious and double-crossing, like any politician.
namely, how an individual Sabbat
schmoozes, uses bribery, propaganda and duels (though this last

Political maneuvering

) — dictares how far and how quickly an individual Sabbat

 tise. Add to this mix spying, blackmail, boasting of personal

hments (sometimes through another's lips), assassina-
tion and the intellectual ability to argue Sabbat theology and
principle through debate eanasty palitical picture

Rising hisway provides the same opportunity thata risc in

pack status does for the Storyteller, but iradds another element,

achance toattach their wagon toarising
star within Sabbat politics, or to become stars themselves, and

it gives the Storyteller all the potential plot thar such an
attachment would naturally provide. Artach them toa particu-
larly charismatic leader. (one who looks promising
beginning, and proves flawed
them figure our how to handle
ambitious enough to try to ri

the
ame), then ler

the middle
he situation. Let them be
Make
with

s deals, compromise (now, isn't

to this level themselv
them realize then, that power is a double-edged sword
power comes enemies, fallacic
that a kick in the ass?) and ambitious underlings waiting to
commit the same treachery against them.

Finally, rising through the higher levelsof Sabbat hierarchy,
from archbishop through cardinal, incorporates all of the previ-
ous tactics, but adds ro them a new element, either blaming the
treachery
leading

hat got you there on someone else, or convincing the

ns of the Sabbat that it was in the sect’s best interest
for you to do so. It’s a bit far-ferched for a Sabbat luminary o
only claim to fame v
achery. Seill, Storytellers can put their troupe’s chars

choose someone to fill these posts whos
[t

cters in
situations where they're not directly involved with the power-
players, but they are being manipulated by them. Pur them on the
spokes of the wheel, then tum it far enough to grind them.

Again, the Storyteller finds opportunity for plot in such
ahigh rise in status in some of the same w,

s she does with
the lower echelons, but much lessoften. Changes this high up
in the Sabbat, as a plot tactic, is best used as a backdrop for
nather story, unless you want your players' char:
part of the Sabbar's guiding body — which is best left to those
ndle it. If you decide to drop your troupe in at this

ays

rers to he

whocank

level directly, p
with intrigue and rreachery more base thanat any other level
Marurity dictates that the pl cters iy tos
a reasonable level within the structure of the Sabbs

tasan elders chronicle and cloud the plot

within

ADDING INDIVIDUATL SABBAT
10 1HE PoLrmcar M

The factions within Sabbar political culture don’t often

agree on the best course of action for the sect. They include
the Status Quo, the Moderates, the Ultra-Conservatives, the
Loyalist Mavement, the Black Hand and the Inquisition
(and, to some degree, the Panders). Each faction has its
unique vision for Sabb; fvancement, and its own ideas
abour atraining that advancement. Like two Malk:
antitribu comparing body counts, no two are quite the

The Starus Quo of the Sa
vidual Lasombra, Tzimisce and members of the Bl
These Sabbat a
vested interest in keeping things they way they are. These
Sabbar don't want to see s bbat
authoritarianism, and chey surely don't want to acquiesce in
ideology (and therefore power) to the Moderate Sabbat or
the Loyalists, The Status Quo typically wants to keep the
Lasombra in the forefront of the sect

n
same.

es indi-
k Hand.
 on top of the political heap, so they have a

bhar generally incly

noincrease in S

Place the Status Quo of your story in positions of leadership
and authority. Don't necessarily

ne its membership along
clan lines—remember, the current regent isa Toreador antitribu.
Use them

a focused voice on sect principles. Tell chronicles
about factional squabbles — squabbles punctuared with hidden
bodies. Show what happens when an individual Sabbat stands up
tothe Status Quo. Show that the Status Quo, because it upholds
Sabbat frecdom above all, may issue orders to subordinares, but
the orders are alw

s worded as

“requests.” Make clear how

faction membe

value the subtly manipularive technique of
playing on impropriety of refusal, rather than on taking d
reprisal. That way, the leaders can look clean and be dirty.

The Sabbat has Moderates, a category into which most of
the Sabbat tends to fall politically. The Moderate faction
atrracts the Gangrel, Malkavian, Toreador and Nosferatu
antitribuand the Serpents of the Light, bur it doesn't automati-
cally include them. It's a growing faction, one that sees the sect
becoming more st

ctured and wishes tokeep this from happen-
ing. The Moderates believe that crusades should be called only
when absolutely necessary, usually because crusades call for
following orders. The Mod
question their leaders if they disagree with them. The Status
Quo doesn't like this (and the Moder.
follow orders mostly to ren

Place the Moderates roughly in the middle. Give them
conflicting political stances. Push them to the left, push them
to the right, then shove them to the left again. Use them as
the voice of political reason. U

ates acquiesce to orders, but they

es know it), so they
1in in good standing

se them as fence-sitters, play
on their apathy, then when the troupe least expects it, have
them suddenly come down hardline and immovable.
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The Ultra-Conservatives inc Movement wants to stay true to the

clans, and they favor centralization of undead y

wrian rule. “Gehenna is coming, Sons and

" they say, “and if we're going
The time for total freedom

e the Methuse

it of falling be
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¢ a chance in the war with 11, the Sak

think that if they are go resentment for ¢

the Ante

structure

d th
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Id be
dient for the
through this cr

ting with

wants

the sect

the rest of the Sahbar ¢ Ultra-

Loyalists openly crit
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they force other Sa

ch creeps ever

s to remove the weak certain actions
alist antagonist that accuses

f True Sabbat

ss. Play them as the

-Conservatives never de v
toits conclusion. Their m The Panders technic up the final politica
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recognition. They follow orders that they don't find degrad-

wertly dangerous, and they take almost any mission to
or their own — prestige.

The Panders are the underdogs, and underdogs can be
the basis for a grear story. Have the troupe work with them,
get to know them, and then let the Panders use them for their
own ends. Underdogs are d

e their faction’s -

s, after all, and dogs bite

he Black Hand should be construed to be a political
faction within the Sa military arm that
atus Quo,
nd that agen
shadowy. The specific motivations of the subsecr are un-

bbat, as well as 2
te from their adherence to the S
{and has its own agend

protects it
the Black |

. is
known, so let it suffice ro say that irs up for playing the other
factions against each other for the best possible benefit,

F

roots out hereties, has a political agenda of its own

ally, the Inquisition, the subsect of the Sahbat that
Licping

the Sabbat clean of corruption from rhe denizens of Hell
Sabbat hicrarchy believes that it must root out infernal
influe
the G
Inquisition moves outside

ces, lest the Sabbat become slaves of Hell, much like
marillawe

Antediluvians. The

tothe

klingsares|

nong the other factions,
overriding them and keeping them in line if they cross too far
nd practice that leads away from this

precept. After all, servirude to the Devil is still servitude.

over into thought

cters of being infernalists (but do it
son! ). Plant evidence th.

Accuse the cha

with res condemns them. Let them

see, throug

h the eyes of others, the noose of suspicion tight-
ening around their necks. Let them see whar happens to
Sabbat convicted of infernal heresy. Make them rat on their
friends, point fingers at theirenemiesand doanything to keep

action with

the Inquisition away from their door. Cloud the
secrecy, mistruth, and subtly-implied menace, then show the

results in glorious Technicolor de

bbat work exrremely well
hey
nd they can provide a basis
for inter- and intra-pack rivalries, thereby cr

The political factions of the S

as vehicles for chronicle plot e backstory and

texture to the whole chronicle

ating dramatic
conflict. They add another dimension to a “rise through the

ranks” storyline because every Sabbat has a unique political
outlook, and that outlook will provide automatic antagonists
that wish 1o stop such a rise through the ranks. Mix them up
Iternarely vilifying
ainst their particular

— use several factions together at oncy

d accusing the pack of heresy

school of thought.

DTy DEALINGS— DOLITICAL
[PROPAGANDA AGAINST THE CAMARILLA
The Sabbat doesn’t believe whar the Camarilla thir
believes. The sects hate each other like poison, but the
equally ignorant of each other’s secrets. The Sabbar has
strong ideas of what it thinks of the Camarilla and how it
operates, but neither side really understands what the other
isallabout. Th
force out there, but the information about it might alw:

Sabbar knows that there is some antagonistic

shadowy. Sometimes, it's just plain wrong. If the Sabbat
knows so little about its archenemy, it has some inkling that
it's archenemy knows just as little about it. The sect b

ted interest in keeping it that way.

s a
ves

So how do the two main sects of the Vampire milieu
overmarc|

h each other when they're nor being openly com-
I They use props
each other's flaws.

bativi gandaand misinformation toshowcase

It’s a logical supposition that the elders of hoth sects are
behind the propaganda machine. On the Sabbat side, most
propaganda is spread among priests and the younger leaders
because they're the first into the fray when trouble comes
knocking. Also, scouts are indoctrinated to be the most
fanarical and zealous of all the sects members because they
must be kept free of the possible taint of conversion to the
50, the Sabbat
uses propaganda within its own ranks to maintain the status
quo in much the same way that the Camarilla uses it

Camarilla’s cause, lest the sect be exposed

To the outside world as a whole, the Sabbat may use
propaganda in wartime against the Camarilla by leaving clues
to its existence to the morral world. Whil

e the sect does
what's necessary to expose an enemy, however, exposur
double-edged sword. This specific break of the Camarilla's
M:

aril
and away from the Sabbat. When given a sterling
opportunity, one that won't expose her, the clever Sabbat

uerade is designed to lead morrals to the Can

drops knowledge of a Camarilla vampire's haven to mortal
hunters and others alike if she believes it mighe help bring
he Camarilla’s dest

on.

The most common story coming from both sects is that
they wish to wipe out all vampires who don’t adhere to their
way of thinking. The Sabbar is sure thar the Camarilla poses
such threats of destruction at Sabl
rchs as: “The Sabb:

all your blood so they can lower their gene

hands to its young and
re all alike. They want ro suck our
ation through
diablerie, They are nuts. They are insane. They're millen-
nium cultists. They're vampire cannibals! They set each
otheronfire and consume snakes! They will be your undoing!
Follow us.”

“Those Camarilla
bastards protect the Antediluvians, and we are at war with
them. Camarilla pussies are all weak, naive and stupid threats
mpiric existence. Through theirmisguided adherence to
that they must retain hu ry,
t to us. They must be stopped at all costs,
because if they aren't, you'll be the first to fall. They kill their
youngest through servitude, then sacrifice them to their
masters. They'll put you at the front of their battles, and they
won't fight alongside you. They care about those stinking
mortal pigs more than they do about you.”

The Sabbat’sanswer to that thetoric is

The propaganda machine provides the Storyteller with the
chance toallow the troupe to play with it. Let them spread their
own rumors, then let those rumors come back to haunt them.
Also, propaganda affords the Storyteller a way to incorporate
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heroun vision about what the opposition isdoing, thinking
plotting, and it can kick the chronicle into the direction in
which the S

oryteller wishes to see it move.

Rumors are powerful tools. They can make

s we normally wouldn't if they didn'r exist. Therefore
stands to reason thar they can be used well as a way of
disseminating information (be it true or untrue). Spread
ally the Sermons of Caine — that
call for ritualized discourse. Spread rumors through the words
of
sect’s hands. Never miss a chance to use an enemy pack
member as a rumor-mill.

them through ritae — espec

¢ about to meet Final Death at the

g1y captives who

A TRUE SABBAT SPEAKS
Childven of Caine, take heed. See you those kine
hanging by their ankles, ready for your supper? See you their
daughters and their wives thar you have raped and murdered
in service to your monstrousness? Your enemy would hang
you up in their stead.

Uniour OppORTUNITIES

No other denize

s of the World of Darkness give a
Storyreller quite the same opportunity for dressing up her
chronic!

with the reverence, the mystery of ritual, and the
ideological clarity that the Sabbat does. Within the storytelling
fabric of the Sabbat, the Storyteller has auctoritas and ignoblis
ritae, War Pa Jyhad ar her
disposal. All these devices provide wide and varied chances
for

rties, crusades and the Gre

ny Storyteller to center a chronicle around them, or ro
paint the backdrop of a chronicle with them

Rirae

I

confirmation? Have you w

ve you seen a wedding, a funera

baptism or a

rations or

essed austere inaug
installation ceremonies? They're formal, often m

jestic, and
they signify that something important is happening to the

participants, Have yo
didn’t you? W

been to festivals or a party? Had fu
fell, take all these mundane things, then put a
rwiston them that's part C:

atholic ritual, part hard-core porn/
vie (all of which is meant to honor the genesis of a
ster), and you'll have rthe Sabbat’s observance of the

horror me

because they
bbat and the

auctoritas and ignoblis ritae. The sect uses thy

honor the history, lore and beliefs of the
father of vampires, Caine. They are all rife with majesty,
[ do, torture, twisted sexual-
ity, reverence to Sabbat credo, terror and horrible loveliness.
Ritae, after all, are Sabbat sacraments. Sacraments have form
and liturgical paraphernalia designed with the specific ritual
in mind. Oh, and there's one other thing. ritae are very, very
frightening to the uninitiated observer. That's where the fun
part comes in — for the Sabbat, that is.

deur, solemnity, punk

You've read Chapter Five
and why they're used. But how should they work as part of a
chronicle?How should a Storyteller use them? She uses thy

.50 you know what the ritae 3

e

m

as either a reason for the chronicle installment or the back-
drop of the chronicle installment. She illustrates them using
story context and consistency, and she uses them to illustrate
story subtext. She expands on the list where it suits her, and
she glosses over said list when it doesn't. And she uses the
wity of the sect to give them
that special taste of diseased and mocking grandeur that
defines the

Huh!

Think about it. In a movie, a book or a play, a scene is
never about only what it presents. Good lov
effective scenes of violence are always about love, sex or
th and something else. The love, the sex and the death are
just illustrations of larger concepts within the text of the plot.

characteristic violence and depi

scenes and

For instance.

[Our Storyteller, Allisom, is speaking in the voice of Epiphany,
the recently consecvated Bishop of Fulton County. Lisa, a player
within the troupe, is playing Flatline, a newly mitiated Sabbat
recruit within the pack. Cl . is playing Elaine, a longer-
standing member of the same pack. James is playing K-Dog,
another new recruit. These characters have all been sired by one
of Epiphany’s favorite lieutenants, a wisted, urbane and strangely
lovely Tzimisce plotter.]

Allison: The pack has Laid wood on the ground in preparation
for the Fire Dance. It's dry and old, and as dead and decayed as
your attachment to the human catele. The gnarled, old branches
vemind you of Death; your death, the deaths of your family
members, all the deaths you've caused and have yet to bring, the
death of Summer and of the futility of innacence. Two of your
brothers, Jacob and Elijah, lay mave dead branches on top of the
pile with feverish conviction. One lome growth from the final
branch laid upon the pile still holds a withered leaf, and a closed,
dried bud of something destined never 1o open. Your pack brothers
finish their task, and, turning to Epiphany, say, “Your Reverence,
it is done. From death comes vebirth, the broken branches of
humanity, the shell of our former selves, of our weak mortal
vessels, lay at our feet. The shell must be conquered, veborn of
True Sabbat and in Fire." As the words leave their lips, Jacob
sprinkles the pile with gasoline, powred out of a stolen aspergillum
— the pitiable mortals' vessel of the Christ's sacred water — onto
the barren pile of wood. “For flame is the enemy of Caine and his
childer, five is fear, and fear must be vanquished. " Jacob sprinkles
the last of the gasoline, while Elijah lights a march. The pack is
delirious with anticiparion, with apprehension and with battle lust
as Jacobdrops the match and ignites the kindling. Suddenly, there's
music, lowel and thudding. The music pushes you, entices you. It
gets into your head, and you feel it pushing your toward the front
of the gathered circle. Fladine, Elaine and K-Dog, your sire,
Javdan, is sitting back on the hood of a bumed-out car, waiting for
the dance to begin, holding a burning cigarette and watc!
amusement the heady cadence of revebry and wickedness going on
around him. Placidly, he warches, and his gaze divects you to watch
as well, as two screaming, sobbing mortals are dragged toward che
trees in preparation for feasting. They are beaten and broken and
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fall on th

properly gamished
Oh, good, dinner’s here,” Jordan

€ cav

fore the butcher guts o
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you d
Chuc
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Allison: Well, you are a bit cl
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i
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? 1 hold my action d

ik his pretry fucki
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vampiric flesh, First, your clothing catches fire, then yaur hands
and hair. If you could breathe, you would choke on the stench.
Now you know what the fires of Hell feel like — just before you
black out. The pack laughs wproariously, and Jordan motions to
ome of the other Cainites to fish your sorry ass out of the flames.

Lisa: Now that I'm done with K-Dog, I can think about
Elaine!

Chuck: Oh, you think so, huh?

Lisa: [ don’t acknowledge Elaine overtly, bue | make it a
point to get closer to the blaze than she is

Chasck: That doesn't matter in the least to me. I'm concen-
trating on Jordan and Epiphany . The vecruit is an upstart, a baby,
and my Sire recognizes that. T move closer to the flames, letting the
heat warm me. If I happen to slam into Flatline in the dance, I'll
do it a liule havder than I should

Allison: The heat intensifies. You both feel its power
Epiphany jumps gracefully onto the scorched hood of the aban-
doned car. The pack has dragged it out of the woods and back to
the grounds of the deserted farm that the pack has consecrated for
the eshat. The flames rise, and Epiphany is silhouetted against the
light it casts; the illumination thrown by the flame shines across her
stark and lovely face

“Sabbat, true Children of Caine, the flames await you. Bom
into darkness, Caine knew the destruction in flame’s light. Un-
afraid, he raught it to dance with us, his childer. Wha will be the
first to follow Caine, our father, and dance with our ruin?”

Lisa: 1 push anyane inmy sway tobe first. Ianswer Epiphany,
“lLuall, Your Reverence.”

Chuck: I must be first. Bur, Jordan values leaming and
intellect, 100, not just bravery. He likes the poetry of Coleridge,
doesn't he?
on: Yes he does

Chuck: I thought so! Remembering this, I move quickly to
Jordan. When 1 reach him, I caress his cheek and stage whisper
sensually, “About, about, reel and rout, the death fives danced at
nighe...*

Lisa: Hey! She stole my idea! That pisses me off. So while
she's wasting time spouting doggerel, I jump over the flames. But
1do it with style — I find where there is an opening in the flames
and jump through it.

Lisavollsdice for her Fire Dance attemp. Flatline is successful

Allison: Epiphany notices that Flatlime was the first to act,
and she nods approvingly. Jordan shoulders Elaine aside and walks
over to Flatline, offering his wrist.

Lisa: | take his wrist and drink from him.

Allison: Fladine and Jordan begin to walk away twgether
How does Elaine veact?

Chuck: I run after them and try to interpose myself.

Allison: Jordan viciously strikes Elaine in the face with the
buttof his pistol. As she falls, he kicks her in the ribs with contempt
Flatline, you are tempted to join him as he laughs derisively.

Lisa: I don’t laugh. Elaine’s too pitiful to laugh at. 1 just fum
back 1o look at her in mock sympathy” and smile

Allisan: Youlook ar each other poisonously, your gaze as hot

as the roaring flames. The others join in the dance , and Elaine, you
are swept up in it befare you can rip your eyes away from
Flatline's

So, yousse

The Storyreller has used the device of ritae
to incorporate a larger story point, namely that
K-Dog and Elaine are Jordan's childer and that
bre

there's s ing rivalry between them. Also, she's shown

laine doesn’t particularly like or approve of Flatline
e of their built-in rivalry. In fact, |
believe that Flatline was worthy of the C;
the

ne doesn’t really
cation Rites in
st place, calling him an “upstart” and a “haby.” K
Dog's hasty actions bring about hisdownfall. The Storyteller
sets the scene with horrific imag
ballet. The Stor
she has let the heginnings of the situation play out to a
ural, if temporary, conclusion against the backdrop of
Fire Dance.

gery, coloring it like a kinky
vteller’s objective has been fulfilled, and

In the construction phase of the chronicle, ritae provide
very startling visual, descriptive imagery to kick off a story,

and they provide a natu
together. Further, when the ncorporated into the body of
the chronicle, they're very effective if the Storyreller finds a

son for the pack to come

good halance, or mix, of them, using them as reasons for the
plot action and backgrounds for it. Finally, at the cl
the story or installment, they are extremely effective for

nax of

punching up a dramatic ending. In all these instances, ritae
work best if they're described cinemarically, and if the
Storyteller's dialogue is formal.

Openyourstory with writhingsilhouettes playing against
the wall of 2 bumed-out farmhouse, punctuating the flames
of a Fire Dance. Rip into your trc
with the tortured screams of kine waiting to be slaughtered for
the Blood Feast. Make them taste the bload of the Va
heady vitae swa

pe members’ darkest fears

I deri

e,
lowed in streams of orgasmic ccstasy. End a

particularly frightening ordeal with an eerily quier obser-
vance of the Sermons of Caine. Use your imagination, fit it

it

to a ritus, then communic:

If, as Storyteller, you envision a chronicle in which the

acters arc all members of the same pack, make
to the auctoritas ritae (with visits frc

rival

s

and ducti who would not fail toreport a pack that seesnon

for the ritae, if necessary) and suggest that they should come

nt ideas for ignoblis ritae. Doing so gives them

input into the construction of the ritae and makes partic

tion more atrractive, because they'll feel it's theirs

Ritae can (and should) also be combined in many ways.
The possibilities are too numerous to try and combine them
all, 50 let’s just rake one example

Caitlyn walked toward Jacob and Elijah. They stood outside
the copse of trees, darting their eves from rock to path o tree and
back again, Caithyn approached them, her step purposeful. They
recognized her, and Elijah curled wp the comer of his lip in smug
“Hiya, Kate. Party's through there.”

greeting,
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UsinG RITAF

There are thirteen auctoritas ritae, and any number of ignoblis ritae. Here are some ideas for incorporating them into
the chronicle:

The Binding serves as an excellent introduction to the sect, as well as many of the chronicle’s key players. Have the
pack swear féalry to thesect, then have something odious befall the characters immediarely afterward (“Will you hunt
down this rogue werewolf for the good of the Sabbat??), for a dash of irony.

The Blood Bath, which recognizes a Sabbat as having rightful claims to some title, are useful in chronicles of politics
and intrigue. Thisvitual, like many others, is good for incroducing the pack priest, whethet he is  player's chafacter
or a Storyteller character. Make Blood Barhs solemn and erotic.

The Blood Feast can be used in conjunction with or around any other ritual. They may occur at any loose or formal
gathering of the pack. Make them bloody. Make them kinky. Think of an el dinner party, then give it a soundtrack
mnor and serve the kine up like rare delicacies.

Creation Rites are, of course, best used at the onset of the campaign, but they can be sprinkled in hereand there; as
a backdrop to esbats. Shovelheading (creating Sabbat insuch a violent, sanity- I:endl.ng wy) mnlely dlstud\mg Use
imagery suchas abandoned cemeteries with broken granite crosses and rusted g stony.

and screaming kine hoping to die quickly, yet knowing they will not. Throw in a stoie psychotic or twothat welcomes
the idea, for added flavor.

'I he Festivo dello Estinto (Festival of the Dead) is the Sabbat's answer to Mardi Gras. This festival is a grand
telling opportunity because every Sabbat in a given ciry rakes part in ft, and such a celebration providés an
anding backdrop for intrigue-based stories and combat-based stories alike. Inter-pack conflicts are likely to break
out. Higher-ups in the Sabbat are going to come into frenzied contact with footsoldiers, Because little effort is made
to hide from mortals — within the logical context previously discussed - mortals have a slim chance of becoming
aware of the Sabbat, as do hunters and surrounding Lupines. The possibilities for dramatic conflict are numerous. Use
the festival as a stage to play out nasty machinations between packs, priests and rivals old and new. Interweave the
tension with mundane mortal trappings avnight — nightclub crawls; parades, camivals, convenience stores and
chyards. Turn up the heat by turning up the tension.

outs

Fire Dancing makes for a good background, and it can be used as a landscape against which to run all sorts of stories,
Like the illustration given previously;it's a great opportunity with which to underscore tension. It bestillustrates major
plot points, but it's most effective in conjunction with other ritae and asan offshoot of the main plot. Graphically
illustrate the horror that happens in counterpoint to it — kine being prepared for f
enemies — and use it to show exactly how dangerous fire is to a vampire.

, and theyarc really effective if used as acatalyst for an “it went terribly wrong” pack/
ack scenario. They are good for illustrating inter-pack tivalries, and they provide kick-starts if the Storyteller
just wants to show one nightof physical actions Don't be afraid of black comedic touches. Often, these make horrific
action more grotesque. Color it with kinky fun, then throw in a truly rerrifying image, like a convenience store clerk’s
blood running through a Slurpee machine:

ing, fights between rivals and

Games of Instinct are cinemat|
mter

Monomacy is a ceremonial duel between two Sabbat combatants. These duels are mysterious, majestic and lethal
Duels, in-and of themselves, aren’t usually extended violent meraphors, but they are either quick and brutal, or slow
and teasing. A Storyteller will have her best success if she presents these duels as ritually as possible, stéeping them in
ition and mystery. Remembering that Monomacy is an auctonitas nitus, the Storyteller can bring about a much
er feel if she allows the convention ro stand on fts own metits and plays up the surrounding mystery and liturgy.
Throw your troupe’s combatant into a hastily accepted duel. Strain her endurance to the breaking point and heyond
it. Tell the story around the duel and why it came about. Be creative with your weaponry: knives, clubs, swords, bats
S & M whips, scythes, croziers, shovels, chainsaws and martial arts weapons. Set the fight in a unique location. Define
Monomacy with images of savage gallantry and menace.
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USsING RITAF contivuen...

Palla Grande, the Grand Ball, is a masquerade ball held on All Hallows' Eve. It has much the same story potenti

the Festivo dello Estinto, though it tends to be a more formal event. The ball provides the Storyteller with a chance to
outline the “subtext” of the Sabbat for her players, because the ritus includes formalized presentation of vampire legends
and history through plays and stories. Remember the play within the play in Hamlet? How about having your troupe’:
characters be the actors in the play, giving them the opporttinity to use this convention much as Hamlet does — to
disseminate information and to one-up rivals. Use images of majesty combined with in-your-face punk style. Think
elegance and perversion.

Sermons of Caine, the gatherings in which Sabbat come together to pass on and debate the legends and stories of Caine,
provide the same Storytelling opportunities as the other formal Sabbat gatherings, and their hest potential lies in
intrigue and “discovery of Cainiite fact” storylines. They provide wonderful circumstances for the Storyteller to drop
“here's a piece of the mystery” clues to the troupe. Use Sermons of Caine to whip your players into a frenzy or quierly
reveal background information

The Vaulderie, the ritual mingling/sharing of vitae that causes the Vinculum, should happen almost every time Sabbat
gt together as a group. This ritus reaffirms a pack’s members’ bonds to each other, and it shouild be éngaged in often
oryteller to put one over on the pack by using itasa vehicle of harm ro them: This
core practice; a sacrament that keeps Sabbat loyal to each other. Use it to spread blood plagues, strengthen
the pack's bond to each other oras a linchpin in any important event that calls for the Sabbat to act together asa group.
Show the players the chalice passed from Sabbat to Sabbat, from wrist to wrist, and employ the senses. Let them smell
the blood. Let them taste it. Describe in detail how the blood in the chalice transforms into a miraculous sac
Show how the Vinculum transform them, how it makes them feel and how it overtakes them.

It's also a sterling chance for the

device

War Parties, the ritual hunt of an elder, can function asa central plot device. It works well as an episodic story, and
it is a valuable plot catalyst in a crusade chronicle. This ritual hunting of an elder by the Sabbat, is a great opportunity
tomix violent, freakishly twisted and insidiously treacherous ehronicle content. This ritus is a central canon of Sabbat
belief, it's holy war against anunholy enemy — the clders who have betrayed their childer to the Methuselahs and the
Antediluvians — and the main characteristic of war is violence. So, if used in a Sabbat chronicle, War Party encounters
e most effective when presented as massacres. Still, the Storyteller can present the intrigue leading up to the final
confrontation of a War Party with terrible subtlety. This mix of styles satisfies the largest number of troupe members,
those who prefer intrigue and investigation as well as those who enjoy combat-oriented chronicles

The Wild Hunt, the Sabbat's ritual pursuit of a Sabbat traitor, is a strong opportunity for absolute chaos. When Sabbat,
as ultimate combarants, decry a traitor, they stop at nothing to put an end to them then and there. The targets of a Wild
Hunt are lone vampires who have berrayed the secr, their support system of friends and allies and/or anyone who
POSSEsses sec owledge of the Sabbat and its practices because of the initial betrayal. Chase the prey through deserted
streers and crowded ones. Make every stumble, every misstep, vibrate with tension.
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The eshat had alveady started. As she stepped through the
wangle of dead foliage, Caithm could hear the screaming of the
pack, the howling of the captives and the ceaseless drumming. She
passed alveady-butchered kine, but they were too cold and desic-
cated to be enticing. Then she saw Scout. He moved to intercept
her, clothed in a cassock and surplice staimed with blood. Ina voice
of gentle authority and menace, he said, “Daughter of Caine, what
is your purpose here?”

Caitlyn answered in the form of the liturgy, causing him to
smile indulgently at her Southern-style difficulty with the Latin.
Satisfied, Scout allowed her to pass. On through the night it went.
The tales of brothers and sisters who had performed deeds of honor
and glory, punctuated by dnombeats and screams. Scout stepped
forward, spreading his arms in praise of Caine, invoking him to
guide the pack in the coming assault against the city of Madison.

All bowed their heads in the benediction. It was Festa Luna,
one of the pack’s ignoblis ritae, and Scout showed its significance
to the pack through the ritual sacrifice of a white German Shep-
herd, an animal moved by the moon, yet loyal to the kine
h a Sabbat’s obser-
vance of the ritae, and they can vary asmuch as the individual
ritae. In our world, different geographical areas often have
their own unique festivals; in the World of Darkness, the
Sabbat mirrors this variety. Plus, festiv 3
ground for G
v

estivals are often ways to distingu

s are a great b
ames of Instinct and other ritac. In facr, they
areason for them. I6's really up to the individu
Sroryteller ro create festivals relevant to her chronic

ens

an
hs

I

they should some greater significance to the
Ily, festivals are great places for the Story-

teller to make up some of her own new ignoblis ritae.

whole story. Fina

THE INQUISITION

The Sabbat carries out its own Inquisition. Like the
Inquisition under which it was bomn, the Sabbat uses the
rechniques of torture and terror to root out heretics to Sabbat
le ically those beings who follow the Path

rlogy, most spec
f Evil Revelarions.

The Sabbat Inquisition provides the Storyteller with
the chance to present an eldritch, baroque chronicle, be-
the Inquisition is, always righe, it never falsely accuses
a Sabbat of being a hes ys carries th
tion out to a natural conclusion in foreboding style. The
Storyteller can use the Inqu
intrigue/discovery based plotline

on to best advantage in

nd he can punch up such
lusion. Further,
the auto da fé (the sentence passed on a heretic Sabbat which
brings about Final Death) is most effective when the Story-
teller makes it a backdrop or setting for the conclusion of a

red cor

chronicle installment.

Put the characters on trial. Bring out every questionable
and wicked act that they've ever committed. Twist
each to show how it “proves” that the characters are in
ses to support the
tension slowly; build proof upen proof

motiv

to a demon, then bring on witne

Shade the trial with outright lies and twisted half-truths.
Open the story with an awto da f¢
close it with one.

and then, just possibly,

ADESAND THE GREAT JYHAD
g,

present Storytelling opportunities that are
particularly dramaric. They give the Storyteller a chance to

play out a long-term chronicle, they allow her to let the

troupe

Ivance in status and recognition in the sect as a
whole, they are vehicles for the troupe to affect the whole
World of Darkness and they let the
setting and

oryteller change the
theme of the chronicle. Crusades also provide
sition device ng styl
trigue and vice versa), and they allow the troupe to see the
World of Darkness on a global scale, outside the confines of
the pack’s individual city or area.

great tr: for chan s (combat to in-

5 of Camarilla-held cities,
call for all manner of mature content and prese

Crusades, or the Sabbat sieg

tation.
Crusades are righteous, devilish endeavors, and they b

ppen
over an extended period of time, so use the opportunity
m

violent and subtle styles which will satisfy the largest
groups of players. Color crusades (their spying phase through
their culminating coup) with paranaia, intrig

e

, investiga-
tion, deceit and double-cross. Show the troupe what happens

to the vampires who get caught up in this — the deaths ¢
traitors who get caught spyingina €

instance

e
wrilla prince’scity, for
letthem participate inthe Final Deaths of traitors

to their own cause. Mix these deaths with rorturous obser-

vance of the auctoritas and ignoblis ritae of the sect. Paint the
mystery, danger and unholy majesty of the culmination of a
cil

e with broad strokes and the intrigue and inves

gation phases with insidious lies, treachery and even internal
contflict for individual troupe members
Play city crusades out over the long term. Taking ov

]
Camarilla city takes time. It can't be done (believably) in a

short number of game sessions; therefore, it's probably best for

a Storyteller to rell a crusade story as a sweeping epic th

incorporates many different themes and styles. It adds ro the
troupe’s enjoyment by to play
the same characters for alang period of time, to develup their
motivations and their place within the World of Darkness
Further, establishing the city as a Sabbat stronghold takes a
long time. It allows the players to participate in Sabba

iving the players the chanc

playe
nt in the birth and implementa-
tion of the ciry's new polirical structure.

politics by their involven

far on the Antediluvians is a much trickier plot pros-
pect. It's highly unlikely that the pack will be able to defeat
an ancient vampire. So, use thar, and encourage players to
participate in the intrigueand investigation that arises aroun:

the rumors of where Antediluvians and Methuselahs dw

torpor. Give them half-truths, secrets garbled from mouth to

mouth and mystery. Sprinkle the tension with terrible tales
of fallen Sabbat, mere piles of ash and bone, then let the

rroupe find remains that just possibly fit that profile
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OT1HER DEvICES: LupiNes AND DIABLERIE
Sabbat vampires sometimes try to hunt Lupines. Vam
pires are wary of werewolves with good reason; they know
lietle about them. The Sabbat sometimes hunt them, and
while many question the sanity of this practice, it happens.
Some Sabbat taunt new recruits, telling them that this is a
“rite of passage” among the pack. Other lore has sprung up
about powerful Sabbat who have made deals with twisted
Lupine terrors, “dancers” who ride a dark and infernal mist of
corruption and decay, and that these monsters welcome
contact. But investigation of these claims is rar
and g

and packfun
mes that involve Lupines are usually recounted by the
few Sabbat involved who actually come back. If your charac

ters are daring enough to try it, present the hunt with an air
of murderous dang t. Show
them the feral natures of the enemy they face with lonely,

and make the endeavor

elusive settings and ambushe ow them the ferocious
unity of these creatures and the ultimate singular superiority

of their combat skills. Use the supernatural nature of Lupines

in counterpoint to the twisted depravity of the Sabbat in

volvedasa scare-tactic. Afterall, shouldn'ta“monster” come

1o be afraid of another monster who could kick the

unliving shit out of it with faith and a cause? //“

Diableric is a device unique to the Sabbat hecause the

Camarilla so abhors it. Almast for that very reason, diablerie

(the draining of an elder vampire to advance in bloodline

neration and abilities) is a principle that the Sabbat em

ploys in its war with the Antediluvians. It has become an
accepted S;

bhat practice

As a Storytelling device, diablerie frec

ely comes into

play during War Parties and crusades. It could come into the

chronicle in inter-pack and intra-Sabbar machinari but
3

it must be used wisely by the Staryteller to be viable in this

way. The Storyreller c

actions of allies, ant

use diablerie to punctuate the

onists and neutrals of the troupe by
making it one of the methods thar’s used against them if

generation/powers warrant it

Diableric is a terrible tool of advancement, and it carries

rave price. [t is not simply the murder of one vampire by
vampire whodoes the killing

from the victim, includin,

another

stealseverything

his vampiric soul. This theft stains

the murderer with threads that weave the deed around her

aurainextricably. It changes her behaviorevenasita

vances
her power. Tempt the troupe with the power of it. Place

potential victims with enticing qualities in the troupe’s past

ind make the characters hate these enemies enat

to want




to commit the sin in spades. Show them hungry neonates,
planning to do the same thing to them.

These plot devices, unique to the Sabbar, offer more
than just chances toshoot things with your guns or bite things
with your fangs. They provide drama and conflict. They can
advance the Storyreller’s chronicle or alter it complerel
nd distinguish a Sabbat

such, they establish, advance

chronicle.

Packs
ks

e the Sabbat's er to the nucl
as such, they hulu They fight with cach other, they're loyal
to each other, they like, dislike, love and hare each other.
Sometimes the loyalties to each other get strained, and these
strained loyalties provide dram:

's answ

ic conflict.

he pack, the smallest unit of Sabbat organiz
us, and it always includes
numberof T
Sabbat has his own place in the pack structure, and members
don't always agree with each other. Sabbat have individual
allegiances o specific packmates, and different ideas on what
it means to be a True Sabl S s for the Storyt
use lhl\L‘ differences include inter- and intra-pack rivalries,

ation, is led

by

a priest a variable
ue Sabbat. Each member has different skills. Each

s and philosophical agreements and disagreements.
Pack int
like each other, some ¢

guely mirror normal life
Sabbar dislike ea
bound to each other by the Vinculum, the effect of the
Vinculum varies between individual Sabbat. Sometimes it's
stronger; sometimes less so. Those who don’t “play nice in the
sandbox” may try to one-up each other or backstab each other
n try to cause the other to lose face within the
pack). This tension provides the Storyteller with a chance to
play out some of the more interpersonal aspects of the Sabbat
pack. Such rivalries allow the troupe members togive voice to

their characters’ personalities by providing them with an
antagonist in the plot with which to butt heads.
Further, just like rival political factions,

packs of
each other. While
they all follow the same precepts, they don’t always see eye
toeye on the way toa
the fac

Sabbat often have problems relating to

chieve their larger goals, and each of
ons always wants to be right. Sabbat inter-pack
sprovide the b cessary element for Storyrelling

Sic i

— dramatic conflicr

Pack members and packs have allies, just as they have

rivals and enemies. This dynamic provides Starytellers with

acters to form and nurture al
chieve theirobjectives through these allegiances.
Iso provide unique dramatic conflict, because, as the

Sabbat

a chance to allow the ¢

proveh goes, “the enemy of my enemy is my friend
packs stay true to that proverb in spades.

D

FRING [DHILOSOPHIES
No two people view the same concept in exactly the
same manner. Neither do any two members of the S

which causes problems for them, as Sabbar are expected 1o
function with unity.

Sabbar ideology, while treasuring freedom, espouses
variousschools of thought just like mortal ideology does. The
Sabbar often argues amongst itself, even down to the least
important member, about what that ideology means. If that
friction is characterized in plot development, the Storyteller
nuse it to introduce doctrinal conflice (and the offshoot of
doctrinal conflict, armed opposition).

tions into the stew. She
agree and how enemies support each oth

Throw any of the political fa
how friends d

viewpoints now and then. Punctuate the dialogue with
finger-pointing and name-calling. Use imagery that under-
scores the differences in mundane things, then twist it to be
significant to the underlying me:
Jung’s theory of Synchronicity: An elder's timepiece moves
o slowly; a neonate's Rolex is t. Then make
things happen that dowi

of

se that imagery

THEME

Like all chronicles, Sabbar chronicles are guided by
themes — the overarching principles that the chronicle
illustrates — which give a framework for how alien and
the sect is. These themes can be simple or
they can be as easily recognized as the callous

terrifying

power games of a pack priest on the rise, or as subtle as

Inquisition informants in the troupe’s midst. Themes re-

assubtly:
nst the €

themselve: s the intrigue surrounding lengthy
“amarilla, or as overt as the hideous

acknowledgment of individual freedom played out in the

espionage ag

Games of Instinct. Within every chronicle, theme steersa
Storyteller’s choice for plot and the actions of supporting
cast within that plot

No chronicle can really survive, or be satisfying dramati-
cally, without a strong theme. If a theme isn't present from
the beginning of a chronicle, the action within the story will
just occur haphazardly witho all,
ignant dra

What themes work well for the Sabbat? Every story has
an endless list of possible themes, but the Sabbat does suggest
a few, because of its structure and way of thinking

really saving anything

which makes for s

Damnation

Vampires are ruthless cre
Damned? Is there any hope for their metaphysical souls? Can
they ever artain grace? Chron

tures, but are they truly

les use this existential ques-
tion as a central theme and showcase the possibility that
vampires are or are not inherently doomed to stand outside
conventional spirituality. Demonstrate the hopelessness of

the character ic state by showing them mortal faith.

Hlustrate how effective such faith really is. Present its be:

ity

and power through the actions of the people that wield it.

Force them through this glimps
can never touch, and m:

at the light they believe they
them want it.
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Existenc

mpirism 15 an unnatural means of existence, an,

contin

nce of vampiric existence is full of nightly dangers.
Further, the warlike nature of the Sabbat (with its crusades
and War Parties) poses a real challenge to Sabbat vampires.
They have martial skills, yes. They
do those attribure:

cunning, surely, but
always win out? Of course they don't, and
a theme on the difficulty of surviving as a Sabbat vampire

should be full of those dangers, just waiting for the characters
to relax before they strike. Hit your troupe with the dangers
of nightly survival. Pack enemies justasfierce, just as ruthless,
justas cunning as the pack members themselves lurk in every
comer. Show them the bodies or ashes of those Sabbar who
don’t make it through the night early and often. |

ake them

wl out into

o a mausoleum full of Sabbar still waiting to cra
the night after decades of hunger.

Freedom

Fr
ens tha

edom is a central precept to the Sabbat. Whar threat-

freedom, and what would happen should it he
curtailed? What kinds of conflict does the Sabbat meet
because of this belief? If a Storyteller choases freedom and the

threats to it as her theme, stories center around facing
challenges that serve to diminish it in favor of conformity.
Tell stories in which the characters wants to be free of the
constraints placed upon it from higher up within the sect, but

can't, because the higher-ups
rashly in some end

re too powerful. Let them a

wor, thinking they are acting for the
advancement of the sect by obser

ngsuch freedom, thenslap
them down for it. Change the conditions midstream, so thar,
instead of freedom, they serv

I conformity.

Individualism and the Struggle for Self

Every Sabbat isan individual who personally strugglesto

identify her own boundaries and chaices. Sometimes, these
boundaries are antithetical to the group to which she belongs.
Any group moves nat

ally toward conformity, no marrer
how much it claims to value individualism. Finding her own
place within the sect cause

aSabbat vampire to grapple with

what is expected of her as a member of a whole. Stories that
revolve around this theme pur rhe characters in opposition
with their own natures, wants, loves, dreams and ambitions
for the good of the Sabbat. Tell a story in which your troupe’s
characters are forced to uphold an idea thar they don't

necessarily support, like changing a pack ritus, or a city siege
thar they believe isn't particularly necessary or well-planned.
Then, show them the fruits of their labors when the endeavor
Is or succeeds.

Infernal Corruption
The S:
giance to the infernal, large

bbat stands against interference from and alle-

y because this interference and
allegiance constrains freedom. Chronicles use this central

n
face o face with the possibility of that corruption. By allow-
ing the characters to be tempred by corruption, and by then

theme by involving the characters in story lines that put the

e failure thar it brings abc
al corruption and the fight against it becomes a con

lerting them see the ulti
infer
pelling chronicle focus. Place your characters in situations
where the infernal comes creeping in. Tease and torment
them with promises and lies and dreams of the impossible
fulfilled easily. Let them ba
own promises by showing how deceirful the entities they

n, then tangle themupin their

bargain with really are. Conversely, give them good reasons
ro stand against infernal corruption, such as the threat of the
Inqui

tion, and stories and rumors of the auto-da-fé
Intrigue
Unlife in the Sabbat and in its dealings with its enemies,
is full of potential intrigue. It's full of paranoi

and danger.
Sabbat politics twist and tumn like a web woven by thousands

their own
ambitions. Worse, they all have fangs poised at your neck.
Players in the political game will smile in an opponent’s face

of drunken spiders, and all have the spiders hav

ke destined for his heart. The theme

while sharpening the stz
of intrigue puts the characters right in the center of all these

machinations and brings the innate distrust, f

-ar and suspi-
cion of such an endeavor into sharp foc

Mercy
Sabbat ideology believes that it’s weak to show mercy.
Do any of the Sabbat ever stand against this ide:
survive withinrhe sectif theydo be
but necessary to be

!Can they

ve thatitsnotonly right

nerciful ar times? Show how the Sabbat is

ide how inhumane irs

inhumane, and let your troupe de
characters will be. Counterpoint this decision with the ac-
tions of an individual Sabbar who is merciful to a mor

victim, putting it out of its misery quickly, so another can’t
torture it further. Let the players sce the consequences of this
action, and let them decide if they want to be merciful, too.
Give them good reasons to be merciful — victims thar were
their friends in life, struggling against their ropes as they are
hoisted into the trees, and then put the knife of their friend's

intended destruction in their hands.

Power

Power is a corrupting force. Sabbat vampires, being
powerful creatures, are always at risk from the remptations
thatarise out of a wish ro be in control of something. Cainites
are corrupred through their adherence to ideas that are no

longer relevant to their existence — for instance, failing to

ze that they are no longer human — or conversely, by

using this fact to further their own gain ar all costs, without

my thought to how their actions affect the whole of the

bbat. Sabbat vampires play politics, an activity fraught
with compromise and shaky alliances. How does the Cainite
traverse the halls of Sabbat power without having some of its

inherent raint rub off on her?

Storytellers can play all sorts of power games. Stand the
characters as allics of a political up-and-comer. Make her a
formidable upstart, one who has risen through deeds and
Monomacy. Put the Status Quo

tion soundly in her way;
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THeDeviL, YouSay?

Dowe really need tosay thisagain? Youare nota vampire.
The Devil isnatyour unholy master. Youarea player. Perhaps
your game involves some infernal presence in the conrext of
the story, but when that's done, leave it at the table.

make other factions think she is useful to their causes
it ¢

ake
vident that her problems are the characters' problems.
Then, make it evident that she is using the pack for her own

ends; that she cares about it and its ideas as much asshe cares
about kine.

Moon

Mood denotes atmasphere. A Storyteller needs to pick a
mood, or series of them, that underscores her theme. Doing so
allows the players to employ as many of their five senses as

possible, and goes a long way toward aiding the Storyteller in

he troupe's understanding of her theme, and it makes
the chronicle much more resonant by presenting it viscerally

fosteri

Marching the atmosphere to the action is important.
For instance, a meeting of Sabbat spies who have infiltrared
a Camarilla city for the purposes of sie;
paranoid. An eshat throbs with an ov
mysrery, excitement

rwhelming feeling of
and anticipation. Games of Instinct
are playfully macabre, and the emotions derived from the
mood should bring this dark fun to the foreground. Maod
should be relevant to the plot, and it should showcase what
is happening,

Remember those short ideas, and you've got mood down cold.
But what sort of moods are appropriate to a Sabbat
chronicle? Here’s a sampling:

ar

Fear is what the Sabbat is about. Use it to motivate the
troupe by playing on their character’s fears, then contrast it

with the fear they evoke in their prey. Fear of the infernal, fear

of reprisal for mistakes, fear of Gehenna — all of these
concepts are good mood motivators,

Lust

Erotic hunger for vitae, lust for power, perverse cravings
for excitement are also good motivators, because they are so
deeply tied to how abominable Sabbat Cainites truly are.

Paranoia

Running with the Sabba is rife with danger. Enemies

lurk everywhere, and many situations are fraught with ten
sion. Remember this tension and display it in your chr
by showing the knife in the hands of an enemy or friend
(lirerally or figuratively) that's poised for the small of your
players’ characters’ backs.

icle

Anger
Sabbat vampires have an edge of anger because of how
they were created. Wouldn't you be pissed if someone tor-

tured you, drained you of your blood, then buried you, all on
the slim chance that youmight claw your way out of the g
Black Comedy
The Storyteller can use comedic subtext to drive home
the violence and deprs

ave!

vity of what her players' characters do,
and their actions became doubly horri
Give some of the na
touches

¢ because of the joke.

stier dee

Is of the Sabhat black comedic
witty comments made during rorture of kine,
victims killed in ironic ways (remember the clerk and her
mishap with Slurpee machine, mentioned earlier?) and other
odd and quirky imagery.

WrappiNG It Up

Sa now it's done. The planning is over, the kine are
drained and the Sabbat slumber in their havens, smug in the
knowledge that they'll get up tomorrow night and do it all
again. Likewise, we're done discussing how a Storyreller can
use the sect to scare her troupe out of their collective minds
So have, fun, sleep well, and remember: Where the
concerned, sleeping well is sleeping lightly.
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Will you walk into my p
Mary Howitt, “The Spid

fly

st walked on in
herfiecker

Kim Wylic, pack priest

Through a combination of intimidation eactics, murder
ind some limited intluence, the Sabbat extends a brural hold
over its conquéred feritories. Your
oms in bloody fashior
of the Ci

ercise their
“Kindred"
te

free unknown among t
the elders of the sect rely
more than they use «
humans, Obviously, lacking the d
vampires b

powers

sort of influence among

aced on

ary strictures |
y more domiineering rulers, cities of the Sabbat are

exciting places... if you're a vampire

For the Storyteller constnicting a Sabbat-held ciry, the
Sablia's SEITEREE SSNE .. mortals s paramount
After all, the reeming hordes
aware of the

f humans must be kept un-

mpires living in their midst (even if those
vampires believe themselves the true and ri
humanity), and with young and rebellious Sal
pastimes such as“Massberg Madness” and car-chasing (with
Celerity and Potence), the Sabbat is forced toadopt some sort
of policy regarding moreal influence. In theory, the Sabhat
disdains mortals as little more than

wful r

food and fodder, but in
practice, the elders and the Sabbat's revenant families exert
control over those areas that

crucial to the sect’s securiry

nd pre

ty. Similarly, the appalling lack of human moral

ity among Sabbat lends to disturt rends in the mortal

Charen S

socieries they manipulate. Without consideration for their
herds, the vampires he Sabbar often’allow execrable
nditions thar would never be tolerated in cities of the
or incities bereft of yampiric influence (if such
places exist). Ind 4 are hellish, even when
one fails to realize that vampires lurk bebind the scenes.
Relationships

Camarilla

bat and Camarillaalso color
- The Sabbat seesitselfas an

the development of a Sabba
army at war; as such, its cities are assets, military striking
points and zones of control. While the decadent vampires of
the Camarilla may be content ro use their mortal lackeys ro

gather money, art and blood, the Sabbatalways keeps in eve
dinternal security and external expansion. As a result
of this policy, the Sabbat keeps multip |8 iy Bayens {for
nse aswellas the hosting of nomadic pack s) and often has
an “open border

policy allowing vampires to enter the city

easily— something many Camarilla princiseschew, but that

bat feels comfortable with given their use of recogni-

the

nd other différences should be
iliar with condirior
cities dominated by sects other than the Sabhar. Indee

tion signs and ritae. These

readily notice:

to anyone

iated by its adherence to some

Sabbat city car

sften be eval

re common policies.




As with any chronicle, presenting a Sabbar ciry is a
matterof preparation. However, the presentation differsfrom
that of Camarilla or independent cities. The Storyteller
needs to be careful to set up the proper mood and locations.
After all, once rhe players start asking about communal
and ritual cemeteries, the Storyteller needs
formation at hand. Following the guidelines
apter is a good way to set up interesting, complete
and believable cities.

haven location:

the requisite

in this ¢!

(This chapter is intended for Storyteller use only.)

ON SEMANTICS

A word often associated with vampire influence in
city is control, which bears some investigation. Vam-
es are rarely feudal lords in the modern nights,
commanding peasants from their gilded thrones (though
some Tzimisce . Modern et
piresexertsubtle
aspects of mortal culture — they are unchangmg pruh'
tors who follow societal trends, not make them.

pi

.

Indeed, it is unlikely that any vampire, no matrer
how powerful, could truly control a modem city. Her
enemies would besiege her and bring her down within a
matter of nights, were she to be so obvious. Rather,
vampires occlude their presence under numerous layers
of secrecy and misdirection.

This technique may seem strange for the Sabbat, as
raucous and blatant as it is. For all the sect’s faults, however,
its leadersare not stupid. Ifthey rampaged through the streets
every night, blowing heads off bank tellers and crushing
political institutions, they wouldn't have lasted long enough
to achieve the success they have. In fact, once past the ritae
and open depravity, little distinguishes the Sabbat from
vampires of other sects at all. As in the mortal world — how
different is an average person's life in Canada than it is in the
United States when matters come down to brass tacks? —
ideology almaostalways takesa hack sear to the basic requisites
of life. .. orunlife. Vampires all suffer the Curse of Caine first
and foremost; all other matters are secondary at best.

SABBAT CITIES

Suspended in various stages of perpetual confederated
anarchy, the cities of the Sabbat teem with the elements that
the sect sees as useful and valuable. While the Camarilla
avoids open shaping of human society, the Sabbat has no
compunctions about directly — albeit judiciously — encour-
aging the elements that case its means of existence. As such,
Sabbat-controlled ¢

ies often evidence high incidences of
violent crime, drug trade, population uwrﬂou and corrup-
tion. Feedingamongsqualid

bbat turn
barrens and slums into their own personal (and pack) domin-

money from the underworld, members of the

ions. The upper echelons of human society become the
affluent and subtle among the Sabbar,
glutting the jaded and esoteric
influential members.

Each Sabbat city is an exercise in harely controlled chaos
(though some are more controlled than others). Nominally
overseen by an archbishop or council of bishops, the city's
Sabbat strive against one another for power and prestige with

grounds for the most

astes of the sect’s more

ferocious abandon, held in check only by the bonds of the
Vaulderie. Authof
ducti, whoad

ty trickles down to lesser leaders and
ce the causes of the sect (and themselves) in
their own individualistic fashions. Instead of loyalty along

s, the Sabbat thus works in mixed groups; the
separation of packs, and the fact that the Vaulderie is shared
only rarely between rival pack
are quite likely to engage in internecine warfare.
combined with the

strict clan lin

means that Sabbat vampires
When
nent (which advocates
personal freedom and disobedience) and the fract
young, modern and deranged Sabbat, this means rthat out-
breaks of vampiric violence (against
vampires) are fairly prevalent. Only
power of the Vaulderie keep Sabbat vampires working to-
gether — which shows in the fact that Sabbat cities are more
likely to have slip-ups wherein humans learn of the existence
of vampires and are brutally dispached (or otherwise dealt
with) before they can become problen
arre streets of New York concerns a rash of “Va

Loyalist mov

her mortals or other
mimon cause and the

alefrom the

mpires Are
Real!" news stories from a sensationalist writer who was
found three days after his last story saw print, drunk, dazed
and high on the steps of the ? aring
only greasepaint and a clapboard sign that read, “Yes, we're

real. Stay out of the E

MORTAL INFIL UENCE

Disdaining mortal influence causes the Sabbat multiple
problems in its sw:

over cities. The Sabbat refuses to

¢ of its members treat
humans as anything more than ambulatory meals. This is a
dangerous oversight on the part of the sect, for it means th
mortal agencies can be used easily against the

The worst problem with the Sabbat’s lack of influence, of
course, is the possibility of mass exposure to mortals through the
bbat
influ-

recognize mortals as a threat, and fe

at
abbat

actions of rash, frenzied, insane or just hyperactive S

Unless the vamphee iy question bu subtle snd pervasive
ence in the media—and few

nbraced Sabhar do— the

sect relies on terrorism and blunt uses of Disciplines to address
problem mortals. This course of action backfires, of course, if a
particularly talented mortal escapes and manages to acquire
competentaid (say, from the Inquisition). The Sabbat counters
this potential liability by fostering high crime rates in its cities,
so that the accasional odd murder or disappearan

e goes unno-
ticed, but this tactic creates problems of its own. Savvy Sabbat
leades
media

recognize the usefulness of the media, but in general, the

remains unexploited by the Sabbat.
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The Sabbat’s lack of financial investment in mortal society the Serpents of the Light, the Lasombra and the Ventrue

the sect as a whole has little sway industry mtitribu tend to engay ities than

reransporation. Al their compatriots, whick idence of

nountof cash simply by waylayi

g mortals that the Sa order to ¢

sort vampires is not lost

activity ame

e large quantiti up its own tracks. Addiric

over businesses and in ampires,

who see mortal business as a waste of ti After all, running a wsly devoted to smuy

business requires paperwork, a found itself cor o transport unlivi

eoffoodorentertainment terrain that w dangerous for a v

that interest in mortal industry and pc 1 ran an
| the early 19805, but

indicate that this venture is now defunct

cs isnecessary in order

velop stagir inds for attack a

1 to support the herds

for vampires d

necessary for vampites. A look at the sad economic stare

y Sabbar cities shows that mortals often flee oppressive

of s cities SABBAT NUMBERS

the efforts of Because of their casual policies toward feed,

witions, and the Sabbat has had the majori

ed into burned-out economic wrecks througk

industries. Some Sabbat dency to create new vampires in wartime, Sabbat ¢

rol of mortal financial and

port m than most other citie

e Cainites pe

but many youry bat shout that the — rypics P to twice the usual num

Sabbat city may

leaders are acting just like the Camarilla vampires te per 50,000 thot

(

e-rates in Sabbat-controlled cities border on the ap-  overpopulation is misleading, as exces

mpires meet Fin

palling, Without recourse tomediaor police control, the Sabbat ~ Death in combat or simply leave with nomadic packs. Com

stimulates crime ta cover its activities. After all, a few more  bined with the lack of an enforced Masc

missing pec on't be noticed undreds die ordisappear overpopulation means that t members are m

every year. Additionally, the es of the Sabb d  bediscovered asvampires, al theiruse of

underworld raffic a good way tc money, drugs and guns, rectify the situarion means that they are nc kely tc

ll of which are useful in awar, be i wtadversaries  completely exposed (and, indeed, the elders among the Sabbar

in the sect or versus enem imans in the dark — for now)

es. In particular, z¢ the need to keep
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ConNTEesTED CITIES

Perpetual warfare occupies the nighrs of the Sabbat

Whether overthrow he

ve grip of the Camari s in enemy

nst the cannibalistic Ancients, huntir clplines s mpires allows for a great deal of

gals like wizards  flexibili nage ag

matic pre
llective Black Hand:

s cities while ex

re . bt .
thosts, the Sabl Vicissitude with the loya he Vinculum mea

hly effectiv

is capable of activ

reach s contest against one ar et in ritual ¢

5, while arcl and other lumi- ; s alimos ne

wne their ski

naries of the sect plan long-term stratagems o fight the war o rmatien

against the Antediluy 1 the location

rom the , the Antediluvians lurk s of the ciry. F

ily Dominared

behind the actions of ne and everything outside the

sect b

sect. Itislittle wonder, then, that

any This, in turn, mean

das warriors, T

is either with generally

owotherstos in pairs, with specific missior

bjectives. (“Discover the

i return.”) Assassil

use the

about n striking distance of city’s vampires t ther. Even when pres:

the eff

e the o unwilling to compromise her cover

by killing an adversary

ortunity, a
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Often, the Sabbat strikes directly at Elysium, demoralizing the
vampires of the city by attacking on their neutral ground with
overwhelming force. (Look at the cover of this book, for
example. It's the same location as the Guide to the Camarilla,
after the Sabbat has chased away those poncey bastards.)

RECRUITMENT

Due o the heavy losses involved in taking a city, the
bbat often needs t recruit new “talent” in order to complere
its crusades. Once the attack begins, anarchs or independents
aresometimes offered positions in the sect (though experienced
Sabbat keep careful eyes on them). Such converts are often
givendifficult jobs and assignments tokill their own allies, both
as a test of loyalty and as a means to get rid of rroublesome
adversaries. Those who fail are summarily execured.

Because the Sabbat cannot count on the conversion of
ing vampi
mostcommon tactic for recruitingen masse. A pack may initiate
a score of individuals in one fell swoop, throwing the whelps
against the enemies in a frenzied horde. Survivors among the
converts are rounded up, then added to new groups and once
again directed at the enemy. Obviously, this makes for high
mortality rates among new (and not yet True) Sabbar, as might
be expected of groups of untrained and berserk vampires thrown
nst Tremere chantries and princely domains. Still, some do

exit s to swell its ranks, multiple-Embraces are the

Wl in recognition of their survival {and for weakening
the Creation Rites, to
Sabbat after they have proven themselves or
years of existence.

CRUSHING RESISTANCE

Even in cities that have fallen to the Sword of Caine,
partisan resistance remains a problem. While most Camarilla
vampires flee to safer territory when a city falls to a crusade,
some stubbornly refuse to leave their homes, and they con-
tinue to harry the Sabbat. The Gangrel and the Nosferaru are
the most ubiquitou:

nong these pests, but a properly pre-
paredand entrenched vampire of any clan can be roublesome.

Given the use of expendable troops in combat, the Sabbat’s
s for dealing with such interlopers are obvious. Typically,
ifests, rthe Sabbar uses a few rank
" the enemy, by presenting an casy target.

once partisan activity
e

neonate
Once the:
packs strike on the now-revealed enemy. Simple. Unless.....
Crafty vampires avoid striking the Sabbat directly. After
Il the jor strength lies in its frontal combar capabil-
nd its willingness to use raw numbers. A hiding enemy
avoid all contact, picking and choosing his own targets.
h an opponent can't be drawn out. For these situations,
the Sabbat must rely on Assamite antitribuand City Gangrel:
The urban hunters take over, attempting to track the oppo-
nent down. Likely places are watched (old havens, possible
resources, exit and entry points for the city) and double
agents are called inta play. Heavily Dominated converts are

sect's i

used to attempt toestablish contact with the resistance under
the prerense of assistance — and, of course, the Sabbat
springs the trap once a meeting is arranged.

THE AGONY OF DEFEAT

Of course, the Sabbar does not always win its crusades.
The loss of a few small cities to the Camarilla amply demon-
strates some of the weaknesses of the Sabbat’s war effort, and
the Camarilla is increasingly forced ro fight the Sabbat on
home turf — hidden wars of influence, instead of street-to-
street combat.

The lack of front-line fighting ability in the Camarilla,
and the unwillingness to meet the enemy head-on for fear of
destroying the Masquerade, means that the Camarilla f
circumspectly. However, the Sabbat has little expe:
with or patience for such conflicts, and continually tries to
drag the battle back to its area of experti
Brujah and Gangrel antitvibu are dispatched in numbers, to
tear the enemy to bloody tatters; Assamite antitvibu hunt
down individuals while members of the other clans counter
the Camarilla’s advantages (Ventrue antitribu countering the
Camarilla's use of Dominate and Pr Salubri ancitribu
and Harbingers of Skulls using their occult knowledge to
neutralize the Tremer

— raw combat

e

, and so on).

In order to fight against the Sabbat and win, the Cam
must play to its own strengths, which means avoiding direct
combat with the Sabbat’s vampires while nullifying them
through influence. Police force
deal with the “gang threat.” Auxiliary havens are activ
primary havens are ahandoned to slow the Sabbar ad
Nosferatuand Malkavianspies funnel informationabout
whereabouts, and Brujah strike and fade, leaving confused and
injured Sabhat to be rounded up by mortal lack
Most importantly, the Tremere use their decisive advantage of
Thaumaturgy to counter many of the Sabbat's unique Disci-
plinesand togather information or even strike at Sabbat leaders
from adistance. Once the architects of the It are isolated,
they are picked off individually, leaving diso 1 groups of
recently created Sabbat with little instruction or experience to
be dealt with expediently.

The C
influence

and mobi

e beefed up

and ghouls

marilla also has an advantage in thar it

n geographically large sections of teritory
several powerful vampires make their havens. Once a city is
under siege from the Sabbar, the Camarilla calls in assistance
from the justicar and archons. Many of the Sabbat’s shock
troops are fledglings. A dozen hungry Sabbar may be able 1o pull
down a single elder, but against an organized coterie of experi-
enced and well-equipped archons, complete with powerful
Disciplinesand the benefits of age and generation, the Sabbat's
young Licks tend to fall like paper tigers without reasonable
tact| en wher hons cannot be counted on for assis-
tance, neighboringcitieslend aid indirectly. Sabbar traveling to
i y find themselves waylaid en route by the

of a neighboring city's Camarilla prince, exerting influence
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over the highways and transportarion of the area. Bishops

leading the attack on the front lines suddenly find themselves

flanked as their own home cities are besicged by Camarilla
forces from other locations. Blood be

nd, Dominated or En-
trancedagentsarrive andstirups

srtal unrest, causingdifficulty

among the Sabbat’s own herds.

Deep Cover

Whengathering information aboutenemypg

aps, the Sabbat

makes great use of intelligence operations. After all, with the

Vaulderie backing up loyalty and the sect's use of multiple

specialized Disciplines, infiltration work is almost second nature.
Given such circumstances, it's no surprise that the Sabbat has
agents in many, many Camarilla cities throughout the world

rally madle by
the Sabbat itself and may not be wholly objective), Undercover
work isdangerous andur

arguably all of them (though such claims are ger

amorous, butasuccessful Sabba it

gains a great deal of prestige in the sect for cunning and daring

M ANCHURIANS
With extensive use of the Dominate Discipline, it's pos
sible to rebuild someone’s memory and personality,

ven to the
point where the individual isnot aware of her own true loyalties
The Sabbat makes use of this tactic to send in agents who are
honestly unaware of their Sabbat ties. Nicknamed *Manchuri-
ans” (after the film The Manchurian Candidate ), these agents are

provided wirh a false set of memories and a few subconscious
commands (post-hypnotic suggestions to make regular reports,

usually), ensuring that they cannot give away their allegiances

Sabhat Manchurians are often drawn from among the
ranks of young, newly Embr

d members haping for quick

fame. Mostoften, the subjects are Dominated by older Lasombra

in the sect, who are meticulous in rebuilding the target's
personality and memory. Some of these
possess enough mastery of the Discipline to ensure that others

programmers” even

have a difficult time penetrating the layers of false memory
ical work. Once the
programmer has completely rebuilt the persona of the Manchu-
rian, the a

when attempting to undo the psychole

gent is taken toa likely spot, instilled with a memory

of traveling to the area or escaping from attackers, and relcased

to find her way into Camarilla territory, there to be accepted
into society (hopefully). Subconsc: for

ious phone calls,

e the target

Jus trigges

to report through dead-letter drops or surref

prompely forgetting the event thereafter

In a few rare cases, the Sabbat has made use of captured

irilla vampires, altering their memories slightly and im-

planting commands to demand information and reports. These
hapless Manchurians often have no id

f the fate to which
they have been resigned until they are caught and ¢
th

ccuted by

r own sect. This tactic is risky, though, since the victim's
allies (if any) may be ferocious in their retribution
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wee. Adding to the difficulty, the spy must learn all

e victim's Disciplines, in order

to fully duplicate the

wers and limitations ¢

The use of powerful Disc ficissitude often

panies impersonation. H

h proficiency in telepathic

through Auspex, is essenti

ealing the personality

vell as in deve complete template of the victim's

behavior, The Dominate Discipline, used as with a Manchurian

ensures that the spy has no ¢ ion about who he really is (by

think about ar im ).
the

the recent disappear

making er himself as the vic

ils the victim's a

In some cases, Thaumatury

lood magic's accessibiliny

ance of the Trem tactic difficult; now, the

wgents must often rely on extreme proficiency with Obfuscate

SOUrL-SWAppPING

cent tactic among the Sabbat involves the

ofa( irilla vampire or anarch and the interven

nexperienced Hark Skulls. Using the powers
me Path), the Harbinger

1 that of a loyal Sabbat

of Necromancy (specificall

s the soul of the v

em to mask his aura, the
Again, the agent

nes and mannerisms,

nt bec s almost undetect

of the victim's D

but the body is obviously pe py need only worry

lbout the possibility of mental derection

DEEp COVER AGENTS AND THE VAUL DERIE
work behir
bat, and the power of the

Deep cover agents must { enemy lines with

out much contace with t

weakens over time. With-

wculum sometimes inexplicak
he enforcement of the Vauld

i¢, some Sabbat may find

ethods.

nt can partake of the

ble because it

er, doing

followed and his activities

are noticed, the entire point of the exercise is ruined. Instead of

up with a pack, therefore, a few agents are taught the
I

Vaulderie, and they have mi shippedto them so theycan

maintain the Vinculum themselves. risk here is the possibility

that the 1al, weakening his own

he sect,

loyalty

the proper ritus

Thesecond sol

mtole lems is to blood bond the

t. This prevents the Sabbat fr from hisloy:

hishop or

hbishop

1 member of the sect
L e to the possibility
may instead be aducrus.

he Sabbar's distaste for the

other viable option (for
ep into Camarilla terri
iy case, the bond is
w returns from duty
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There will be no pleading for forgiveness

They are rubbish, they are criminal scum. T)

are different from us. There is now no fear in us

They are weak.

— Irvine Welsh,

SABBAT TEMPLATES

This section provides stock Sabbat members for usé 4

your chronicles. Although the idea of an “average” vampire
is fatuous ar best, these templates are extremely useful for

Storytellers who need to introduce a character yer do not

have the time to create one. Theyalso provide a good starting
point for Storytellers who wish to create their own unique
bbat mem-

characters. It is impossible to pigeonhole each
ber into a stereotype, but with a lirtle modification, the

Filth

following sterectypes present a host of characters who m.
up the variety and fuel the intrigue behind the Sabbat

leis also important to note that there is much more to a
characterthan a simple collection of dots. Pawer, even among
Sabbat, does not necessarily equate to long lists of Disciplines
or martial abilities. Characters can attain responsibility and

prestige with driving personalities as easily as do they can with

brute force. A bishop need not be even as potent as presented
allthat truly marters,

which is an aspect that goes far beyond the numbers

here —other vampires' perception of her i
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have attained their

erit. Shrewd af

position througl dsavy,

bishops administrate the nigl

may answerdirectly toan archbi ssone. Because
Sabbat cities usually have , these vampires
wetheirwitsto

iots” talons away from
s a bishop.

hop's nightly struggle with paranoia has
etcheddeep linesin herface,

ler the surface. |
,like an
Roleplaying Hints:

1o everyone else (except

ler yourself ro he superic

wchbishop and regent, of

course.) Youdon'ttake chances

ng preced
col as the reason you let e dirty work. Afrer all

you

true enemies will cor

Clan: Tzimisce

Nature: Perfectionist

Demeanor: Traditionalist

Gen,

Physical: Stre

Social: Charis

na 4
Mental: Perception 3, Int

Wits 4

nce 4
rawl 3, Empathy 2, Expression 2, Intimi

Talents: Alertess 2

dation 3, Leadershi
Skills: Drive 1, Fric

2, Stealth 1

: Academics

Bureaucracy 3, Camarilla Lore |
2, Lin

, Finance 2
3, Politics 3, Sabbat L

Invesrigatior

istics 1, Occult

re 3
Discipl
Fot

es: Animalism 2
rude 2, Obf 4

Auspex 3, Celerity 2, Dominare 3,

sence 2, Thaun

2, Vicisitude 4
Thaumaturgic

Bac
Re

Vi

grounds:

1, Influence 3, Resources 3,
iiners 1, Rituals 4, Sabbat Status 3

ues: (i

viction 3, Instiner 3, Cou

Path of Enlightenment: Path of
Willpowe

TemMprar/PAaranin

Background: Myste
sonal guards forarchbish
sect leaders. The

cretive, templars are

rclinalsandother iy

they protec

nif the oppo
adinsare held incor

emp
f the Black Hand. Temy
i-medieval knight, to

take

a moadern hitman and eve

m, froma 1ninja, t

iing in herween

Ima

pressive appearance wins

fights before the

1s to provide no |

f an opponent

belies a surprisi quickness

Roleplaying Hints: Detail-oriented, y.

nuance and innuendo. val and fearle

s safety is more

e than just
the

Clan: Lasombra

Natu

Demeanor: Conformist

:+ Masochist

Generation: 9th

Physi

Strength 5, Dexterity 5, Stamina 5

Social: Charisma

Manipulatio
Mental: Perception 3, In

Talents: Alertness 3, Athlert 5, [x

, Braw
Grace 3, Intimidation 4, Strectwise 3, Subterfug
uette 2, Firearms |

Stealth 4, Survival 2

s 2, Black Hand Lore 1, Cama

Melee 5




Virtues: Conscience 5, Self-Conrrol 4, Courage 5
Path of Enlightenment: The Path of Honorable Accord
Willpowe

ARCHBISHOP
Background: Seldom encountered by non-Sabbat
archbishops oversee all Sabbar

-or

even many lesser Sabbar

activity in iven city. This manipulative overseer is a

are that he has diablerized

megalomaniac. € ;
backstabbed and otherwise murdered his way to the top. He
has many contacts, and many owe him favors

Image: Sunken eyes, a perpetual snarl and a domineer
ingpresenceattest to the archbishop’s
of human emotion. The-archbishop wears the robes of a
of the Church and its

eatage and utrer lack

priest, in open mockery of the office

promises of redemprion

Roleplaying Hints: You rankle at the idea of anyone

challenging your “advice,” and you have to be the center of

attention. Others encour: avior in hopes of curry

your
uct and punish the behavior of

ing favor. Brook no miscon
those who fail to afford you the respect you know you are due

: Lasombra

nor: Director
Tth
Physical: Strength 3, Dexterity 4, Stamina 6

Generatiol

Social: Charisma 5, Manipulation 6, Appearance 4
Mental: Perception 5, Intelligence 5, Wits 4
2, Empathy 2, Expres-

Talents: Alertness 2, Brawl 1, Dodg
2, Intimidation 4, In

ition 2, Leadership 4,

sion 2, Grace
Streetwise 1, Style 3, Subterfuge 5

Skills: Archery 1, Crafts I, Drive 1, Etiquette 3, Firearms 2, Fire

Dancing 2, Melee 4 (fencing), Performance 2, Security 1,

Stealth 2

Knowledges: Academics 2, Black Hand Lore 1, Bureaucracy 3,
2, Investigation 3,

= 1, Ciry Secrets 2, Finar
il 3, Politics 4, Sabbat Lore 4

Camarilla L

Law 1, Linguistics 2, Oc

ence 2, Presence 4

Obfuscate 2, Obtenebration 5

Disciplines: Auspex 4, Celerity 1, Dominate 5, Fortitude 2,

Backgrounds: Contacts 5, Herd 2, Influence 4, Resources 4,
t Status 4

iners 1, Rituals 4, Sz

Virtues: Conscience 3, Self-Control 3, Cx

Path of Enlightenment: Path of Honorable Accord 7

Willpower: 9

Priscus
Background: Masters of manipulation, prisci serve the
rdinals, thouw

Sabbat by advising archbishops and c:
detractors of the prisci say that they use their political pe

andinfluence roserve only themselves. The position of pricus

prisci possess gr

is more honorary than functi

cvertheless, prisci move

insight but little “offic w

among powerful circles and often possess a respectable
sonal prowess as well. One does not earn  consultory position
I rely avail themselves to other

if he is weak or foolish. Prisc

Sabbat, let alone other vampires

in, hisr f

lern chamber,

Image: The priscusisa m

ce suit. He is

tasteful three-p

strong argument for the fact that not all Subbat are cackling
punks in leather biker jackets

it hesitate to turr

The priscus bears a stern,

impassive face, and he doesr ip his nose at
incompetence or failure
Roleplaying Hints: You have a knack for taking conteol

of a situation — even if it’s it somerhing

about. Implacable confide

Ivantage of those

You harbor no fo

dst, and you are loath to forgive or accept ape

Clan: Toreador antitribu
Natur:

Demeanor: Perfectionist

“onniver

Generation: Tth
Phy ngth 4, Dexterity 4, Stamina 4
Social: Charisma 5, Manipulation 6, Ap
Mental: Perception 6, Intelligence 3, Wits 4
Talen , Dod,
sion 3, Grace 4, Intimidarion 5
Style 4 (glamorous), Subterfuy

ical: Strer

rance 6

1, Empathy 5, E

Alertness 3, Brawl xpres

Jership 3, Streetwise 3,
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Skills: Crafts 4, Etiquette 5, Firearms 2, Fire Dancing 2, Lip-
Readir

Stealth

Melee 4 (fencing), Performance 5, Security 5,

Knowledges: Academics 4 (Classical), Black Hand Lore 1,
Bureaucracy 4, Camarilla Lore gation 4,
stics 3, Occult 2, Politics 5, Sabbat Lore 4, Underworld

Finance 3, Inves

Disciplines: Auspex 4, Celerity 2, Dominate 3, Fortitude 4,
Obfuscate 1, Obtenebration
Thauman

2, Presence 6, Potence 1,
2, Vicissitude 2

turgical Paths: Path of Blood 2, Hands of Destruction 1
nds: Contacts 5, Influence 5, Herd 2, Resources 5,

Retainers 4, Rituals 3, Sabbar Srarus 5

ckgre

Virtues: Conviction 2, Self-Control 4, Courage 4
Path of Enlightenment: Path of Death and the Soul 6
Willpower: 9

CARDINAL

Background: Cardinals oversee vast areas of Sabbat
influence — archhishops answer to them on matters of their
individual cities. Cardinals are old, powerful and deadly
having spent centuries or more amassing their personal and
political power. Many young Sabbar wonder why vampires of
thisage ¢

pose the Antediluvians atall, as they are closer to
the Ancients than young vampires like themselves. For
whatever reason, cardinals support and guide the sect in the
Great Jyhad with terrifying efficiency

Ir
clothes are anachronistic, hinting at nights spent in the
courts of kings long ago. His face has b
wl

'he cardinal is quite old and set in his ways. His

come a perpetual
centuries of brooding, plotting and looking over his
have taken their toll

shoulder

Roleplaying Hints: You no longer think like a human
being — having beenundead for hundreds of years has muted
wny compassion, sympathy or understanding you may have
once mustered. In place of emotion, you have cultivated
cunning and ruthlessness. The bottom line is all that matters
and that bottom line is the destruction of the
Antediluvians. At least, that's what you tell younger mem:

o you,

bers of the sect

n: Lasombra

Nature: Rogue

Demeanor: Director

I: Charisma 4, Manipulation 7, Apy

Mental: Perception 6, Intelligence 5, Wits 5

arance 5

Talents: Alertness 1, Brawl 1, Dodge 3, Grace 5, Intimida
tion 3, Intuition 3, Style 4, Subterfuge 6

Skills: Archery 3
Survival 3

“rafts 4, Firearms 1, Melee 3, Performance 5,

Knowledges:
reaucracy 4,

Academics 5 (history), Black Hand Lore 2
marilla Lore 2, Finance 4, Investigation 4, Law
Linguistics 3, Oceult 3, Politics 6, Research 3, Sabbat Lore 5
Di Auspex 3, Dementation 3, Dominate 7, Forti-
tude 3, Obfuscate 2, Obtenebration 5, Potence 5, Presence 5
Backgrounds: Allies 3, Contacts 3, Influence 6, Herd 4,
Resources 6, Retainers 4, Sabbat Status 5

ipline

Virtues: Conviction 3, Instinct 3, Cours

Path of Enlightenment: Path of Power and the Inner Voice 5
Willpower: 10

Bi Ack HAND AGENT
kground: The rank-and-file of the Black Hand ismade
I spies. The Black Hand
sucha person, existingeither tounearth secrets or eliminate the
threat they represent. Black Hand agents offer lirele in

up of specialized soldiers anc

pent is

W

tionabout themselves — in fact, one may never know a vampire

belongs to the Hand until faced with the fact overtly..

Image: The Black Hand agent is all business — unreadable

eyeshideasteely resolve, andshe never smilesunlessit’s part of her
cover to do 0. She also dresses in a no-nonsense style, preferring
and kill
Kill first, ask questions lat
your matta, and you prefer to k

loose clothes in which she may move with case

Roleplaying Hints:
ill from seclusion rather than
fight an open battle. You have an uncanny knack for always

coming out on top when the chips are down. Everything and

everyone around you is a tool or an asser, so |

aware of how

they may be best used, should your situation demand it
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Clan: Assamite antitribu

Nature: Chameleon

n: 10th

Strength 5, Dexrerity 5, Stamina 5

: Charisma 3, Manipulation 3, Appearance 3
Perception 4, Intelligence 3, Wits 5

Alertness 3, Athletics 2, Brawl 4, Dodge 3, Intimi
tion 3, Mimicry 2, Streetwise 4

Skills: Demaolitions 1, Disguise 2, Drive 2, Firearms 5, Melee 4,
Performance 2, Security 4, Stealth 3, Survival 3

Knowledges: Black Hand Lore 3, Camarilla Lore 1, Investi

gation 2, Sabbat Lore 2

Disciplines: Celerity 2, Obfuscate 3, Potence 2, Quietus 3
lhulwrumnh Black Hand Status 2, Contacts 5, Mentor 3,

Virtues: Conviction 4, Instinct 4, Courage 5
Path of Enlightenment: The Path of Caine 7

Willpower: 7

Brack HAND RemMoveR

Background: These vampires devote themselves solely
totheartofkilli and brutal, the Black Hand's
remavers take their prey efficiencly — it is said thar victims
of the removers may not even realize they are in danger until

atall

1. Remorsele

they see the assassin's face. Tha is, if they see a face

Image: The remover's cold eyes are impassive and dis
tant. Life and unlife alike mean nothing to this vampire; he
takes both with equal aplomb. The remover hears a scar that
he wears as a badge of honor, given to him by a particularly
cunnit

arget

Roleplaying Hints: You don't say much. Pay close
attention to fine details and subtle nuances, and always be
aware of your surroundings. Let no emotion slip from heneath
your fagade, for that way lies weakness

: (Country) Gar itribu

ure: Competitor

Demeanor: Monster

Generation: 9th

Physical: Strength 5, Dexterity 5, Stamina 5

Charisma 3, Manipulation 3, Appearance 3

Mental: Perception 5, Intelligence 4, Wit
Talents: Alertness 4, Athletics 2, Brawl 5, Dodge 4, Intimi-
dation 3, Leadership 1, Streetwise 4, Throwing 3
Skills: Animal Ken 2, Disguise 3, Drive 2, Firearms 5, Fire
Dancing 1, Melee 5, Performance 2, Security 4, Stealth 4

Surviva
Knowledges: Black Hand Lore 3, Camarilla Lore 1, Com:
puter 2, Investigation 3, Sabbat Lore 3

Disciplines: Animalism 3, Celerity 1, Fortitude 3, Obfuscate 2,
Potence 2, Protean 5

Backgrounds: Black Hand Status 3, Contacts 5

ck Recog-
nition 2, Resources 5

Virtues: Conviction 4, Instinct 5, Cox
Path of E:
Willpower: §

ightenment: Path of Power and the Inner Vi

Br ack Hanp DoMINION

Background: The dominions call the shots for the
Black Hand, though the seraphim supersede them. Of
course, few vampires have ever seen a dominion, ler a lone
a seraph, 5o the distinction is fairly moot to the casual
observer |‘nu||m-w||~ are cool and collecred brilliant

ruthlessand hloodthirsty. Formidable in political and physi

cal power, only a fool challenges a dominion inanything but
an assured victory.

I

exude:

The dominion speaks little, but his haughty demeanor

an aura of indomitability. He has witnessed massive blood-

shed, and his gaze suggests that he issizingup everyone he meets. His

fine feature e darkened in his great age

Roleplaying Hi
ing the Hand. You ask yc

would not ask of yourself. You would gladly meet the

re is only one purpose: serv-

r underlings nothing that you

reeming throngs of the Camarilla head on, but you know
that lictle can be gained from such a blatant assault

nd consider all your options — acting ra
is acting foolishly

Arvenoux: ALugs, ANTaconsTs Ao Omrers
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Clan: Assamite antitribu Clan: Brujah antitribu

Nature: Director Nature: Rebel
Demeanor: Fanatic Demeanor: Bravo
Generation: Tth Generation:
Strength 5, Dexterity 5, Stamina 6 Physical: Strength 4, Dexteriry 3, Stamina 3

nce 3 Social: Ck

arisma 3, Manipulation 5, App risma 3, Manipulation 2, Appearance 3

tion 2, Intelligence 2, Wits 2
Athletics 1, Brawl 2, Do
lership 4, Streetwise 3, Subterfuge 3 dation 2, Streetwise 3, Subterfuge 2

Skills: Archery 3, Drive 2, Enquette 1, Firearms 3, Herbalism 2, Skills: Drive
Meditation 2, Melee 6, Professional Skill: Poisons 2
Stealth 4, Survival 4

Yerception 5, Intelligence 4, Wits 5 Mental: Perce
Arhlenics 3, Brawl 4, Dod
ion 5, Lead

Talen Alertness Intimi

2,Expression |, Grace 2, Talents

Intimid:

, Firearms 2, Performance 1, Security 2, Stealth 2

urity 4, Knowledges: Computer 1, Investigation 2, Law 1, Madicine 1

Disciplines: Celerity 1, Potence 2, Presence |

Hand Lore 4, Camarilla Lore 2
Enigmas 2, Expert Knowledge: Tactics 2, Investigation 4, Linguis-
2, Medicine 2, Oceule 1, Politics 2, Sabbar Lore 3

Disci
Obfuscate 3, Potence 2, Protean 2, Quietus 6
Backgrounds: Allies 3, Black
Herd 1, Resources 5, Retainers 2, Rituals 1, Sabbat Status 4

Knowledges: Academics 2, Black

I!'ukg,mund- Mentor 1, Resources 3

Virtues: :lf-Control 2, Courage 3

Humanity: 4

plines: Auspex 2, Celerity 3, Dominate 3, Fortitude 2,

Willpower: 4

nd Status 5, Contacts 5,

Virtues: Conviction 3, Instinct 4, Courage 5

Path of Enlightenment: Path of Cain

Willpower: 9

New Coven MEMBER
Background: Ambitious and §

, these vampires are

still learning about unlife in a Sabbat City. They may be True

Sabk

tor rank neonates, depending on whether or not they

have tested their mettle in battle. Novitiates have much to
prove, yet often possess great ambition

Image: The new recruit fits thearchetypal “punk” image, ifonly

nailsand ready h\.i\ monstrate it Adomed =
and otherwise), the Experencen Coven MEMBER
toall who see him Background: E:

ven when you're scared, younever  these Sabbat members a competitive e

forshow. He'sas toug]

with tattoxs, piercings and other scars (rit

neonate makes his rowdy nature obvios

perience, cunning and connections give

Roleplaying Hint e. They have drive

let anyone know it. Your daring personality and brutality  and a sense of the proper pecking order of the pack. As they
make you popular with your packmates. Your burglary skills  continue to gain trust and status within the pack, they do
make obtaining money a breeze, which also eamsyourespect  their fair share of ass-kissing in order to further their support
from the pack. You have an independent streak, though, and  with pack elders.

that might get you in trouble if you're nor careful Image: The experienced Sabbat knows her place and

seeks 1o better it — which one must be noticed to do. She

wears shocking clothes and obvious body jewelry. The expe

rienced Sabbar is lo

, obnoxious and starved for artention,
just as her appearance suggests,

Roleplaying Hints: It's amazing how things just sort of

“happen” around you. You always manage to survive, pulli

yourself up by your boot straps. Because of your calm compo-
sure in the midst of chaos, your growing manipulative abilities
and your readliness to lend others a hand, no one ever suspects

you to be the cause of the problems. Make a spectacle, but do

it so that you gain attention rather than rouse suspicion.

feratu antitribu

e of the Storm

Gl 70 THE SABaAT
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Survivor

tion: 10th

: Strength 3, Dexterity 4, Stamina 4
Charisma 2, Manipularion 3, Appearance 0
ence 3, Wits 4

L Dad,
dation 3, Streetwise 2, Subrerfi
Skills: Drive 1, Firearms 3, F
mance 1, S

: Perception 2, It

nts: Alertness 2, Braw! 2, Expression [, Intimi-

ire Dancing 1, Melee 2, Perfor
urity 2, Stealth 3, Survival 1

Knowledge: Academics 1, City Secre

Computer 1,
Investigation 3, Occulr 1, Sewer Lore 2

Disciplines: Animalism 2, Dominate 1, Obfuscare 3, Potence |
Backgro
v

Humanit

nds: Conracts 1, Men

Resources 2, S Status |

tues: Conscience 2, Self-( rol 3, Courage 3

Willpower: 6

VeTerRaN Coven MeMBER
Background: Veteran Sat

wt know the ropes, Having

t numerous battles in the Great Jyhad, these vampires are

tough, clever and mean as hell

Although they may not lead
theirpack, veteran Sabbat are truly accomplished, and nocrobe
taken li

itly, whether they have earned recognition or not

d she's

an has seen her share of fights,
got the thousand-yard-stare to prove it. She's been scarred in
battle, but that anly serves to accentuate the predatory image
she cultivates. S

s older than mast of her packmates, and she

eschews modern body piercingsfor good, old-fashioned tattoos

Roleplaying Hints: If
1ss. You know you're true to even put
your unlife on the line for it 1 have so many rimes
in the past. You don't rest on glory, though — you're
ready to jump into action right now, as long as someone has

a plan. Or not. Whatever,

mer

Clan: Lasombra
Nature: Fanaric
Demeanor: Traditionalist

Generation: 9th

ARl

Physical: Strength 4, Dexterity 5, Stamina 5
Soc
Mental: Perception 3, Intelligence 2, Wits 4

Talents: Alertness 2, Brawl 4, Dodge 4, Expression 2, Intimi-
dation 3, Intuition 2, Streetwise 3, St

I: Charisma 2, Manipulation 4, Appearance 4

2, Subterfuge 3
2, Melee 4, Perfor

Skills: Drive 2, Firearms 4, Fire Dancing
nce 2, Security 1, Stealth 3, Surviva

, AreaKnowledge 2, Investigation 2,

2, Occulr 1, Sabbat Lore 1

Polirics 2

¢ Dominate 3, Fortitude 2, Obtenebration 3,

Backgrounds: Conracts 3, Herd 2, Influence 1, Resources 3,

Retainers 1, Rituals 1, at Status 2

“onviction 4, Instinct 4, Courage 4
Path E

Willpower

pent: The Path of Power and the Inner Voice 5

SABBAT INQUISITOR

Background: These vampires are among the most driven
Sabbat. They exist to purge the Sabbat of infernal
nce. Inquisitors devore themselves urterly to their cause,

believingthat infernalismserves only to place the sectunder the
yoke of demons rather than the Antediluvians. Inquisitors
make dangerous opponents, not only because of their personal
powers, but because of their political ones as well.

Image: The Inquisitor affects the regalia of a medieval
knighr, albeit with a very modern twist. His armor iskevlar, and
his horse is a souped-up motoreycle. His sword is still a sword
however, as one does not purge the Devil's taint with vulgar
modern weapons. The Inquisitor's stoic face serves as a natice

to other

e seriously he takes his responsibilities.

Roleplaying Hints:
soulsand relieve themof th

eek out those who would sell their

sption. Some accuse you of having
no sense of humor. They're

This is no laughing matter

antitribu

Nature: Penitent
Demeanor: Judge

Generation: 8th

AxtaconsTs anp Otk




Physica

Social: Charisma

Strength 4, Dexrerity 4, Stamina 5

3, Manipulation 5, Appearance 4

: Perception 5, Intelligence 3, Wits 4

nts: Alertness 3, Brawl 1, Dodge 2, Empathy 4, Expres-
sion 1, Interrogation 3, Intimidation 3, Intition 3, Leadership
3, Streetwise 1, Style 2, Subterfuge 4

Skills: Animal Ken 2, Drive
Dancing 2, Melee 4
Knowledge: Academics 2, Camarilla Lore 1, Enigmas 2,
uistics 2, Occult 4, Politics 3,

Eriquette 3, Firearms

Investigation 3, Law 1, Lir

s: Auspex 2, Dominate 5, Fortitude 2, Presence 4,
Thaumaturgy 2

Thaumaturgical Paths: Path of Blood 1, Spirit Manipulation 2
Backgrounds: Contacts 5, Influence 3, Mentor 4, Resources 3,
Retainers 2, Sabbat Status 5

Virtues: Conscience 3, Self-Control 3, Courage 5

Path of Enlightenment: Path of Honorable Accord 8
Willpower: 9

New P 6RIM/NOMADIC SABBAT
Background: Traveling the road as one of the Damned

is difficult for the newly sired at. The road is a harsh

reality, especially for thase who are considered expendable.

onetheless, new nomadic recruits have many opportunities
o prove their worth to the pack. Afterall, if they don't, they
end up Lupine chow or greeting the sun in podunk jail cells.

Image: Part Lestat, part Mad Max, the nomadic neonate
wears a combination of leather and road grir. Her eyes scan
the horizon warily, always alert for marauding werewolves or
other threats, Her features are sunken and sallow, as the right
to feed goes to the proven members of the pack first.

Roleplaying Hints: You did not make it through the
ion Rites with your wits intact. Your bizarre and unpre-

table actions cause others to distance themselves from
you. You'

not very popular, but once you demonstrate your
worth, your lot should improve. At least, you hope so. But if
you don't succeed, you'll meet Final Death trying

Cl

n: Malkavian antitribu

ature: Enigma
Demeanor: Loner
Generation: 13th

Physical: Strength 3, Dexterity 3, Stamina 4
Social: Charism

1 2, Manipulation 2, Appearance 2
Mental: Perception 3, Intelligence 2, Wits 3
Talents
Style 1, Throwing 1

Skills: Crafts 1, Drive 2, Firearms 2, Melee 2, Panhandling
Security 2, Sleight of Hand 2, Stealth 1, Survival 2

Alertness 2, Brawl 3, Intimidation 1, Streetwise 2,

Knowledges: Investigation 2, Law 1, Linguistics 1, Medicine 1

Disciplines: Auspex 2, Fortitude 1, Obfuscare 2

Backgrounds: Resources 1, Contacts |

Virtues: Conscience 1, Self-Control 2, Courage 4

Humanity: 3

Willpower: 5

ExpERIENCED DL GRIM/NOMADIC SABBAT
Background

these vampires know how to survive even in “Lupine alleys”

laptable pioneers, huntersand warriors,

or Camarilla territorics. Whether alone or with a pack, they
know how to stay focused on their goals and kick a little —

ora lot of — ass while they're at it. Experienced nomads have

been hardened by the night roads and years, if not decades, of
violence on the road. Tread with caution around rthese

individua

5, Or you may not survive to meet them again,

Image: The experienced nomad has the “cowboy scowl”
caused by many years of squinting into the dark distance. He
wears weather-beaten leathers adorned with a few of his
trophies — fingerbones, ribs, teethand the like. The nomad's
hair is long and dusty, pulled back into a ponytail.
Roleplaying Hints: You're good in a fight, and always
ready for one. You sometimes think before you act, which

would have been the end of you multiple times if it weren't for
your packmates. You meet everyone with an air of hostility or

disdain, and you despise those who appear soft or squeamish

Cli
Naturd

misce
Survivor

Demeanor: Thrill-Seeker

Guok 10 e Sassar
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h 4, Dexrerity 3, Stamina 5

Charisma

, Manipulation 2 rance 4

Ppe:
Mental: Perception 4, Intelligence 2, Wits 4
Tale
Streetwise

Alertness 3, Brawl 4, Dodge 2, Intimidation 2,
2, Style 2, Subterfuge 2
Skills: Animal Ken 2,
Melee 3, Sec

Drive 3, Crafts 3, Firearms 3, Fire

Dancing 2 writy 1, Stealth 2, Survival 4

: Enigmas 2, Investigation 2, Li
Sabbat Lore 1

Knowledges

guistics 3, Poli-

tics

es: Animalism 2

uspex 2, Fortitude 2, Vicissitude 2

Backgrounds: Contacts 3, Resources 1, Rituals

Sratus |

hat

Virtues: Conviction 3, Instince 3, Courage 5
Path of Enlightenment: Path of Lilith 6
Willpower: 6

VETeRAN DIt GRIM/NOMADIC SABRAT
Background: Soldiers of fortune, these vampires are

t

their legendary acts of bravery and monstrosity. They eschew

the politics and hi

welcome and respected in any Sabbat-held city bec

1s5e

chy of city unlife for the road, which

has turned them into hardy horrors, if a bit coarse. Veteran

pilgrims have seen itall — Lupines, sieges, anarch warbands
and elder politics in the cities they pass through. They have
lso learned to deal with everything they've seen...

Image: The vereran nomad resembles nothing so much
15 the “pale rider” of western American lore. His skin has

become weather-beaten, his 1 slit-eyed squine and his

smile a fanged snarl

Roleplaying Hi
notapre

t becomes a problem, kill it. If it's
lem, you may want to kill it for kicks. You serve the
Sabbat in thought and deed unquestioningly,
first

and it is your

{ority in any situation. You have little patience, how-

ever, for the soft schemers and aristocrats who would “guide”
the sect from their laps of luxury. The sect as you see it is

devoted to freedom, and the

price of freedom is eternal

vigilance (or so you've heard)

annt

gth

Sacial: Charisma 3, Manipulation 3, Appearance 3

5, Dexterity 3, Stami

Mental: Perception 5, Intelligence 2, Wits 4
Alertness 4, Athletics 1, Brawl 5, Dodge 3, Intimida
tion 3, Intuition 3, Leadership 1, Streetwise 3, Subrerfu

Talents

Throwing 1
Skills: Animal Ken 2, Crafts 4 (Motoreyc
Drive 4, Etiquette 1, Firearms 5

Security 4, Steal

Maintenance),
+ Melee 4,

Fire Dancing
h 4, Survival 3

ademics 1, Enigmas 1, Investigation 3, Lin-

Performance 2

Knowledges
guistics 2, Sabhat Lore 2, Underworld Lore 1
Disciplines: Animalism 2, Auspex 1, Celerity 2, Chimerstry 4,
Fortitude 4

Backgrounds: Contacts 5, Resources 2, Sabbat St
Virtues: Conviction 3, Instinct 5
Path of Enlij

Willpow

htenment: Path of Power and the Inner Voice 7

NovIce Scout
Bac
abbar's spies. Scouts ty
partner. Unlike Sabbat packs th
parties, these Sabbat actually “join” the Camarilla or anarchs

ground: Novice scouts make up the majority of the

lone or with one

ally operate

act as reconnaissance

of another ci at actual

y. Some Sabl experience depression

and intense feelings of isolation accentuated by the absence

of the Vau

Jerie

Image

The scout poses as an entertainer in his adopted
aDJ ataclubpopula
neonates (as well as the kine

mong the anarchs ar
e

» the odor of smoke fror

). He wears flashy

ot

clothes and keeps his hair sh

clubdoesn'tstick to it. Everything about him exudes an air of

cool calm, except his eyes, which reveal his inner fear of

vis cover bl
Roleplaying Hints

sogood that even you fo

having

Sometimes your performances are

setyou're aspy. Your love for music

AENDIR: ALUES, ANTAGONSTS AND OTHERS
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consumes you, and at times you have to remind yor

self

your primary objective. You have to balance the unlifestyle

you enjoy so much with your responsibility to the Sabha

Clan: Toreador antitribu

Nature: Bon Vivant

Demeanor: Gallant

Generation: 12th

Physical: Strength 2, Dexterity 2, Stamina 2

Social: Charisma 4, Manipulation

ppearance 3
Mental: Perception 2, Inrelligence 4, Wits 2
g |

sion 2, Grace 2 ,
Skills: Drive 2, Euquette 1, Firearms 1, Melee 1, Perform:
Stealth 3, Survival 1

lents: Alertness 3, Brawl 1, Dox

2, Empathy 2, Expres
yle 3, Subrerfuge

Streetwise

Knowledges: Academics mputer 2, Ling

istics |

Disciplines: Auspex 2, Celerity 1, Presence 2

Backgrounds: Alternate Identity 2, Herd 1,

Contacts 2

Resources 2

tues: Conscience 2, Self-Control 3, Coursy

ExpERT SCouT

Background: Seniorscouts handle more sensitive Sabbat

ating ke
illa cities. Most experienced

reconnaissance efforts, to the point of imperson
elders and ancillae in Camaril

scouts, however, continue their covert work, gathering infor-

mation nightly and reporting back to their superiors at

established intervals. T
dan,

ey could have retired from these
rous assignments years ago, but the thrill and the desire
id the

ally, they may be paired with novices for training purposes

[

sabbat keeps them in enemy territories, Occasion-

Image: The expert scout has an unassuming aspect, and
get what she looks like alt

but never flashy (unless b

many who see her fc gether. She

wears fine r role requires ir)
clothingand keeps herself well-groomed. The scout keeps her
hair long, bur cuts i when it is required of her. After all, it

grows back each night

Roleplaying Hints: You have maintained your Human-
ity ta berter hide among the Camarilla idiats, but yo

Sabbat thr

hand through. Give yourselfwholly overt

false identity you assume, even to the point of denyir

true self. Think like your “new” personality would and r
let your true nature emerge from underneath that fagade.
Clan: Malkavian anritribu

Nature: Deviant

Demeanor: Chameleon

seneration: 9th

Physical: Strength 4, Dexteriry 3, Sramina 4
Social: Charisma 3, Manipulation 4, Appearance 3
Mental: Perception 4, Intelligence 4, Wits 4

Talents: Alertness 3, Brawl 3, Dod

sion 3, Grace

imidation 3,

Style 4, Subterfu

iquerte 3, Firearms 2, Melee 3, Performance 5

Stealth 2, Survival 3

Knowledges: Academics 2, Camarilla Lore 3, Computers 1,
Investigation 4, Sabbat Lore |

Disciplines: Auspex 3, Dementation 3, Fortitude 3, Obfusca

Backgrounds:

Resources 3

rmate Identity

Virtues

Conscience 3, Self-Control 2, Courage 4

Humanit
Willpower

INTFRROGATOR

B

ground: The fiendish interre

the art of torture to its imm

useful ir

mation from pri
gardless of how tough the victim bel
all, they have an erernity to keep trying

In

practice ¢

The interrogator may have started his torture

1 himself, judging from all the piercin

and ritual mutilations rhar adorn him. He kee




rubber or PVC
particularly vig

Rolepl
because you're one sick fuck. Nothir

clothing because it's casier t clean after a

rous session of interrogation.

ng Hints: This is a good line of work for you

g delights you so much
as causing others pain, and you even enjoy pain yourself.

Sometimes, after you've taken everything you need from your

subject they tend to suffer “accidents.” Funny how that

happens. Others have expressed concern that you g

w more
cruel by the nighr, but hey, thar's part of your responsibility
C
Nature

Tzimisce

Sadist

Demeanor: Creep Show

Generation: 10th

Physical h 2, Dexterity 4, Stamina 3

Charisma 1, Manipulation 5, Appearance 5

1
tion 4, Streetwise 3, Style 3, Subterfuge 3
Skills: Crafts 4 (Body Crafts), Drive 1, Eriquerte 2, Fire
Dancing 2,

K

Disciplines: Auspex 2, Dominate 2, Thau

swledges: Academics 2, Canarilla Lore 3,

rgical Paths: Lure of Flames 1, Path of Blood 3,
Spirit Manipulation 2

Backgrounds: Herd 2, Resources 3, Sabbar Status 2

Virtu Self-Control 3, Courage 2

of De

Conviction

Path of Enlightenment: nd the Soul 5

Willpower: 6

DiABL ERIE ADDICT

Background: Drinking Cainite blood is one of the most
nable. Thediablerieaddict knows
thisall too well, and he can’t stop himself. Whether commit-

euphoric experiences imag

ting the amaranth on packmates or enemies, the vampire
loses himself in the heady rush of power and bloodlust.

The diablerie addict is smooth, graceful and

Image:

kid brother” or

egarious. He dresses well, relyin

uccessful associate” i

e to get other vampires to trust

him. His smile is both genuine and false — it’s a lure, but he

truly does relish the essence of his compatriots’ company

Roleplaying Hints: You go out of your way toshock and
intimidate people with your bizarre behaviar. Most of your
friends know you have a habit, but they think it's street drugs,
not friends and acquaintances. Who cares about Gehenna?

Unlife is for the here

nd now. Besides, others in position of

ind rank have lunched their way to the top; why

shouldn’t yo
Clan: Panders
Nature: Rogue

Demeanor: Bon Vivant

Generation: 8th
Phy:
Social: Charisma 4, Manipulation 3, Appearance 3

rength 2, Dexterity 2, Stamina 2

Mental: Perception 2, Intelligence 3, Wits 3

el,

Talents: Brawl 1, Empathy 3, Expression 3, Streetwise 3,

Style 2, Subterfug
Skills: Drive 2, Etiquette 2, Firearms 2, Fire Dancing 1, Melee 1,

Performance 1, Sleight of Hand 1
2

Academics Finance 1, Politics 1

, Computer 1,

Fortitude 1,

Backgrounds: Resources 2

Virtues: Conscience 2, Self-Control 1, Courage 3
Humanity: 4

Willpower: 5

GHOULS

Reluctantly, the §

abbat sometimes makes use of ghouls
to interact with mortal society and protect communal havens
during daylight hours. Since the Sabbar rends to dislike and

distrust humans, houls that are

mpires of the sect prefer

animals. Regardless, there are times when human
and the

lengths to ensure loyalty, to the point of using Vicissitude and

become necessary, Sabbat goes to extra
the blood bond to bind servant to master. (Of course, a Sabbat
r bond another S
are mere humans....) Ghouls also serve as food, cannon

would nev bbat, but what the hell, these

(ie., pets)

fodder and compani

the

For the most par sect treats its ghouls with utrer

disdain. It is not uncommon for ghouls to be used as bait

during Lupine hunts, and many Sabbat ma
killing

Ghouls are also responsible for much of the scout work of the

a practice of

the bearer of bad news, who is most often a ghoul

cleaning havens, driving communal vehicles, kidnap-

nd the like. €

ghoul is precarious and abysmal. At any

ping vessels, mopping up after s rtainly,
the life

moment, the masters may decide the ghoul makes better food

of a Sabba
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than help, and most of what the ghoul is assigned to do is

dangerous, illegal or hoth.

Needless to say, few mortals actually seek to become

involved with the sect (assuming they know abou it at all,
which is unlikely unless they're already ghouls, and quite
knowledgeable at thar). Most mortal ghouls are conscripts,
offered a “serve and maybe die or just die outright” proposi-

tion. Ghouls become pack property, rarely acknowledging a
single master and serving whomever yells at them the loudest
or most recently. A few individualsactually enjoy the submis-
sive aspect of the:

relationships, but they rarely live long,
suffering the twisted whims of their masters or dying to
allev

e their domitors’ boredom,
Animal ghouls, ironically, generally receive better treat-
ment than their hu

animal ghouls have it casy; rather, their masters often twist

an counterparts. This isn't to say that

them into monstrous shapes, starve them of normal food,
send them to fight foes and kick them when they're upset.
Most Sabbat are wise enough to reali

howeve

mals are utterly dependent upon their masters, and they treat
them as they would a new recruit or a favored pet.
The

epts it as a necessary evil. Packs are usually “allowed” one

Sabbar looks down on the practice of ghouling, but
a

or two ghouls —not that theres any formal complaint lodged

inst them if they keep more, but other packs may view

s weak or dependent and develop antagonism roward

them. For the most p; s keepaghoul or two for perhaps

a few months or years and then replace him. Obviously, few
ghouls survive replacement.

Fami v Ties:
THe TziMISCE REVENANT
Houses

Foruntold centuries, the Tzimisce have practiced the art
of selective breeding on their most trusted (or ar least most
useful) servants. In the early Middle Ages, certain elders of
the clan undertook a long-term experiment studying the
effects of regular vitae infusion into rthe blood of several
Eastern European noble f;
handful of generations later, was the creation of revenants:

humans with vastly extended natural life spans and heredi-

n vampiric Disciplines, which they
can develop much as Kindred can. Rev Iy
produce a less powerful version of vampiric vitae, making

tary affinities for cerr

ants also natur

themsomethingof self-sustaining ghouls. Conservative

among the Fiends suggest that there is more to the creation
of revenants than simple vampire blood, however, and at-
tribute part of the effect to the natural w
Eastern Europe.

gic of the lands of

A millennium ago, over a dozen distinct revenant lines

served the Tzimisce. However, several were exterminated
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during the Inquisition and the Anarch Revolt, two (the
ov and the Ruthvenski) were absorbed into surviving
families through intermarriage, and it is rumored that two
others (the Ducheski and the Rustovitch) have broken away
f

dangerous proposition,

rom the Tzimisce and now serve other masters—a distinctly
ven the Fiends' penc
tended, exquisite vengeance. Other rumors sta

nt for ex-

e that the
Assamites, Setites, Giovanni, or Tremere have followed in
the footsteps of the Tzimisce and cultivated their own lines

The four Sabbar revenant families that have survived o
the modern nights are universally wretched and disturbing
specimens by any “normal” standard. Incest, pedophilia,

nnibalism, bestiality
ctivism are

c subs

nce abuse, and fringe-move-
mong the more tame hobbi
practiced by the revenant families — and such behavior
endears them all the more to their m;
depeaved

ment political

who watch these

ter:

ntics with a twisted glee. Revenants often follow
Sabbat Paths of Enlightenment in place of human codes of
indeed, many of the older revenants have accepted

hs more fully than have Cainites of comparable age,
having been born into households that look askance at
n “ordinary” mortals

as dis-
tinctly inferior beings. A revenant is able to casually pass for

nstream morality and view

human more easily than low-Humanity vampire simply by
virtue of having a pulse and being in the habit of breathing,
but don't expect her to succeed in a college ethics course
unless she's been trained ro make a deliberate effort to fit in.

Revenants are like other ghouls, with the following
exceptions:

* A revenant produces one blood point of vitae per

night. This is not considered Cainite blood, and it cannot be

used to create other ghouls, Embrace a drained corpse, or
sait b

create blood bonds. A revenant b

amaximum hlood pool of
10 blood points, plus one blood point for every century he's
existed.

* In addition to family Disciplines, a revenant also

wpite acquires a clan weakness.

Formore information on revenantsin the modern nights,
see Ghouls: Fartal Addiction. Players and Storytellers see
data on histori nts should consult Libellus
guinis |: Masters of the State.

| reve:

BRATOVITCH

The most bestial of the four families, the Bratovitch
mainly keep to theirisolated rural estates, breeding hellhound
and other unsavory fauna and emerging only to hunt Lupines
t of the night, to kidnap brides and stu
Sabhat packs. Members of this
family are, as a general rule, more subhuman than most other
revenants, and they delight in their perversity and savagery.
Most Sabbat tend to avoid Bratovitch estates unless they are
truly desperate. This is not out of f

nd other be

serve as trackers for nomad

ar — Bratovitches look up

o Sabbat Cainitesas “big, nasty uncles” of a sort — bue rather
out of disgust. Cross a stereotypical back-country hill clan
with a Tzimisce and season with a liberal amount of pure
Neanderthal hunt-kill-mate mentality and you'll have a good
representarion of a Bratovitch. The family primarily lairs in
the North American wilderness, though a handful of
c

posts
be found in South America and the family’s ancestral
estate in Poland is still a respectably sized holding.

Members of the Bratovitch line do not follow Humaniey
too alien to them. Curiously, many Sabbat Paths of
Enlightenment are spread fairly equally through the family,
and the handful of Bratovitches with scholarly pretensions
have actually preserved some antiquated codes of morality
that even most vampires have forgotten.

Disciplines: Ani

Weakness: Bratovitches are easily annoyed — some
would say psychotic. They I rolls to resist fren:
difficulty, and do not play well with normal mortals.

ir's

alism, Potence, Vicissitude

ke

GRIMALDI

Once merchants in the Italian city-states of the 12th
century, the Grimaldis still enjoy a profitable position of go-
berween for the Sabbar’s dealings with mortal society. They
e probably the most “normal” of the four families, though
some would ary
as their va

that extreme wealth sets one aps
mpire blood does. Grimaldis are usually groomed
for positions of power, and it
of thi
le. city. Starting at birth, Grimaldis
enjoy every luxury that life has to offer, from private schools
and rutors todecadent vacations ar the most exclusive resorts
to the most wonderful toy:

In addition to furtheri

not uncommon for a member
family to hold a high political office or a corporate
lership role in his home

g the political agendas of their
masters, the Grimaldis have a second, more personal goal

that is kept secret from all but the leaders of the family.

Grin

Idielders believe that theircontinued existence hinges
on their utility to the Sabbat, and their destruction will be
swift and total should the Tzimisce ever withdraw the
Accordingly, the Grimaldi have begun to formulate contin-
gency plans for a transfer of family loyalty to the Ventrue of
the Camarilla or, alternately, to the Giovanni, should the
bbar ever decide thar the Grimaldis have outlived their
usefulness.

His.

v, this information would ensure the

family's total obliteration should it ever come to light, so the
privileged few who know of these treasonous thoughts make
certain to stay well away from their nominal masters.

The majarity of Grimaldis follow the Path of Honorable
Accord or the Path of Power and the Inner Voice. Som
however, are known to walk the Path of Caine (with appro-
ate allowances for their inability to commit diablerie).
di have taken to rejecting
" moral codes and staying with
Humanity, a development thar distresses the few Tzimisce
who have observed it.

P!
More and more younger Grima

their forebears' “antiquate

Aresnit: ALLes, ANTAGONSTS anp Omitss
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ciplines: Celerity, Dominate, Fortitude
Weakness: All Grimaldis past puberty are blood bound
to Sabbat members of hishop rank or above. This began asa
safety measure ta ensure that the Grimaldis did not betray the
bbat in the course of their extensive mingling with mortal
ety, but has devolved to little more than a formal rite of
passage and sign of majority in modern nights. Most Sabbat
rarely call upon their thralls; those unlucky Grin
regnants frequently impose their will upon the revenants will
maost likely be written off as " if and when
the f:

50¢

di whose

weeptable loss
mily decides to shift its allegiance.

OnERTUS
Reclusive scholars, the Obertuses have managed to

maintain their continued

stence by avoiding the Sabbat's
dy erickle

notice and by feeding their Tzimisce parrons a st
of research dara. Originally librarians and clerics for the
Tzimisce lords of the Byzantine Empire, the Obertus family
moved first to the clan’s ancestral homelands in Eastern
rope, then to the New World during the first waves of
bbat colonization. They still mainrain a strong presence in

the New England stares and the eastern Canadian provinces.

The Obertuses can best be characteriz hthonic, both in
their reclusive small-town nature and in their constant search
for knowledge that they may not necessarily want. Obertus

ch tends roward the paranormal: “ghoulies, ghosties
eguity beasties, and things that go bump in the nigh

mong other subjects

Like the Grimaldis, the Obertuses have asecret objective
that might well lead to their destruction should the Sabbar
cover it. The Obertus family elders have come to believe
that re y to the next logical step in
human evolution: Homo obertus is destined to replace Homo
sapiens, just as modern humans exterminated the Neanderthal
To this end, the family conducts experiments with various

d

nant existence is the k

permutations on the Embrace and the ghouling process, using
vitae from sever: “Kindred”
misce elder who was foolish enough to enter voluntary
torpor in an Obertus-

captured Camarilla and one

ntrolled fishing village outside Boston
No definite results have appeared yet, but the Obertuses
believe they may be close to discovering the secret of perpetu-
ating “ghoul”

xistence without a source of vampiric vitae.
Maost Obertuses prefer to follow the Path of Death and the
Soul, the Path of Harmony, or the Path of Honorable Accord.
Recently, some have begun studying the Parh of Meramorpho-
sis with an eye toward adapting it to their “new man.
Discip

es: Auspex, Obfuscate, Vicissitude
Weakness: The Obertuses were bre
lity, sometin

for intellectual
s at the expense of stability, and are thus
prone to monomania

nd similar psychological disorders
The vast majority of Obertus revenants suffer from the
Obsessive/Compulsive derangement (see Vampire: The
Masquerade, p. 222). At the Storyteller's discretion, an
Obertus may suffer another intellectual-style de

angement

for the “default” de bur all Obertuses exhibit

some derangement.

ZANTOSA

The Zantosas don't really seem to have a reason for

continued existence; in fact, if asked her opinion of them, the

— assuming she had even heard of
reve amilies — would reply with a blank look. The
Zantosa family appears to have outlived its usefulness,
exists prima
indulgent lifestyles and to provide entertainment for the
Toreadorantirribu, Serpentsof che Light, and”
the cream of Eastern Europe's social elite, the

bbat vampire

nd

ily to continue its members' decadent, self-

misce. Once

ntosas have
|
ion for shore-term gratification. The primary fam-
ily pursuits these nights include perry crime, vice, black
marketeering, and pushing the boundaries of pleasure, pain,

and withdrawn, forsaking long-term sociopolitic

manipu

and other sensations. [ndeed, the only ostensible reason the
Zantosas haven't be

1 wiped out by a Black
grom already is that the end results wouldn't be worth the
effort expended to cleanse their penthouses, nightclubs, and

Hand-led po-

movie studios.

s rocked the Zantosa family
estate in New York. No less than two dozen family members,
most with previously impeccable reputations (as Zantosa

Recently, an internal pur

ions go), were put to death in sudden and grisly

fashion by household elders. S:

reputs

hbat inquiries were notably

cursory (“let them kill themselves off” seems to have been the

general artitude) and were met with responses that the
ight dabbling in dark sorcery
atesponse that, curiously enough, did not warrant an Inqui-

destroyed partieshad been

sition ln\mrlmlwn The truth, known only to the Z
fami

antosa

uppermost echelon, is far more ominous. For the past

several centuries, the Zanrosa family has guardec
form believed ro be age. One
night in mid-1997, the crypt in which the body in question
lay was found empry with

atorporous
Tzimisce vampire of great

) prior warning and no evidence

o explanation has yet been forthcoming
Path of Cathari with an enthu-
siasm bordering on fanaticism, and some observers have

Most Zantosas study the

to following the
Toreador antitribu than to serving the Tzimisce. A few dedi-
Path of Death and the Soul, and
one rural enclave with close contact with the Bratovitches
follows the Path of Death
that there is a secret Noddist sociery within the family, but no
h of Caine.

commented that this family is more suitec

cated individuals pursue the

nd the Soul. Persistent rumors state

ntosa has openly admirted to following the P
Discip
Weakness: Zantosas are rather weak-willed when it

n — any temptation. Accord-

ingly, whenever a Zantosa is exposed to a particularly

xperience, she must make a Willpower roll

(difficulty determined by the Storyteller, depending on the

es: Auspex, Presence, Vicissitude

€comes 1o resisting temptal

pleasurable

experience in question). Failure indicates thar thy
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now obsessed with or @

ation
(which can be anything from doinga new drug to performing

Micted to that particular set

a particular sexual position to enjoying a sumptuous wine to
nything to
ence it again. Zantosas are also unable to spend Will-

the act of being fed upon) and will do damn near
expe
power to resist any supern

ural power that entices them

toward a new source of pleasure, and many have metuntimely

ends at the hands and other appendages of Cainires, fae, and
stranger creatures.

The following three types of ghouls are those most
commonly found among Sabbat havens. Ghouls: Fatal Ad-

lso offers a vast array of ghouls who could serve the

Sabbar effecrively, as well as more insight into the sect's
attitude on the matter.
Herr Hounn

The hell hound is a warped dog.
powers of Vicissitude to horribly disfigure the poor animal,

Tzimisce use rtheir

making it even more terrifying to view
hounds like mastiffs, rorew,

misce prefer large
ind walfhounds, but any

canine will do.
Physical: Strength 4, Dexterity 3, Stamina 4
Social: Not applicable

Mental: Perception 3, Intelligence 1, Wits 3
Talents: Alertness 3, Athletics 2, Brawl 4, Dodge 3, Empathy
1, Intimidation 4, Stealth 2

Disciplines: Potence 2
Willpower: 6

Blood Pool: 4

Attack: Bite/5 dice, Claw/3 dice
Health Levels: OK, OK, -1, -1,

5, Incapacirated

Toany
Few human ghouls serve the
Those who do prir

Sabbat for any length of
Ty

ily protect or provide for the
needs of communal pack havens. These ghouls are often
horribly altered through Vicissitude which binds them 1o
their
a visual freak

hbat master since mortal society would reject such

. Toadies may generally do as they ple
provided they serve their masters faithfully. In the end,

however, these minions are mere mortals, and they often

meet gruesome demises at the hands of their cruel keepers,

if not in combar

The following entry represents a guardian ghoul altered
throu;
in appearance.

licissitude.

Aost ghouls of thistype are. .. unique...
Physical: Strength 3, Dexterity 4, Stamina 5

Chari:
Mental: Perception 2, Inelligence
Talents: Alertness 2, Interrogation 1,
Intimidation 2

Skills: Animal 1, Firearms 3, Melee

Knowledges: Computer 1, Investigation 2, Occult 2

Social 1 1, Manipulation 1, Appearance 0
2, Wirs 4

Brawl 4, Dodge 2,

Stealth 3

plines: Fortitude 1, Potence 2

“onscience 1, Self-Control 2, Courage 5

Willpower: 4
Artack: Vicissitude-enhanced bone spurf6 dice
Face

Despite their disdain for the mortal world, many Sabbat
still deal with humankind to some degre
ously, their nocturnal unlifestyles make this difficult, so some
Cainites employ the aid of ghouls to speak and act for them.
hese ghouls often liv lways looking
wisted masters, or suffering the

e ar another. Obyv

skirtish, tenuous liv

over their shoulder for the

ire of ather vampires. Paranoia often overtakes even those
who do not suffer the stings of their masters' whips as they

slowly sink into a world of intrigue and sanguinary treachery

ghoul,
manservant who has duties other than violence and hav

The following entry is for a “mouthpiece”

guarding
Physi
Social: Charisma 3, Manipulation 3, Appearance 3
Mental: Perception 2, Intelligence 2, Wits 2

al: Strength 2, Dexreriry 2

Talents: Alerrness 2, Empathy 2, Subterfuge 1

Skills: Drive 2, Etiquette 2, Firearms 1, Stealth 1
Knowledges: Computer 1, Investigation 2,
Discipline:
Virtues: Conscience 3, Self-Control 3, Courage 3

olitics |

Jominate 1, Fortitude 1

Humanity: 6

Willpower: 4

New Crose CoMBAT MAN
* Chainsaw Gouge: This devastating maneuver almost

UVER

alwaysresultsindeath to the victim, orat least acrippling wound.

The
(though this may be performed with any curting-and-impaling
.

his victim witha chainsaw

ker must first “imp:

apon, such as a sword or knife) by scoring three or more
attack roll, which damages the victim nom 1
The victim must then succeed in a Dexteriry roll {difficulty 6)
or be “trapped” by the blade. The following tumn, the attacker
pulls the chainsaw up through the victim's body, spraying blood
every
re

successeson his

here and inflicting brural damage. As the chainsaw is

ly lodged in the victim’s body, no roll is required to see if
the attacker actually “}

its.” Fiendishness of this caliber requires
n-

ity 6) for anyone possessed of Hu
ity 3 or greater who performs such an act (though followers of
some paths might not suffer such qualms).
Ability: Dexterity + Melee Difficulty: None
Accuracy: None Damage: Weapon type+2

aConscience roll (dif

New RanGen CoMBAT MANFUVERS

* Hollywood Shooting: Some would-be shootist will
alwaysinsist on holding his gun sideways like the gangstersand
in the movies. Maybe it looks cool, but it ruins the
accuracy of the shot and often causes the gun to jam as the

tough gu
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To be sure, nothing positive can come of shoot-

ejected st ing catches between the slide and barrel (a

“stovepip

ing like this, but some onlookers seem to think i

's nifty. This
style of shooting ma

s0 be appropriate for someone with no
Ficearms skill who's seen too many

movies, or for a gun-

wielding thug whose experience comes from the streets instead
of the gun range

If the ass:

wnt botches on his Firearms roll while Holly-
woaod shoating an automatic, not only does his gun jam, but
the gun jerks his arm away (as the gun literally carches the
casing and follows it), resulting ina -1 wall dice pools on the
following rurn (and any other actions taken during the same
turn}. Botching with a revolver carries no unique penalty —
perhaps the cylinder explodes or refuses to spin, as per a
normal botch.

Damage: Weapon type
of flame
pon. emits a steady

methrowers issues forth a “spray

instead of a physical projectile. The we

stream of flame, not unlike a fire hose, which sweeps over an
This spray functions like strafing, adding 10 dice to a

standard artack roll, with a + 1 di

are,

iculty for each meterinarea
of effect covered beyond the first
Successes are divided up just as in strafing and do not

apply to the damage effect; each success on the roll yields one

autom

age, which may be
soaked as described in Vampire: The Masquerade, page 2

health level of buming

Dodge rolls against fire spri

are at +1 difficulty.
Difficulty: 5

ty: Dexterity + Firearms

WFEADONS

The Sabbat, taking into account its members fanaticism
and fledgling fiendishness has been known to make use of some
unconventional weapons when violence becomes an issue.
Whether charging a Camarilla prince with a flamethrower or
r with a broken bottle, the Sabbat is
afraid ro hurt itself, as long as it hurts its opposition more.

ting a rowdy b

Firearms

Firearm TrArTS

(&
question. Caliber is given in either a fraction of an inch (e.g.
45 caliber is 45/100 of an inch across) or millimeters (e.g.
9mm}. None of the weapons here have a true
ever; the Trait is incl

ber: The diameter of the buller fired by the gun in

caliber, how-

d merely for consistency.

Damage: The base number of dice rolled for damage after
asuccessful strike. All fir

arms do lethal damage against mortal
st vampires, firearms do merely bashing damage,
dds 2 to attack difficulties
: The Masquerade,

h case the damage is considered lethal

rargets. Ag

unless the head is targeted (which

andone die todamage pools, as per Va

page 209), in wh

Range: This is the practi
ons may be fired at twice this distance, but the
considered long range (difficulty 8).

al shot range in yards. Weap-

attacks are

Rate: The gun's maximum cyclic rate, or the number of
shots it may fire per combar rum.

Clip: The number of shots that the weapon holds.

Conceal: I' = Can be carried in the pocker; ] = Can be
hidden in a jacket; T = Can he hidden in a trenchcoat; N =
Cannot be concealed on the person at all

Zip Gun: Simple, homemade affairs, zip guns are hastily
assembled mechanisms for firing bullets in the general direc-
cy
is impossible with such low-tech merhods, but these guns'

tion of the gunman’s enemy. Anything resembling accur.

disposable nature and low cost (they can be made from parts

rreet) make them a viable

stolen from cars parked on the

option in a pinch.

Caliber: None, really; varies by whatever bullet you fi
out of it

Damage: 3 (some models have no chamber to aid com-

ause only 2 dice of damage)

pression, and m:

Range: 510 15

Rate: |

P, and if a cap finds it, you're in serious trouble
tile

Flamethrower: A vampire carrying a canister of vol
liquid on his back is unlikely to last long, but some Sabl
so devout (or insane) thar they'll t
smiting enough enemies. A flamethrower “shoots” a high-

at are

¢ the chance if it means

pressure spray of combustible liquid ar its target, igniting the

gerting a hold of
one of these is quite difficult, and ludicrously illegal. Note: If a
bullet strikes the tank, the Storyteller should roll a die. Ona 7
or less, the tank explodes, doing 12 dice of

liquid as it leaves the weapon. Needless to

ggravated damage
to the w

wrer, reduced by 2 dice for every yard of distance from

the blast for anyone else caughtin the conflagration. Aimingfor
the tank increases the difficulty of a given shot by 3.

Caliber: NfA

Damage: Varies by amount of targ
Vampire: The Masquerade, page 227

Range: 3 to 10

Rate: NJA

¢ 20 tumns of fuel

'sbady covered. See

Conceal: N (the rig weighs berween 30 and 60 pounds)

MFELEE WEADONS

Meree Weapon TRArts
The base
successful strike. For melee weapons, this is based on the
trength Trait (and Potenc
ber of dice determined by the si
weapon in question

Damage: imber of damage dice rolled after a

characrer’

any) plus a num-

mass and design of the
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Conceal: The amount of clothingunder which the weapon
may be hidden. P = in a pocket, ] = undera jacket, T
trench coat, and N = the weapon is too large to carry concealed.

Minimum Strength: The minimum Strength (Porence
applies to this rotal) that a ¢

inder a

racter must have in order to

wield the weapon in combat

Brunt Weapons
Bottle: Ubiquitous and conveniently sized, bott

s make
passable improvised clubs. If the bottle is broken, it becomes an
edged weapon that does lethal damage. Breakingabortle sothat
it is  functional edged weapon and not a handful of shattered
plass is dif

icult, and subject to Storyteller discretion.
Damage: Strength
Conceal: |

Minimum Strength

Sledgehammer: This refers to a construction-grade
fgehammer, used primarily for breaking concret
other masonry. In the arms of even an av
vampire, the sled,

and

ge man or
ble of splitting heads like
ripe melons. Being caught walking around with one is a good

chammer is cay

way to spend an hour or two in the back sear of a police car,
with a possib

e bonus stop at the county lockup.
¥

Damage: Strength +3

T

Minimum Strength: 3

Conce:

Epcen WeapoNs
Edged weapons do lethal damage unless otherwise indicated
Board with a Nail
with nails are cheap, menacing and dangerously effective.

The archerypal thug weapon, boards

Police take dim views of those who arm themselves with such
obvious implements of destruction. The board with a nail
may be
is considered lethal (

aked as if it wasa blunt weapon, but leftover damage

nd thus not halved by vampires)

Damage: Strength +2
Conceal: T
Minimum Strength: 2

Chainsaw: A chainsaw is a gas- or electric-powered

sawblade used to cut down trees. [t is merciless when used as
pon, as it passes through soft flesh like a hot knife
through butter. It is also quite awkward, and attempts to use
a weapon are at +1 difficulry.

Damage: Strength +4

Conceal: N

Mi
Cleaver: A heavy, oblong kitchen knife, the cleaver is
surprisingly qu

aw

um Strengt

. They're used to dress chickens and dice
vegetables, and havesimilar effects whenused onhuma

Damage: Strength +1

anatomy

Conceal: |

Minimum Strengtl

Machet
ing one's way through jungle undergrowth, the machete
becomes brutal and intimidating when used as a weapon
Many Sabbat packs in Mexico have adopred the machete as
their weapon of choice.

1
A heavy, broad swordlike knife used for hack-

Damage: Strength +2

Conceal:

Minimum Strength: |

Meatheok: M
meat-packing plants to drag or hang hundred-pound «

wthooks are used in slaughterhouses and

carcasses, While of questionable effectiveness as a weapon
their curved shape tends to stick i the victim — they
nonethe

s cause a significant amount of impaling trauma,
Additionally, their wicked look makes quite an impression
on would-be enemies.

Damage: Strength +1

Conceal: |

Minimum Strength: |

Straight Razor: The straight razor does little damage
its fine blade causes minimal trauma in and of itself. However,

the precise cuts they make can cause havoc when applied to

important blood vessels, or they may be used to open the skin

in preparation for stripping it all away by hand
Damage: Strength -1
Conceal: P
Minimum Strength: |
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