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BLOOD BOND
Wiritten by Ken Cliffe

(Dowster! whiheris thy
haste? What designs breed thy rage?”
— Beethoven, Fidelio

Many Cainitesenjoypretending they
hinve become bitter eynices, incapable ol
caring or being cared for. Despite the
cllortthey put into their steely images,
the reality of the Blood Bond denies
this pose. The hearts of all
Vampives, whether they have
reached the splendor of
Goleconda or the inhuman
depths of diablery, can be
scduced by the thrice-drunk
vitie of their Kindred.

Those thus captured find the
warmth ofa new-found love spreads
through them as they gulp down
the third draught. The desires
of their regnamt become their
own, and not cven their own
existence matters more than their
beloved,  No acne-scarred teenager
wis ever more enthralled by puppy
love.  No newlywed ever lelt greater
desire. No mortal has ever felt more
vulonerable.

Blood Bond is total.
Blood Bond is consuming.

Blood Bond cannot be escaped.,..
Orcan it?
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Blood Bond explores some of the most powerful emo-
tionsknown to the Undead. Set in Chicago, this story supple-
meat may betold as part of the Forged in Sted Chronicle and
placed either before or, more appropriately, after Ashes to
Ashes It involves settings and people detailed in Chicago by
Night. The story isdso structured loosdaly enough to stand on
itsown so it can be played as part of your own Chronicle, in the
setting of your choice.

As the possble outcomes of Ashes are virtualy unlim-
ited, this story makes one bask assumption about what occurred.
Lodin is assumed to have survived hiskidnapping and is ill
reigning Princeof Chicago. If Lodinwasdestroyedinaprevious
gory, ssimply replace his role in this story with anew Prince or
powerful Elder of your ownchoosing. Y oushould dsokeepin
mind thatif you movethestory out of Chicagoitrequiresyouto
change Nedly and some of the other major Chicago VVampires
described in this gory into smilar Kindred from your own
‘Chronicle.

Thisstory dso presumesthat the charactersare Anarchs,
or at leest rebels of a sort. If thisis not the case, modifications
will have to be made in the way we describe the interactions
between Lodin and some of the other elders and the characters.
Thisshould not change things drasticaly, butitwill requireyou
to fabricate anew st of motivations for the characters — which
ispretty much left in your cgpable hands in any case.

Theame

"It is by the goodness of God that in our country we have
those three unspeakably precious things: freedom of speech,
freedomofconscienceandtheprudencenever topracti ceeither
ofthem.”

— Samud Clemens, "Following the Equator™

This story concerns itself with the eternal pursuit of
freedomand examinesthereason why somewishtorestrictitin
others. In Blood Bond, the characters are dlowed a greet ded
of persond choice and may well be instrumental to an Elder's
liberation from Blood Bond. While having a widelatitudein
choogng their actions, the characters are later forced to make a
number of moral choices — freedom hasa price. Over the
courseof the sory the characters discover the oppressiveness of
the Camarilla and are invited to determine their own fate by
joiningthe Sabbat.

Thepursuitof freedominevitably leadsto direct confron-
tation with powers seeking to repress the individual. The Prince
of the city acts to restrain the characters and preserve the
Masquerade. |If they are able to defy the Prince's tyranny, the
characters may control their own fate. But of course there isno
escgpefrom the Blood Bond. It deniesall liberties,it suppresses
al freedom.

The characters seek autonomy and strive for freedom
throughout the story, but inthe end they may ask themselves,
"who among us is Blood Bound?*

Plot

"1 only think of you ontwo occasions
That's day and night"
—TheDed, "Two Occasions"

This story revolves around a feud between two Elders,
waged over theloveof amortal woman. Thecharactersbecome
involved when they unwittingly rdesse one of the feuding
Elders from stasis during a battle with a pack of Sabbat. That
Vampire then exacts his revenge againg his old foe, Nedlly
Edwards of Clan Ventrue, a revenge which the characters are
made witness to over the course of anumber of evenings.

Haggard and broken, Nedly findly turns to the charac-
tersforaid. If the characters decide to help him, however, they
unwittingly causehim more harm than he has dreedy suffered.
Sll, by persavering, they emerge with freedoms previoudy
unimagi ned—thepower to choosetheir own path of existence.

The mystery behind these events ultimately unfoldsin a
cemetery during the rite of initiation for the Sabbat, which has
quite an exclusve membership. In order to escgpe the Blood
Bond put upon him by hisenemy, Nedly iswilling tojoineven
them.

Note that most events in this story take place over
extended periodsof time. At first events ssem unrelated, but as
the characters partake of severd unusual scenes, they redize a
subtleconspiracy isat work. Toreflect thisgrowing awareness,
the Storytdller should stage initial scenesindependently of eech
other, at times specified within each scene. Only once Chapter
Three is underway should the characters begin to redize the
trouble they have ssumbled into.

The Story ofthe Feud

"ohi missthetreacherythe shameless

kiss of vanity the soft and the black and the

velvety up tight againgt the side of me and

mouth andeyesand heart all bleedandrunin

thickening streams of greed"

—The Cure, "Disintegration”
Theseedsof thi sstory werepl antedjust under ahundred
years ago. The story begins with two young American aristo-
crats from Chicago; one was named Jefferson Foster, the other
Neally Edwards. The two men were inseparable friends shce
early childhood. Coming from rich families, the two were
afforded much time to devote to frivolity, and did their best to
enjoy life's pleasures. Jefferson wasthe moreascetic of thetwo
and preferred to experience cultura delights wherees Nedlly
preferred self-indulgence and revelled in hedonism (though
retainingafrontof respectability). Thoughthepairhad disparate
tastes, they complemented each other perfectly and attended
most socid functionstogether, forever trying tocomprehendthe
appeal behind the other's favorite pleasures.
Theirrelationship changed when Neally becamehooked

onmorphine, Jeffersongoodby hisoldfriendthroughtheentire
period of degradation and socid uproar surrounding his old
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friend's addiction. While Nedly's other friends and even his
family turned their backs on him, Jefferson remained at hisside.
Neally had expected his friends' rejection, and could not under-
stand why thisone stayed with him. Guiltand arefusal to accept
that someone could give such unconditiona friendship began to
haunthim. Asthepain of rehabilitation continued, Nedlly began
toresent hisold friend for hisfaithfulness. When hefinally left
the morphine clinic, a broken and londy man, he did uncon-
scioudy took to avoiding Jefferson. Then he met Lodin, the
Prince of Vampires,

Jefferson acoepted that his old friend needed some time
to himsdlf to recover from thistraumatic period. What Jefferson
did notknow wasthat hisfriend had recently been takenfrom the
relm of mortality and turned into aVampire. Approached by
Lodin, Nedly had required little persuasion to leave hisold life
and enter anew one. Nedly found his new existence more
fulfilling than any other physical pleasure he had experienced.
He dso found it the perfect way to revenge himself on hisold
friend (though hedid not think of it that way, in hisown mind he
was doing hisbest friend afavor) and took thefirst opportunity
to turn Jefferson into one of the Undead — with Lodinss
permission, of course. Now Nedly could be stronger than his
oldfriendfor dl eternity, and he secretly revelledin thefact. No
more would be fed like the wesk and hepless half of their
friendship. Once again the two spent amost al their time
together, but things had changed between them.

Jefferson did not appreciate the physicality of Vampiric
exisence. Heresented his Beedtid sde and silently longed to
behuman again. But, since Jefferson'sconstant companion had
accepted this new life, Jefferson decided he should too. He
never redized why his old friend really enjoyed his company,
and grew to accept that Nedlly was now the senior member of
their "partnership”, just has he was during Neally's "illness."

As Vampires continued their old ways they had the
capacity to enjoy more of their favorite pleasures given their
newfoundlongevity. Theirforced camaraderiefaltered, though,
when thetwo saw abeautiful actresson the Chicago sage. Her
name was Emily Carter and her grace and vivacity captivated
both. Jefferson was drawn to her for her purity and innocence.
He cherished those ascetic qualities as he would awork of art.
Aboveadl he appreciated her humanity and wanted to allow her
toretain that virtue, thusgiving him back something of which he
hadlogt. Nesdlly, ontheother hand, cherished her for morecarna
reesons. He was greatly aroused by the woman's purity and
innocence. Hewanted to corrupt Emily and make her aLick so
he could master and abuse her at hisleisure.  While Jefferson
wanted to protect her, Nedly wanted to possess her — and both
began to compete for her affections.

When thetwo men courted Emily, their frayed friendship
strained and finaly snapped for good. Eventually their diver-
gent motivesresulted in direct confrontation. Nedly ultimately
wonEmily'slove, attracting her with the power of hismasculine
charm. Though Nedly originally wanted to Embrace her, he
found making her aGhoul more satisfying. Heredized twisted

sexud pleasure in possessng Emily as a private, permanent
source of Food. Coincidentdly he aso discovered that Emily's
continued humanity caused Jefferson much distress. Neally had
come to enjoy his friend's usdless efforts to win the girl. By
leaving Emily her humanity. Nedly could till beentertained by
Jefferson's vain efforts — Emily's humanity kept Jefferson
intent in his desire to win thewoman. Had she been Embraced,
Jefferson would know that she was unattainable and would have
givenup thehunt.

To ensure Emily remained his, Neally Blood Bound her.
Jefferson was outraged by Nedlly's crime and moved to sted
Emily away and protect her from further corruption. His
desperate rescue efforts faled, however, the strength of the
Blood Bond being immutable. Thus the old friends became
bitter enemies, intent only on causing harm to one another.

Over the ensuing years Jefferson made severd attempts
tobreak Neally'sBond over Emily. Hiseffortswerewasted, so
he sought somehidden meanstobreak theBond. Somemethods
seemed promising, but nonesucceeded. 1t was then that Jefferson
learned of the secrets of the Sabbat — they had magtered the
Bond. The only way to learn the Sabbat's secrets was to join
them. Withlittle hopeto befound e sewhere, Jefferson traveled
to Toronto where the Sabbat wererumored to bein power. Once
his dangerousjourney was complete he entered agraveyard in
the center of the city and announced his presenceto the dreaded
brethren. After passing many tests he was initiated and then
accepted into their Tribe.

Hisinitiation into the Sabbat was maddening, and it tore
fromhim hislast vestiges of sanity. After hehad pulled himself
from his own grave, as the Sabbat indoctrination demands,
Jefferson logt al shreds of his humanity. As a ferocious,
predatory beast, he forgot his former purpose and ran with the
Sabbat for decades. He had broken free of his pagt, but he has
logt himsdlf in the process

Only after years with the Sabbat, and after gaining
considerable power and experience, did Jefferson began to
recal his previouslife with the Camarilla. The year was 1967.
By that time Jefferson was an Elder within the Sabbat and held
significant power in Toronto. However, with thereturn of his
memories, the passion of hisformer love for Emily returned as
well and Jefferson could no longer bear being apart from her. He
therefore forsook his power, abandoned the Sabbat, and |eft
Toronto for Chicago. Back in the city of his Birth, Jefferson
learned that Nedlly was till dive and had gained great authority
asaservant of Chicago's PrinceLodin. Neally hadrisenhighin
the Prince's ranks, earning Lodin's trust and becoming one of
his most important progeny.

Not having seen Jefferson for years, Neally had thought
his old rival long dead and given him little thought. Subcon-
scioudly, however, Jefferson had great effect on him. Sincehis
friend left, Nedly had begun to take on some of partner's
characterigtics, becoming more willing to help others and less
suspicious and guarded. The two of them had aways been
opposite hal ves of the samecoin, and with Jefferson goneavoid
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had been created in his heart. Over the years hefilled that void
with the fragile remnants of his own humanity, and had even
managed to gain new humanity.

In a sensxe, the two had traded places. Ther fates
interwound with one another, and one could not make achange
without the other changing inturn. TheYinand Y ang werein
adance, and the opposites had to be maintained.

'On hisreturn the col d-hearted Jefferson had the opportu-
nity totakeNedly by surpriseand destroy theV ampireonceand
for dl. Having gained much power in the Sabbat, however,
Jefferson dso deveoped arrogance, and resolved to inform
Neally of hisreturn soas to season theflavor of thehunt. Given
theopportunity to preparefor attack, afrightened Neally sought
to destroy Jefferson before the latter could strike. 1t was not
difficulttolocate Jefferson's Haven. Nedlly correctly surmised
that Jefferson would seek refugein aplacecdose to hislost love.
Arrivingonthesceneof theoldtheatrein whichthepair had first
seen Emily perform, Neally discovered Jefferson's deeping
form. He created a number of Ghoulsto assist him and they
brought him to the thestre just before sunset. He then staked
Jeffersonjust as hisvictim awoke for the night. Though hehad
intended to extinguish Jefferson, he found that his heart would
notlet him take such action—the dance continued on. Withthe
theatre under restoration, Nealy and his coterie disposed of
Jefferson’'sbody at the scene of their crime. The immobilized
Vampire was immersed into a mold of wet cement and left
imprisoned there. Then Nedly dew dl his Ghoul helpers so as
toleave no witnesses. When mortalscameto work thenext day,
Jefferson was entombed within the walls of the thegtre.

e f et ———————

ThE RETURN -+ -

Ky

Jefferson’'s imprisonment was tortuous. Staked at the
moment between day andni ght, hewasawakefor hisassault, but
was not roused enough to enact a defense. Thus, Jefferson was
forcedto liephysically dormant, but being mentally aware, lay
trapped with the pain and suffering of his gaking. Thistimein
dasis caused Jefferson to kindlean even more intense hatred for
Nedly. That hatred was fueled further by dienotion that Emily
dill lay intheclutchesof Neally and that Jefferson could nought
but brood.

Since digposing of his enemy, Nedlly has grown even
more complacent. Hisposition in the Chicago Camarillaaffords
him considerable power and resources. Being thePrince's chief
ad, heisdso protected from harm — who would dare incur
Lodin's wrath by assaulting him? Given this authority and
protection, Neally hasfound that he no longer needs to defend
himsdlf against enemies, and has every need catered to. This
complacency makes Nedlly particularly vulnerableto Jefferson's
return, and the characters play a hand in the latter's release.

The Flashback

If you are especidly adventurous you may wish to
roleplay out thi sstory usingan advanced roleplayingtechnique:
Hashback. Simply have two of your players play the two
"friends," other players play the various other characters, and
alternate this story of their feud with the story of the primary
characters and they attempt to conclude it. Be forewarned,
however;thisisadifficult task and not oneto be undertaken by
every troupe. To be sure, however, there is no better way to
explain the details behind what is happening in this story.

S S

CHAPTER ONE: The ReTupN

2

"Black day stormy night
No love, no hope in sight
Don't cryheiscoming”
—Prince, "The Cross'

This Chapter introduces the characters to Jefferson Fos
ter: they hdp him excgpe his stony prison.  After meeting
Jefferson, the characters do not encounter him again for some
time. But when they do, they redize that a ory is subtly
developing while they have been busy taking care of other
business. To create thisstorytelling effect, this Chapter should
beplayedasadiversionin another story youaretelling. Though
events described here have no bearing on the story you are
currently telling, the players do not know that and may try to
incorporate Jefferson'sarrival into your story. Letthem do so
and try to keep your laughter to yourself.

e

Scene One: Drama at the Theatre

In this scene the characters attend the opera when a
motorcycle gang bursts in, interrupting the performance. The
gang members are actually rogue Sabbat in search of their long
logt leader, Jefferson. The gang has been looking for him for
sometime, and recently aCamarilladefector from Chicagotold
them that Jefferson had been seen in this thester prior to his
disappearance. Departingimmediately to Chicagothey visitthe
theatreas soon asthey get totown, causing acommotion asthey
saarch it. They see the characters and the performance and,
hopingtofindarebdliousspiritintheNeonatecharacters, invite
them tojoin their ranks

Thegang doesno go unmolested, however. A Camarilla
Elder and his guards are dso on the scene. These Vampires
confront the Sabbat, resulting in abrawl which literally brings
thehouse down. Regardless of whether they get involved in the
fight or not, the characters get in trouble with Lodin, who
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becomes angered by any breach of the Masguerade (the Cama-
rilla has long been pressuring him to control his tumultuous
Anarchs).

To add further spice to the scene, Neally and his Ghoul,
Emily, aredso at the theatre. And, of course, Jefferson himself
is met near the end of the scene when the characters free him
from his tomb of stone.

Setting

This scene is completely encompassed by the setting of
the theatre, which is Chicago's famous Auditorium Building
and theetre, located on East Congress Parkway. The thegtre is
the same in which Jefferson and Nedlly first saw Emily, and it
isthe samebuilding in which Jefferson wasentombed by Nedlly.
The theatre is old and has undergone considerable renovation,
though Jefferson has gone undisturbed thanks to Neally's ma-
nipulations.

If the characters would not normally attend the opera,
change the circumstances of the performance (i.e make it a
comedy, adramaor a Shakespearean tragedy). A high society
performance s mply lends atmosphereto the scene, allowing for
gark contrastwitharrival of thebrutal Sabbat. Charactersmight
adso be induced to attend the opera if they somehow get their
hands on free tickets.

Dialogue and Drama

Thereare severd opportunitiesfor dialogueand dramain
this scene. The characters may get into an exchange of insults
with Sheriff. They caninteract, violently or nonviolently, with
the Sabbat gang. Oneor moreVampiresmight encounter Emily
andmakean attempttocharmher. And, after releasing Jefferson
from his prison, the characters may spesk shortly with him
before al abandon the theatre. The potentia for Drama cannot
be ignored, whether it be with Sheriff, the Sabbat gang, or the
newly risen Jefferson.

Y ou can run thefollowing episodesin any order youlike,
but they are presented in the order that they will most likely
occur. You will probably be doing some mixing and matching,
orienting your story tofit theactionsand desires of the characters.
Wecannottdl youwhat your playerswill do aseven you cannot
do that, so we have tried to give you an idea of some things to
present during the scene.

Keep in mind that thethestreis part of Elysium and that
violenceisstrictly prohibited within its bounds. What occursin
this scene violates the sanctity of Elysium and the charactersare
likely togetintroubleforit. Y oumay wishtowarnyour players
of this, if they are not dready familiar with it.

* Overbearing Balthazar
One of the first things the characters see once they get to
their seatsisaVampire Elder who they have had dealingswith
before. Helooksdown at them from hisbox seat and givesthem
anevil amile. After afew momentsheleansover therailing and

-+ NDIGH CULTCURE -+

motionsthemto comeupto hisbox toattend him. TheElderwho
attends the theatre should be one that the characters have had a
run-in with before; the two parties should not be on the best of
terms. If you havedready played Ashesto Ashes, Sheriff would
beidedl forthispart. Heattendsthetheatrewith ahumanwoman
named Louella, presumably his evening meal. Three body-
guards are dso with Sheriff. These Ghouls never speak. Indeed,
they keep their distance at dl times, but their presence is
unmistakable.

Depending on how you want to sage things, the charac-
terscould dso spot Sheriff first asheentersthetheatre. Any way
youdoit, hisfirst wordsare |loaded with the samedisdain (don't
forget his Southern accent):

"WhattheHell areyoudamn Childer doin' here? Thishere
placeisfer culteredfol ks, not snott-nosedlittlebrats. Whydon'
yo all jus' go on home to yer mommies."

Thecharactersmay insult Sheriffinturn, butitisunwise
toraisehisire. Though hemay not takepublic action against the
group, hewill definitely comedown hard onthemthenext time
they meet. If it ever seems like Sheriff is in danger of being
atacked, hisguards closein, and one of them will open his coat
to the characters, revealing an Uzi with asilencer. Surrounded
by hisretainers, Sheriff leansback intothe shelter they provide,
breaks a smug grin and folds his arms across his wide chest —
just daring the characters to make the first move.

. Despite this the characters may take physical action
against Sheriff. Once any sort of physical action is taken the
guards take out their weapons and surround their "liege'.
Fighting in the theatre is definitely a mistake, though, as it
threatens the Masguerade and will put the characters at odds
with Lodin (as he discovers what occurred).

If afight is about to break out between Sheriff and the
Anarchs, you may alow the battle to proceed or use your
Storytelling powersto bring it to aprematureend. Thelatter is
more conducive to the flow of the story, but it goes somewhat
against thetheme of the ory. However, just as Sheriff isabout
to act againgt the characters, he seems to glance beyond them.
Heinstantly lowers his guard and quickly moves away. If the
charactersturn, theyfindNeally standingonly afew feetbehind.
Emily iswith him. Neally staresat them coldly, asif to suggest
"show alittle more wisdom or suffer the consequences’. Wise
characters will comply. This encounter is especidly useful
because it lets the characters know that Nedlly is present, and
dlows a least one character to see Emily. |If that character
continuesto watch her asthey part, the Vampirenoticesthat she
turns back to return the character's | ook—an act of recognition
and attraction.

* Seductive Emily
If the characters have not already met Emily, you should
haveat least oneof them noticeNeally step into oneof theboxes
overlooking the stage, accompanied by a startlingly beautiful
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woman. Describehow drawn the character isto thisdark beauty
who gtsinNeally'sbox.

SheisEmily, Neally's Ghoul and lover. With one Intelli-
gence success against avalue of 6, acharacter recognizesNeally
if they have never met before. With two successes, acharacter
recognizes Emily as Neally's "persond companion.” While
watching Emily, she will look back, lock eyes and smile. The
character may ssek Emily out, perhapsduring intermission. The
physical appearance of the character is inconsequentia to the
Ghoul; Emily isphysicaly interested in any Kindred. If Emily
s the character approaching, she moves away from Neally
and greets the character in a warm, alluring way. Emily
immediately dives into sexud flirtation and is prepared to
engage the character in a more physical encounter (sse Emily's
Exploits, below). If the character is game, the couple may
decide on an agreegble time and place. Emily is not opposed to
getting things going within the theatre itsdlf.

You need to carefully choose the character that Emily
will flirt with in this subplot. First of al you need to be
reasonably sure that the character will respond in some way to
her advance. Secondly you will want to choose a player who
will go along with it and who can roleplay a character in full.
Since the player in question will receive alot of attention in this
story, you should choose aplayer who has not been the subject
of a subplot in sometime.  In terms of appropriate character
persondlities, those with Demeanors or Natures of Gallant,
Deviant or Hedonist readily come to mind as types who could
easly beinterested in Emily. However, characterswho are abit
more straitlaced (and find their perfect counterpoint in Emily)
would be the Cavalier, Curmudgeon and Visionary.

Itisimportant that Nedlly be present at the theatre when
the Sabbat gang breaksin. Hefrequentsthetheatretoreishin
hisvictory over Jefferson. By attending the operawith Emily,
Nedlly effectively thumbshis noseat Jefferson. Present during

the Sabbat intrusion, Neally becomes aware of their existencein
Chicago. He a0 learns of any dim relationship that develops
between the characters and the Sabbat, whether by witnessing
their meeting or hearing of it afterward. These pieces of
knowledge are significant asNedly later "employs' the charac-
tersto get him in touch with the Sabbat.

* Enter the Sabbat

Just after intermission a commotion is heard out in the
lobby. Characters who get a Perception success of 6+ hear
someone shouting in a gruff voice and then everyone hears a
crash as if someoneis being thrown around. The Sabbat make
their entrance by throwing a theatre security guard through the
main doors, into the audience area. The use of their Vampiric
strength is a blatant breach of the Masquerade, but the Sabbat
(especidly rogue ones) do not uphold petty Camarilla Tradi-
tions.

Then, ignoring ared-faced chief usher, the leader of the
gang strides in with obvious arrogance. (Immediately after the
bikersintrude, thetheatre manager callsthepolice, thoughitwill
beat least 10 minutesbeforethey arrive. ) Making as much of
acommotion asthey can, theV ampiresbrazenly announcetheir
arrival. They shout, hoot and holler, declaring, "We're herefor
the Party! Let's get some real culture!” They claim that they
want to watch the opera as well, and won't hear otherwise.
Moving near the front of the theatre they begin to tossanumber
of bgjewel ed matronsand their dozing husbandsfrom their seets,
intent on seating themselves.

Though the Soprano's ariafalters somewhat, shebravely
carries on, but never takes her eyes off of the strange intruders.
However, when the Vampire begin to boo and make suggestive
commentsabout her bust size (and thearmor she'swearing), she
stops singing completely and runs off the sage. Mortasin the
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theatre dso take this as their cue to leave and make way for the
nearest exit, though not that used by the gang.

In a few moments the thegtre is void of those who ill
bregthe. Nedly and Emily are among those people leaving.
Neally doesn't want to take responsibility for dealing with the
Sabbat, leaving that abor for Sheriff. To sot Nedly leaving,
characters must get a Perception success of 7+. If the characters
are actively looking for Nedly or Emily, a success of 6+ is
needed. Anyone pursuing the couple is | eft behind as the two
enter awaiting limousine which quickly drives away.

You should make sure that the characters have sedts
located tworowsin front of the seets taken by the Sabbat. Bach,
the leader of the gang, gets a look at the characters after he sits
down and recognizes their kindred Vampiric spirit. Assuming
the charactersare Anarchs of asort, hedso recognizesakindred
rebellious spirit. Reaching over the people in front of him, he
says to the characters in a sage whisper:

"Ah, Brothersand Ssters! Why do you remain within this
oppressive Camarilla? You areyoung andpowerful. You have
rights andfreedoms that are yours, but your precious Elders
deny them.  Seize your rightful might! Throw off the Camarilla's
yoke! Join us. Join the Sabbat! Oursis the way tofreedom!"

Bach's offer is gpoken in the traditional revolutionary
words of Sabbat and are intended to enlighten potentia candi-
datesto waysof lifedternativeto the Camarilla. Anarchsarea
primary source of recruits for the Sabbat (the Sabbat was crested
centuries ago by Anarchsin open revolt), and they work hard a
seducing characters over.

Evenif thecharactersarenot Anarchs, you could assume
that Bach makes a mistake and presupposes that they are. After
al, Neonates in the Camarilla gppear oppressed when compared
to the Sabba Throughout the remainder of the dtory this
example of mistaken identity can be continued, providing hu-
mor and, moreimportantly, keeping the charactersinvolvedin
it

After the Sabbat are sdttled in their seats and begin to
make trouble, Sheriff and his retainers move toward the gang.
He acts on his own volition, enraged that Sabbat would dare
show their facein Chicago and further angered with the Sabbats
break of the Masquerade.  Sheriff, backed by his bodyguards,
orders Bach and the Sabbat to get out of town or be destroyed.
Theyrefuseandafightensues. Thebattleishorribly brutal. The
Sabbat immediately become bestid and rend their opponents
limb from limb.

Characters may get involved in the brawl on the side of
their choicg, or may remain neutral. Witnessing the carnage
caused by the Sabbat, the characters may well choosetostay out
of it. Sheriff commands the characters to come to his aid and
bellows accusations of treason if they take the Sabbat's Sde or
do not get involved. The Sabbat gang take part in thefight for
pure enjoyment They are not interested in destroying the
characters unless the characters uselethd force. As Sheriff tries
to destroy his opponents, they dothe sameto him. Revelingin
the mdeg the Sabbat laugh when they take the characters

blows, and expect the characters to have fun too.

During fight the bikers have little to say. They are
completely wild, so are limited to screams of primal rage. For
shock efect acharacter could strike an opponent, she takes the
blow, turns to the Vampire with a smile of pleasure and says
"thank you" beforeknocking the character through awal. The
Sabbat are enjoying themsdlves and are not very concerned
about their own safety. For them, thisisagame.

* The Sake in the Stone

The battle at the theatre is incredibly destructive. The
Sabbat usedl their strengthin battleand, sSncemortalshave fled
the theatre, Sheriff is not opposed to unleashing his full power.
This results in shattered walls and fallen beams. Among the
debrisisthe stone dab in which Jeffersonistrgpped. Theman-
Szed goneis unique in that it has a wooden stake protruding
from it Reaching from its surface is a concrete encrusted glob
wrappingaround the stake—possibly ahand. At somepointin
this soene, the characters must spot this unusual piece of ma-
sonry. During battle, it may be discovered on a successful
Perception success of 5+. If noroll is successful, the Storyteller
should have a character come across the stone as a narrative
event

Since the characters are involved in fierce combat, the
gtake should appear as a gift from the gods. Emphasize its
presenceto acharacter not doing sowell inthefight (Y ou have
been knocked head-over-hedls into a 6-foot-tall concrete dab.
Through the haze of blood obscuring your vision, you see what
appears to be astake protruding from it") If she usesit on one
of the Sabloat, the others will have agood laugh beforeremoving
It.

After the fight, it is important that the characters have
time to investigate the stone without interruption. As Sheriff
pursuesthe Sabbat gang, andal mortalshavel eft, thecharacters
have a chance to investigate. It is important that only the
characters know of the dab. If the Sabbat, Sheriff or Nedly
discover Jefferson at thistime, thisstory will takeadramatically
different course from what is proposed here.

Though caution dictates otherwise, characters will
probably be unable to refuse the stake's cdl; the dlusion to
Arthurian legend may betoo compelling and the need during the
fight toostrongtoberesisted. Oncethestakeisfree, thedablies
giill for amoment, but soon begins to quake. After the combat
has ended and the various participants have fled, dust and rock
fly everywhere as Jefferson lunges forward into the world (he
was held in dasis by the stake, so ill hasblood in hisveins to
utilize once freed). Having been entombed and brooding for
decades, he bursts forth in a Frenzy. The characters should
momentarily believe themselves under attack. However, after
Jefferson redizes that Nedly is not present, he cods and
converses with the characters.

After the characters and Jefferson have had ashort time
tobecomeacquainted, approachingpolicesrensareheard. That
sound is Jefferson’'s cueto leave; he does not want hisreturn to
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become widely known before hisrevengeisachieved. Outsde
the theatre, Jefferson disgppears using his Obfuscate power. It
isimportant that the characters not be ableto follow Jefferson at
thistime as he returns later to harry the Vampires' lives.

Having met Jefferson, the characters may do some re-
search into the mystery man. Any Vampire who existed in
Chicago at theturn of or in theearly part of the 20th Century may
know of Jefferson, rememberinghimasanoldfriendof Neally's
who suddenly disappeared and was never heard from again. As
Nedly and Jefferson kept their contest for Emily a private
matter, few other Vampiresknow of their feud. The characters
might learn Jefferson disappeared shortly after Nedly made
Emily hisGhoul. Certainly no oneknowsthat Neally staked and
embedded Jefferson in the wal of the theatre.

When characters are investigating Jefferson, keep in
mind the grapevine of Vampiric society. |If the characters
inquiriesare not discreet Nedlly could get word of nosy Anarchs.
Nedlly doesnotimmediately strike out againgt the charactersfor
fear of sdf-incrimination in Jefferson’s disappearance. How-
ever, he doeskeep tabs on the characters. Hisfamiliarity with
them lends even more credence to hisreliance on them later in
the story.

* Hurried Farewell

Though the Sabbat are entertained by the battle, they
haveaspecific agendaat thethestre: to find their missing master,
Jefferson. After a few rounds of combat, Bach decides that
Jefferson cannot be found at the moment, and orders his people
to leave the theatre. The gang Sages astrategic retresat to their
bikesand takeoff. They takeany downed comrades with them.
Asthe gang easily outnumbers Sheriff and his guards, and the
characters are probably half-hearted at best in their attacks, the
Sabbat should have little trouble getting away with their num-
bers intact.

When the Sabba gang does leave the theetre, the mem-
bers bid the characters farewell basad on the characters actions
during the brawl. If the characters fought the gang, the bikers
thank the charactersfor thefight (or for thepummelingpractice
if the characters are thoroughly trounced). [f the characters
fought on the side of the Sabbat, the gang membersdapthemon
the back and yell "let's get out of herel" Bach adds:

"I see you can make choicesfor yourselves. So the
Camarilla doesn't control you entirely. The invitation still
stands. Seekusout if youwanttojoinour Blood. Thatis, if you
have the courage to befree."

If the charactersremain neutral in the brawl, thevictori-
ous bikers dance around them abit, perhaps stealing the hat of
one of the characters and playing keep away. Bach says.

"After all, we are brothers under theskin. Cain may be our
father, but not all siblingsneedwar. Cometo uswhenyou are
ready, andwewill becomebrothersintheBlood!"

Regardless of what happens at the thegtre, the characters
relationship with the Sabbat should not beentirely strained. The

Blood Bond 9



' —+ E(MILY'S STORY =+ ' -t

two groups mest again later, and we do not want them to leap
right into fisticuffs.

Oncethey leave, thegang makesitsway toarundownbar
on the outskirts of town. Sheriff loses track of them, but only
afterwastingmuchlimeinusdesspursuit. Thus, thecharacters
are not immediately threatened with reprisal from Sheriff for
any actsof "treason". The characters may hopeto follow the
Sabbat, but are sidetracked with Jefferson's dab.

Itis possble that the characters have had their fill of the
Camarilla, and accept Bach's offer tojoin the Sabbat, or that
they hopeto use the biker gang in one of the ever-present plots
andschemesinChicago. However, giventhechaosof the battle,
the bikers hasty exit, and the discovery of Jefferson's tomb,
willing Sabbat Initiates are left behind a the theatre. These
characters till haveachancetojoin the Sabbet later, though. If
you want thecharacterstojoin the Sabbat at thistime, youwill
have toredesign this story's plot. Of course, charactersjoining
the Sabbat have to undergo their Initiation...

Findly, the characters interact with Jefferson after they
release him from hisstony prison. After Jeffersonhasrecovered
from the shock of his rdease, and redlizes that Nedly is not
present to endanger him, Jefferson questions the characters:
"Where am 1? Who are you? What year isit?" Jefferson ex-
pressesgenuined sorientation, and ssemsangered by thelength
of time which has passed since he was staked. Jefferson is
willing to answer characters mundane question (Who are you?

When were you staked?), but does not reved anything of his
persona agenda, anything of who staked him, or anything of his
Sabbat ties.

All inal, Jefferson is thankful that thecharactersfreed
him and ispleasant to them after hecomposes himself. It should
appear to the characters that they have made apowerful, abeit
mysteriousally. Thisfriendshiponly makethingsdifficultlater
whenthegroupis"employed" by Neally to act agang Jefferson.

Characters

Mog of the characters agppearing in this scene appear
throughout the story. Their profiles are presented a the end of
this book. For Sheriffs profile, sse Ashes to Ashes p. 21
Assumethat Sheriff's Ghoulish bodyguards have Physica At-
tributesof four. Therest are two. The guards dso have Brawl
and Dodgescoresof four, and Potence of two. Whileamed with
Uzi's, they will avoid using them except as a last resort,
preferring chairs ripped from the floor and other parts of the
theater (difficulty 5, damage +2).

Emily's Sory
"She took me to her castle and | could not believe my eyes
She had so many devices everything that money could buy
Shesaidsignyour nameon thedottedline
The lights went out and Nicki started to grind"
—Prince. "Darling Nicki"

Emily was once innocent and naive, but has since been
physicallyandmorally corruptedby her Ghoulishnatureandby
Neally's bizarre sexual demands. As a result of such an
existence, Emily perceives herself as little more than a sexud
object and hasdeve opeduni quesexud appetitesof her own. In
fact, her desires have grown to such adegreethat they dwarf
evenNeally's.

Over thelast few years she hasgrown bored with Nedlly,
and seeks fulfillment beyond her Master. Nedlly isaware of
Emily's promiscuity, and is increesingly troubled by it. Ht
enjoys the new techniques that Emily brings home, but has
becomewaorriedthathishold over her mightbefading. Inshort,
he is becoming jealous, and doesn't want to share her with
anyonedse. Asaformof revengehehasrefused togiveherany
more of his blood, though he still feeds from her.

Lately Neally hasbeenwarningEmily tobebecomeless
indulgent with others, but that doesnot stop her. If shecanlure
acharacterinto arendezvous, shebecomesphysica rightaway
(though she does not admit it to hersdlf, she wants the blood).
Her passion is so overwhelming that the character must make
three Self-Control successes of 6+ to remain in control. Other-
wise, thecharacter givesbody and soul to her entirely. Y ouwill
need to describe the experience in such a way that the player
really understandswhatthecharacterisfedling,andcanroleplay
itoutappropriately.

Emily knows that her relationship with Neally might
frighten of f prospectivel overs, sosheexpl ainshow heistol erant
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of her escgpadesfor henolonger hasany physicd attachment to
her. Any character becoming involved with her soon learns the
truthof Neally'sfedlings, though, Emily tdlsthecharactersthat
Nesdlly does not give her blood anymore, and asks them to “read
my mind" so as to prove it — if they check, this indeed isthe
case Emily does indeed ssam to be a safe bet.

One of Emily's passons in the act of love making isa
mutual exchange of blood. She opensher own veinsand claws
open those of her partner so that both may feed simultaneously.
Though Emily isonly a Ghoul, she haslearned to appreciate the
Feading. Nedlly has not given her hisbloodin sometime, and
s0 sheis desperate to gain more before she ages any more (she
has noticed wrinklesaround her eyes). Thisphysical experience
issointenseand satisfying that the character may passout unless
a Staminasuccess of 6+ isrolled. Either way the character feels
rguvenated by the encounter, regaining al Willpower points.

As Emily is dready Blood Bound to Nedly, she cannot
become Bound to the character (This Blood Bond remains even
though he no longer gives her his blood). The character is not
sofortunate. TheVampirebecomes|ustful of Emily and Blood
Bound, not to Nedlly, but to Jefferson! Physica intimacy with
Emily isintoxicating. Whenever the opportunity for another
encounter arises, the character has trouble resisting. To do so
requites two Sdf-Control successes of 6+ in a sngle roll.
Furthermore, for each encounter after thefirgt, thedifficulty of
the test increases by one.

Though the character may not be able to control these
desires, there are rewards for this "weskness' — the character
regains afull Willpower scorewhen together with Emily, and,
optiondly, gains a permanent Willpower point whenever they
shareblood. Sexual conquestandful fill mentsoneofthemost
powerful waysto gain self-esteem and confidence.

A third feeding from Emily aso makes the character
obsessveover thewoman. Thecharacter'sthoughtsconstantly
drifttowardher. Asaresult, any rollsthat requireconcentration
arereduced by onedie, Thecharcter a sofeel scompedledtobe
near Emily whenever possible. If thetwo are apart for aweek,
the character losesapoint of Willpower on theeighth and every
subsequent day until reunited. (Willpower cannot drop lower
thanhalfitsmaximum asaresult of thislonging). IfEmily ever
leaves the character on apermanent basis (i.e a the end of this
dory), theVampiremay Frenzy. A Willpower roll ismadeusing
thecharacter'scurrent score (whichisprobably half or lessthan
maximum) againg a target of 8. If successful the character
manages to put Emily out of hismind and live on. Willpower
points los out of unrequited lovereturn at arate of oneper day.
If therall fails, the character feels compeled to pursue Emily
and clam her. In terms of Blood Bond, a character pursuing
Emily probably ends up chasing after Jefferson, who takes
Emily as hisown. A confrontation with Jefferson over Emily
might mean the character's destruction. If Emily isever killed
duetothecharacter'saction or inaction, the enamored character
permanently losesaHumanity point.

About three days after Jefferson's rdease, Emily falls

LODIN'S PRICE -+
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under thesway of her old suitor. Shefeedsupon him, putting his
blood in her veins (s below for full detals). Once the
relationship between Jefferson and Emily is established, the
character maintaining physical relations with Emily may be-
come Blood Bound to Jefferson. The character must feed on
Emily on three separate occasons. After that third feeding, the
character unwittingly becomes Blood Bound to Jefferson.

A wary character might realize that freedom isjeopardized
whenfeeding onEmily. Theoretically, Emily wasonceavessH
of Neally'sblood, so aVampirefeeding on her might become
Blood BoundtoNedly. Asfar asEmily knows, thisisimpos-
sble. She does not think a medium can be used between
Vampiresto achieve Blood Bond, and tries to reassureher lover
that freedom is protected. Emily is wrong. The Bond can be
achievedthrough amedium aslong asthe Vitaeisfresh inthe
medium's veins. She has not fed on Neally's blood for some
time, making Jefferson’s the only blood potent in her body.
Thus, thecharacter feedingon Emily becomes Bound to Jefferson,
not Nedlly.

Scene Two: Lodin's Price

Theday after eventsat thetheatre, thecharacterslearn of
amassive cover-up. Lodin has exerted his influence over the
city's media and made sure that the full scde of the disruption
isspoken of by noone. Newspapersand television reportsclaim
damage done at the theatre resulted from a battle between rival
drug gangs and that they st a fire which burned down the
thegtre. If the characters investigate the building, they find a
charred husk with no evidence left of the fight that took place the
nightbefore. Lodin is if nothing ese, thorough.

Needless to say, Lodin is irate over reports of the
Masquerade's defilement However, the information he has
acquired is only piecemeal and contradictory. Sheriff has
dtered thefacts of his conflict with the Sabbat to avoid taking
any blame. ThePrinceknows Balthazar is lying about some-
thing, so he doubts Sheriff's claims of Sabbat involvement.
Lodin has dso gpproached Nedly over the matter, but Nedly
damsto haveleft the theatre before the incident, not wanting to
aully his hands with such dirty busness. This leaves Lodin no
choice but to drag the charactersin for questioning. Lodin wants
to lay blame somewhere, and if the characters prove suitable
stooges, he will use them as scapegoats.

Lodin has his Retainers ssek the characters out for
questioning. Sheriff isaso present and subjected to interroge
tion. With the arguments that undoubtedly arise between the
two parties, Lodin eventually grows angry and has al parties
drink of hisblood. WhilethePrimogenof Chicagodonotallow
LodintoBlood Bond any Kindredinthecity, hecan still usethe
Bond asathreat since few Cainites know of this prohibition.

Stting
Thisscenelargely takes place in Lodin's Haven.
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DialogueandDrama

Twonightsafter eventsat thetheatre, thecharactershear
word that Lodinis looking for them. Nosferatu might overhear
some of Lodin's Brood talking, or friends of the characters'
mightwarnthegroup. Y ou shouldstageat |least oneencounter
in which a character is spotted by, pursued by, or hunted by
Lodin'sBrood. If thecharactersrefusethe audiencethey make
things worse for themsalves. The characters elusivencssis
congdered proof of their guilt in events at the theatre. Lodin
declares open season on the characters. Lodinwould prefer the
characters intact, but will take them destroyed. The Prince's
men make this eventudity deer if the characters even hint at
straggling.

Beit by choiceorforce, the characters eventually end up
in Lodin'sHaven, awaiting interrogation. The charactersare
taken to Lodin's office Lodin is not present at first. Instead,
Sheriff and his bodyguards from the theatre wait within. They
sitand sand around the of fice asif waiting on Lodin themselves.
The two groups probably get into a verba scuffle, and things
could get physical (though Sheriffiswiseenough not toinitiate
combat in Lodin's Haven).

After a short period in which tempers have become
flared, or shortly after a scuffle breaks out, Lodin and histwo
bodyguards enter the room. The Prince's guards pull apart any
combatants, but notwithout gettinginafew blowsof theirown.

Conversation occursbetween thecharactersand Sheriff,
and between thecharactersand L odin. Discussionbetweenthe
former parties is loaded with heated accusations as each party
lays blame for the recent breek in Tradition. Bathazar is

!

determined to ensure that the characters take the blame for not
having sopped the Sabbat:

"Tall was there an' hardly even hepped me whip them
boyz. | wasfightin'fivemeselfa'for ethey brought me down.
Shoot, if n | didm know better. I'd think y'all wasan their side!"

Idedlly, he'd like to see the characters destroyed. If, a
any time, the characters accuse Sheriff of lying he becomes
enragedandburstsintoatirade. Thisassaultmay turnphysical,
but any such disruptions are met with physica punishment by
Lodin's guards.

Lodin iswilling to hear both sdes of the argument, but
has litle patience for interruption. Each Vampire receives one
warning.lfthatwarni ngisnotheededandacharacter gpesksout
of turn again, one of Lodin's guards is motioned toward the
character. He proceeds to strikethe character until thevictimis
silenced.

Lodin has heard Balthazar's claims of Sabbat involve-
ment, but is skeptica of them. Even if he did put credence in
them, he cannot appear to believe that Sabbat are in town for
political reasons. To admit to Sabbat intrusion in his city would
underminehispower. Accordingly, Lodindismissesany Sabbat
claim and orders such claims silenced under threat of further
physical punishment.

In an attempt to defend themsdlves the characters might
adso ask Lodin to question Nedlly, thelatter having attended the
theater. This request enrages Lodin:

"How dareyou drag the name of an Elder into such petty

affairs.  Yoursisnot the right to question your superiors. You
place is to show respect! You test my patience little children.

—BRIDGES
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Another such outburst will result in your destruction— at my
own handd"

The characters had better measure their words more
carefully from that point on.

(Mate if any of the characters are Ventrue, they will be
treated with far more respect and Balthazar will be put down a
greatdea more. However, theendresultisthesame—someone
needs to be blamed, and the characterswereinthewrong place
at the wrong time).

If, atany point, the characters try to flee Lodin's Haven,
they come under attack from bom Lodin's men and Sheriff's
guards, Suchanactioninstantly incriminatesthe characters, and
aBloodHuntiscaledinretaliationfor thecharacters "crimes*
at thetheetre. Given thisoption, the characters are probably
safer toughing out the interrogation and accepting whatever
punishment Lodin has in mind.

After hearing alt testimony, Lodin dedares both parties
— Sheiff andthe characters—+esponsible for the recent break
inTradition. Hecannot show favoritism for heknowsBalthazar
is not being entirely honest, and knows that if the characters
aonetakethe blame, they might becomemartyrsfor Chicago's
Anarchs. So, Lodin has one of his guards bring achdice from
acabinet. Producing aknife, Lodin openshiswrist and bleeds
into the cup. Bdthazar, his guards, and the characters are all
madetodrink. Eachisforcedtotiphisheadwhileanother guard
holds the victim's jaw open. A character may still avoid
drinking by making a Stamina success of 7+, but it takes two
such successss to avoid drinking without being noticed. Oth-
erwise, oneof theguardspunchesthecharacter inthe stomach,
making her swalow unless two more Stamina successes of 7+
are made.

Though they are given only a single Blood Point, this
Blood Point is extremely potent and worth two normal blood
points each. Additionally characters can use these point to
increase one of their disciplines (except Thaumaturgy) by one
level for onefull night. They must spend these Blood Points in
full,and may begin to use the discipline they wish to increase.
Youmay notwanttotell themof thisspecid power, but fedl free

+ BEST SERVED COLD = 5

to hintabout it.

After having drunk L odin'sblood, the charactersareone
sep coser to becoming Blood Bound to the Prince. In the
unlikelychance the characters are aready Blood Bound to
L odin, the Prince comes up with another suitable punishment. It
is possble the characters could aready be Blood Bound to
someoneel se, soL odin'sblood hasno effect on them. If Lodin
knows of this outside Blood Bond, he again devises an dterna
tive punishment.

Following this Drinking, Lodin warns al present not to
cross him again.  Future acts of defiance will be met with a
smilar punishment. He tdls them that after three crimes the
characters will be Bound to him, forever in his power and
without personal freedom. Characters performing shady activi-
tiesin the future will want to keep things mum.

Afterdl drink of Lodin, the Prince commands Balthazar
and hisguardstoleave. Lodin wantsthe charactersto find this
motorcycle gang they've spoken of. In hiswords

"Ifyou want to redeemyour selvesyou will produce these
peoplefor me. Though | don't believe them Sabbat, for no
Sabbatwoul ddaresetfootinCamarillaterritory, theyshouldbe
punished for their part in this ... affair.”

Inreality, Lodinwantsproof that Sabbet areintown. He
knows mat Bathazar's ways are too brutal to be of any use, so
the Prince wantsthe charactersto draw out thebikers. Whether
the characters actualy work to impress Lodin is up to the
players. When the characters do get in touch with the Sabbet,
they are "working" for Nedly (see bdow). Nedly's motiva
tionsmay be morevauable to the characters than Lodin'sfavor,
so thecharactersmay never producethegang for the Prince. Of
course, should they fail to producefor the Prince, thecharacters
fall further from hisgraces.

After mislatestencounter with Sheriff, thecharactershave
definitely gained his enmity. Bathazar is furious that he, "a
powerful Elder," should be made to suffer dong with mere
Neonates. Accordingly, on their next meeting, Sheriff does
what he can to destroy the characters, either politicaly or

srIe—

CHAPTER. TWO:

physically.
W I
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“I've done worst than kill you, Kirk. I've hurt you. Andl
wishtogo on hurtingyou..."
Khan, "Sar Trek 1l: The Wrath of Khan"
Events in this part of the story should be staged a few
weeks, ingametime, after theeventsin Chapter One. That way
characters do not immediately draw a connection between
Nedly's peculiar behavior (seebeow) and Jefferson's release.

~
o ;"

Each scene in this Chapter might even be inserted into stories
you areaready telling, initially making events seem unrel ated.
But, as characters have repeated run-ins with Nedly, they
realizethat aplotisunfolding. Truly paranoid characters might
even incorporate these scenes into the other stories you are
telling.
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After Jefferson is free and gets his bearings in this new
world, he seeks out Neally and takes stock of hisenemy's power.
While searching for a means to get his revenge and to rescue
Emily, Jefferson istracked down by the Sabbat gang, which he
led beck in the Sixties. Reunited with his followers, Jefferson
redizes the Sabbat can be used to bresk Neally's Bond over
Emily, and can be used to destroy Neally himself. Toward that
end, he commands his Retainers to make their presence in
Chicago widely known, giving them free reign to cause may-
hem.

Jefferson's plan first requires a reunion between he and
Emily. Given her promiscuity, that meeting is not difficult to
arrange. Though Emily chose Nedlly over Jefferson years ago,
she dill lovesboth. Thus, Emily isglad to meet the one man she
felt for but never experienced physically. She aso keeps their
relationship asecret.

Jefferson il sees the purity in Emily, despite the cor-
ruption inflicted upon her, so refuses to be intimate with her
(which attracts her to him al the more). To exact his revenge
againg Nedlly, Jefferson only needsEmily tofeed upon himself.
That necessity goes againgt dl his values, but Jefferson'scrav-
ing for revenge is more demanding. So Emily feeds and
becomes the carrier of Jefferson's Blood.  Jefferson further
knows that Nedlly regularly feeds on Emily, as he has aways
done, so that habit is used against him. After Neally feeds on
Emily three times, he unwittingly becomes Blood Bound to
Jefferson.

Once Jefferson achievesthe Bond, he commands Neally
to perform severd crimes againg the Camarilla (note that
Jefferson’'s power of the Bond derives from his Sabbat back-
ground, soit'sdightly different from that described in Vampire
—he cancontrol Nedlly from afar). Thesecrimesarewitnessed
by the charactersin the scenes that follow. Asaresult of these
actions, Nedly bresks severa important Traditions. Accord-
ingly, Neally becomes wanted by the Prince and loses his power
in the Camarilla Thisis only part of Jefferson's revenge.

After years spent imprisoned in concrete, Jefferson seeks
Nedly's utter destruction. Afterruining Neally'spositioninthe
Camarilla, Jeffersonvisits Nedly. Jeffersontellshisenemy that
he has been Blood Bound, that Jefferson has been behind
Neally's recent actions, and that Neally is Jefferson’s to control
forever. Afteryearsof feuding, Nedlly cannot bear the thought
of domination by Jefferson and desperately seeksaway to break
the Bond. However, having watched Jefferson makeinnumer-
ablefailed attemptsto break hisBond over Emily, Neally knows
of only oneway to bresk the Blood Bond—a secret held by the
Sabbat

Thisiswhere Jefferson's bikers come in. Having heard
rumors of Sabbat activities in Chicago, Neally seeks them out.
Neally knows that joining the Sabbat will mean the loss of al
that he vaues, but feds that nothing he now owns has value as
long as Jefferson controls him.

The question rises of how to get in touch with the Sabbat
bikers without being harmed — the Sabbat are known to espe-

SWEECT REVENGE =

cidly didike Ventrue. That is where the characters come in.
Aftertheeventsat thetheatre, Neally knowsthat charactershave
arelationship of sortswith the bikers and may even believethey
are alied. Nedly and the characters dso meet severd times
throughout this Chapter, so the charactersbecome increasingly
aware of Nedly and his persond problems. At some point he
hiresthe VVampires to arrange for ameeting with the Sabbat —
"paying" them with information and promises. The actud
meeting which the characters arrange, however, is another
Chapter.

Many events of this Chapter are smply things which
occur in the presence of the characters, and are not part of any
ongoing story. Y ouwill needto usenew storytelling techniques
to get across the uniqueflow of thesevignettes. We suggest that
you simply narrate an introduction for each episode, telling the
playerswherethey are, what they aredoing, and why they came
— let them roleplay for abit, and then interrupt them with the
event described below. Whatever you do, you should not have
theplayersroleplay outevery littlethingtheir charactersdoover
a period of nights. That would require you to continually
mani pul ate them to get them to bewhere you want them to go.
Justbecomealittlebit moreof aStorytdler,andsimply putthem
where you want them (of course, give each player the right to
object, "Hey dude, No way would | go therel"). Certainly not
all the characters need to be present for each scene. Y ou could
even arrange it that each character would do one scene each.

Scene Three: Blood Dance

One night the characters are at the Succubus Club, a
popularnightspotfor Chicago'sKindred. Thelightsaredim, the
musicloudandtheactionheavy. Emilyisasopresent,charming
asuitableKineprospect into becoming her physical companion
for the night. As sheis here, any character who has become
interested in her should aso be present.

BeforelongNeally enterstheclub. Everyonestopswhat
they're doing, drawn to him. Neally then Dominates ayoung
woman and feedsfrom her onthedancefloor. Thisactdefiesthe
Fifth Traditionandisdefinitely out of character fortheVampire.
Shocked at this surprising breach of the Masguerade, the char-
acters may react according to curiosity's demands.

Setting

TheSuccubusClubisathree-story nightclubwithalarge
dancefloor and numerousdarker areas. If youarenot running
this scenario in Chicago, then the night club can beanew oneor
oneyou have used before. 1t might even beone frequented by
numerousKindred, butitispreferably onewhichthecharacters
enjoy hanging out at (which explains why they happen to be
there).

Dialogue and Drama

Y ou can start this scene out asif it was part of the Subpl ot
withEmily andher Vampiriclover. Sheinvitedthecharacter to
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the club, and brushes off the mortal companion she had picked
up toamuse hersdlf. Thisangersthe man, which may leadto a
confrontation between he and the character. He is not happy
with being ignored by Emily, and after trying to talk to her for
atime, throwsapunch at thecharacter thefirst timethereisany
interference. Any ensuing fight better be short-lived, or elsethe
bouncerscdaoseinon thecombatantsand try to throw them from
theclub. If abrawl lagts longer than four rounds, the bouncers
dose in. To excape the bouncers in the crowd at any time
requires a successful Sedth roll against the bouncers Perception
(two) plus Alertness (two, for atotal of f our—notan especidly
tough roll, but they need at least three successes).

Should the bouncers get hold of the combatants, they
hustle the two out the door. A bold and clever character may
flash a Vampiric image to frighten a bouncer off, but do not
forget that it would be a violation of the Masquerade. Any
combatant whoisknocked out isdragged away by thebouncers.

Though acharacter might be thrown out of the club, the
Vampire should 4ill witness Neally's arrival; maybe the char-
acter runs into Nedly as the Elder enters the club. It is easy
enough for thecharacter to follow Neally back in as the crowd
becomes transfixed by the latter.

Also present at the club is Jefferson, but he uses Obfus-
cateto hide hisidentity. Jefferson arrives seconds after Neally
does and watches Nedlly feed. Characters with an Auspex of at
least onemay make aPerception + Actingroll (difficulty of 9).
One or more successss indicates they see the figure and note
something indescribably strange about him. An Intelligence
auccess of 7+ is needed to recognize the figure as vaguely
familiar, but its identity cannot be determined. When the
characters ook next at the figure, heisgone. Jefferson seesto
itthat Neally follows hiscommands, and leavesthe club without
detection.

Nedlly's arrival at the club is marked by a sudden hush
that fals across the crowd, though the music keeps blaring.
Neally's Presence draws every eye and mind toward him. The
Distiplinedso affects the bouncers, Emily's morta companion,
andthecharacters. All arecompeledtosimply standandwatch.
Tobreak Nedly's spdl for even a short while costs aWillpower
point. Fivepointsarerequired to achievefreedom for theentire
scene.

While the clubbers sare, Nedly moves through the
crowd asif looking for someone. Emily isimmuneto Neally's
$dl and assumes it is she that her Magter hunts — why dse
would he be here? She grabs her companion and ducks down.
She explains, "He'slookingfor me. He'sbeen getting mad at
mefor havingsomuchfun(wink)." Emilythenstrivestodragthe
character out theback door of theclub. Sheshould only gethim
out thedoor after the character has witnessed Nedlly's attack on
thedancefl oor—Jeffersonwantshim to sseNeally'sdegrada
tion. After Emily andthecharacter areout theback door, thetwo
may go off on one of their physical binges. Emily leaves her
partner before dawn and returns to Neally's Haven.

L

Inredity, Nedlly is not of his right mind and looks right
past Emily if they ever comefaceto face. Thecharacters may
reglize something is wrong with Neally on aPerception success
of 6+. The Vampire's eyes burn with afiery glow, his hair is
dishevdled (another Perception success to recognize his hair is
atoupee), and hisfinger nailsareextended. Heisclearly onthe
Hunt and intends to feed right here — a dear denid of the
Masquerade which should mystify the characters, considering
that Neally worksfor Lodin.

Neally's path through the crowd comes to an end on the
dancefloor whentheVampirestandsdirectly beforeagorgeous
youngwoman. Neally hasher Dominated, andwithnowarning
lunges forward, plunging his teeth into the woman's throat,
twi stinghi sheadaboutinamostgruesomeway. Atthatmoment
the crowd is freed from Neally's Presence and fleesthe club in
panic. TheFeedingissoviolentthat characterswithaHumanity
scoreof 9 or 10mightbetraumatizedby it and unabl etotakeany
actionforatime. Alternatively, acharacterwithalowHumanity
(3 or lower) may be thrown into ablood lust by the scene,
becoming Frenzied. To resst, a Conscience success of 4+ is
needed. If thetest fails, thecharacter attacksoneof theescaping
crowd and drinks the person dry. As the clubbers are panicked,
none realize what the Frenzied character does, nor do they
intercede.
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Characters may move to stop Nedlly a any time, even
before he feeds, if the group recognizes his predatory sate. Or,
any character who is infatuated with Emily might try to best
Nedly in combat. Any opposition against Nedlly is met with
immediate hostility. He dispatches the characters in the most
efficient means available to him (i.e he hurls them out of his
way) ashisdesiretofeed is stronger than hisdesirefor battle. If
acharacter posesagenuine or persistent threat to Nedlly, he uses
lethal force.

Characters who keep alevel heed may try to follow Neally
after his Feadt, to discover the motivation behind it. Nesdlly
remains at the empty club long enough to drink his victim dry
(returning his Blood Poal to maximum). Afterward he under-
goes a visble, amost "Jekyll and Hyde" transformation. He

reverts to normal appearance and looks about in confusion asiif
having come out of atrance. If characters are within sight of

Nedlly, herecognizesthem asKindredand commands, " Gohome
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foolish whelps. It's dangerous to be out after dark." He then
leaves the club. With his Bond-induced Obfuscate Discipline,
Nedly becomes "one of the crowd." Keeping track of Nedlly
requires two Perception + Alertness successes againgt a Diffi-
culty of 9. Tofollow himwithout being seeninvolves Shadowing
(Vampire, p. 145). The characters must get five successes to
follow Neally dl the way back to his Haven (an edtate).

Nealy waksdl the way to his estate, trying toresolve a
problem clearly troubling him. Characters may try tolisgenin
(Perception + Alertness versus 6) as Nedly taks to himsdlf:
"What hascomeover me? | had no needtofeedlikethat. It was
asifthe Beast had come to life on its own and took control of my
mind. Maybe this has to do with my slipping control over
Emily."

Neally may realize the characters are following him. If so
he turnsand orders any hidden in shadows to show themsdves:
"Donatinsult myintelligence. | knowyouarethere. | cansmell
your Kindredscent. Showyourselves!" If thecharactersremain
in hiding Nedlly approaches and locates the characters by their
Auras. Once he recognizes them as Neonates he dismisses their
threat, and warns, "Ifl find you meddling in my affairs again |
will surely destroy you."

Even if the characters do follow Nedly to his Haven,
nothing can be learned there to explain his behavior at the club.
This assumes the characters can even get insde the estate.

It is also possible that the characters remain at the club
rather than follow Neally. They might even betrying to bring
one of their number out of Frenzy. The police were cdled after
Nedly fed. Sirenswarn of police gpproach. Thecharactershave
plenty of time to escgpe, but unless they move the body of
Neally's victim, thepolicefind it. The next day holds reports of
an escgped psychiatric patient whokilled awoman at anightclub
—Lodin's way of patching the worn fabric of the Masquerade.
Of course, Lodin is furious that Neally would so blatantly
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chdlenge the Traditions of the Camarilla, but as Neally is a
trusted ad, Lodin gives him thebenefit of the doubt... on this
occadon.

Characters

Theonly new character introduced in thissceneisEmily's
mortal companion. Givehim Socid and Mental Attributesof 2,
Physical Attributes of 3 (he's ajock) and a Brawl score of 2.

Scene Four: Children in Need

Thecharacters are abroad one night, maybeon the Hunt,
when they find alittle girl roaming the streets. The childisan
orphan and has recently been Embraced. She complains of a
scary man haunting theorphanage. Characterswill find itagood
ideato investigate and find out who has broken Lodin's rules
againg creating new Kindred (probably so they can blackmail
theviolator). Attheorphanagethey find Neally, who has been
compelled by Jefferson to feed upon the children and turn them
into Vampires, thus bresking the Camarilla's Third Tradition.
After hearing Neally's explanation, the characters may ded
with him as they will.

Setting

The majority of this scene occurs at the orphanage,
particularly in the large dormitory room in which anumber of
children deep. The orphanage can be placed anywhere in
Chicago, but we suggest locating it near the warehouse district
on the Southdde. Try to capture ared rundown, Little Orphan
Anniefed to theplace

Dialogue and Drama

Thissceneinvolves moredial ogue than drama; thechar-
acters hopefully resolve the confrontation with Neally with
words rather than violence.

The characters are abroad in Chicago one night. The first
person the characters meet is Becky, thelittle orphan. She's out
on the dreet for two reasons. 1) The "scary man” frightens her
50 much that she cannot bear to remain at the orphanage, and 2)
she fedls a desperate hunger that no amount of food seems to
satisfy (she's out looking for more food).

On first sight Becky isheartwarmingly adorable. Char-
acters intending to feed on her must make a Conscience check
andgainanextradieintheroll. Iftherollfails, theVampiremay
continue her attack. If theroll succeeds, the character cannot
bring herself to harm the child. If a character movesto attack,
Becky runs, screaming, "you're just like the scary man, Mr,
Edwards!" Characters who get an Intelligence success of 6+
redize"Mr. Edwards' must beNedly. These characters may
halt their Hunt to learn what the child knows.

Afteronly afewwordsfrom Becky, thecharactersredlize
she is a Vampire — she has not yet learned to hide her fangs.

+ COHOILDREN IN NEED = ' s

Thisrevelation should horrify thecharactersfor Becky'syouth-
ful innocence makes her Embrace a terrible crime.

The child explainswhy she's out at night:

"A scary man isat home. He comesto meevery night but
thepeopleat the orphanage won't believe me. All thekidshave
seen him. The doctorssay we'rejust lying or dreaming. We're
not! Thescary manisreal!"

Neally has been compelled by Jefferson to begin feeding
on the small children, much to hisimmense disgeste. Becky is
so frightened by Nedlly that sherefusesto return totheorphanage
unlessthe characterspromiseto chasethe" scary man'" away, or
unless they promise to get her something to eat. Of course, the
only "food" that docs Becky any good is blood. Feeding the
innocent child blood causes a character to lose one point of
Willpower, even though the girl needsto Feed to survive.

Having met Becky, the Vampires can go to the orphan-
age, but "the scary man" is absent. Becky has been adeep for
days, adjusting to her new life. Sheawoke earier inthe evening
and from then until leaving the orphanage has not seen the scary
managain. Neally hasbeentothefacility since, though. When
the characters arrive at the orphanage the children are adeep—
unnaturally adeep. Neatly fed on many of them, licked their
wounds, and commanded them back to bed. If they want the
children awake, the characters have to shake the orphans vio—
lently. Onceroused, thechildrenareinitially frightened by the
characters, but Becky assuresthemthat thegroupisheretohelp.
The orphans then bresk into screams and complaints of "the
scary man's’ return. Ingpection of the children provesthat none
have been turned into Kindred. Becky istheonly one so far, but
it's only a matter of timebefore the others are Embraced aswell.

Inasmaller room offthedormitory arethe two orderlies
who keep tabs on the children. If the characters check on the
orderlies, the two men arefound tobeunnaturally adegp aswell.
Neally Dominated them when he arrived. Left alone, the
orderlies deep all night.

Since Nedlly is long gone, the characters have to s&t up
surveillance to catch him on his return the next night. The
orphanage doses after business hours, but many staff remain to
tend the children after dosing. Two orderlies remain on duty at
night. Allow thecharactersto make any plans they likefor the
surveillance, aslong astheir plansremainwithintheboundsof
reason.

The next night Nedlly returns. He legps to a second story
window (remember his Potence) and dipsinto the orphanage.
Once indde his Presence is used to draw al the children to him.
Toresist Neally's appedl, the characters must spend apoint of
Willpower. If they cannot or do not, the characters are drawn
from their hiding places Becky is among the children drawn to
Nedly. If sheisheld back by the characters she beginsto wail,
demanding to be in the presence of her "father". Even though
Becky isdeathly afraid of Nedly, his Presence draws her to him
against all obstacles.
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As beis controlled by Jefferson, Neally does not notice
the characters presence until they come out of hiding. If the
group leaps out to surprise "the scary man" they discover Nedly
withthechildren. Heisabout tofeed againand showsshock and
fear when interrupted.

Nedly is ashamed of his latest habit, so is willing to
explain himsdf rather than fight. Forced to defend himsdlf,
Nedlly does so, but fights in an effort to subdue the characters so
asto explain his actions. ]f the characters' attack is persistent,
Nedlly doeswhat he must toimmobilizethem. As Jdferson has
now reeasad Nedlly from control (Jefferson is satisfied that
Nealy's crimes have been made public), Nealy takes the
characters efforts to heart and forces himself to stop feeding
upon the children.

When the characters catch Neally in the act of feeding on
the orphans, hetries tojustify his gruesome appetites:

"It isn't by choice that | do this. | cant seemto control
myself anymore. For somereason the Beast in me hasrisen; one
of the latest developments (motioning toward the orphans).
Please don't judge me by what | do. My actions don't reflect my
true spirit. Though| don't know what has come over me | must
learn to control myselfbefore another destroys me or beforel
drive myself mad."

Nedly demonstrates genuine remorse for having fed
upon thechildren. After hisfirst medl, five nights ago, he hes
triedto makeamendsby turningchildreninto Vampires. Though
Neally thinksthisdecisonwashisown, itwasactually planted
in hismind by Jefferson. Nedlly hasvirtualy no control over
himself anylonger. What thecharacterssaw attheclubaffirms
thisclaim.

Characters listening to Neally's explanation may fedl
sympathy for him as they understand how difficult it can be to
resst theBeadt. Play Neally aspatheticallyaspossble, sniffing
and shedding the occasond blood tear. Nedlly would rather
resolve any confrontation with the characters in a peacegble
manner, but defends himsalf if necessary. He'swillingtoresst
further temptation at the orphanage and is successful in his
efforts(satisfiedthat Neal ly haspubli cly brokenanother Tradhi-
tion, Jefferson relinquishes contro over Nedly's will. . . for
now).

Atmispointinthestory Neally istoo proud to acceptad
in his effort to control "the Beas" within him. He's dso
ashamed that he is behaving compulsively and wants to save
himself before admitting to weakness. Only when absolutely
desperate does Neally come to the characters for help (s
Chapter Three).

At some point during the characters® interaction with
Neally, atleast onecharacter receivesaPerception+ Alertness
roll (Difficulty 8), made by the Storytdler. If successiul, a
character potsashadowy image standing outsdeawindow, on
one of the dormitory window ledges If the figure is caled
attentionto, it disappearsheforeothersspot it. Otherwise, the
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figure disappearsbeforeNeally getsalook atit. Characterswho
get an Intelligence success of 7+ recognize the figure asthat seen
at the nightclub.

Characters who sek judtice againgt Neally may report
hisrecent act of Vampire creationto thePrince. However, Lodin
is not likely to believe accusations made againgt an Elder by
Neonates. If the characters are foolish enough to present these
accusationstoLodininperson, hepronouncesjudgementonthe
upgtarts.  They could be thrown out of the Haven or made to
drink from the Prince'sblood again. Itisuptoyou, thoughthe
punishment should not be too extreme as the characters have a
fair bit of story togo. If the characters evidence againgt Neally
isconvincing, or if it is presented on the characters behdf by a
respected Vampire, Lodin puts credence in the report. He has
Nedly put under surveillance, and will take action againg his
underling if Nedly bregks another Tradition. However, if
Nedly is put under watch, Lodin will be aware of Nedly's
defection to the Sabbat This meansthecharacters® involvement
in that defection will beknown, and Lodin will put dl blame on
them. A Blood Hunt will be cdled. If the characters want
freedom of action in the future, it might be wise to leave Lodin
out of recent developments.

Ultimately, this scene teaches the characters that Nedlly,
certain perversons asde, is a decent fellow. With this revela
tion characters are hopefully more disposed toward him, and
may be more receptive when he does come to them for help.

Characters

The orphans nave been haunted by Nedly for about a
week. Thechildren have become psychologically scarredfrom
the Feedings, and the fact that no adults at the facility believe
their story hasaddedtotheir trauma. Whenplayingthechildren
cower and spesk softly, but become extremely animated when
describing the horror of Nedlly's vists.

Characterswith abackground in psychol ogy, teaching,
or socid servicesmay try torelievethechildren of theirangui sh.
Thisgod may beachievedin numerousways. A character might
visittheorphanageafter sunset through normal channels, claim-
ing philanthropy "after businesshours'. Thecharactersmight
ds vigt the children at night, helping them out with their
problems. Truly compassionate characters might even arrange
toadopt Becky and teach her to control her Vampirism (Neally
cannot bear to accept her for fear that his defiance of Tradition
mightbereved edthroughher). Characterswhoworktohel pthe
children arc rewarded with a point of Humanity, but adopting
Becky might get them into even moretrouble with Lodin—how
dare they Sire without his permission!

Scene Five: On the Hunt

Thisscene occursnot long after the previous soene. That
way youmakesurethecharactershavenothadtimetoforgetany
compassion felt for Neally.

= ON ThHE HUNT -

In order to ruin al Nedly's standing in the Chicago
Camarilla, Jefferson commands his Bond victim to destroy
another Vampire—a direct violation of the Sixth Tradition. To
ensure that Lodin hears of this crime, Jefferson commands
Nedlly to kill arelation or associate of the Prince's. Thisvictim
cannot betoo powerful, likean Elder, as Ned ly might bekilled
by the one he hunts. Jefferson wants to destroy Neally himsdlf,
so arrangesfor Neally to destroy aweaker Vampire. Asitturns
out, theintended victim is afavorite of Lodin's, and, hopefully
a friend or associate of the characters as wel. Hunted by
Nedlly, that friend coniesto the characters for help, bringing the
charactersinto conflict with theElder yet again. Though they
may not be abletoprotect theirfriendforever, thecharactersdo
become moreintimatewith Neally and hisrecent self-control
problems. T hatrel ati onshi pestablishesthegroundsforNeally's
cdl for help in Chapter Three.

For the purposes of this story, Nedly's victim is one of
Lodin's newest Nenaates, a beautiful young Vampire who
enjoys hanging out at the Succubus club.  She says she runs
errands and delivers messages on the Prince's behdf. Somesay
her relationship with Lodin is more than just business. If you
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haveamore suitable character inyour Chronicle, fed freetouse
him/her ingead. The character need only be known by the
(I;fri nce and must not be so integral to the story that he/she cannot
e

Nedly choosesLorraineashisvictimassheisinL odin's
favor, whereasheisrapidly faling out of favor. Of course, this
rationdeonlyjustifiestheattack in Neally'smind. Inspiration
for the Hunt really comes solely from Jefferson — it is not
something Nedlly would even condder on his own.

Setting

Thispart of thestory may be saged wherever is suitable.
If the characters know Lorraine from a specific place, they
encounter her and ded with Neally there. She might aso seek
shdlter at the characters Haven. Concelvably, this scene could
be staged on astreet or in an dley. whereLorrainerunsintothe
Vampires.

Dialogueand Drama

Mog discussonisoriented towardL orraine. Ontherun
from Neally, she tries to communicate her dilenma to the
characters, but being winded, has trouble doing 0. Further
didogue occurs if and when the characters try to interfere with
Neally's Hunt.

Literaly running into the characters, Lorraine's wild
eyesexpress her terror before she can even open her mouth. She
gasps exhaugtedly, pleading for the characters help: "You've
gotta... helpme... He'sbeen after meall night...!" Askedwho,
Lorrainecontinues,"Oneof...Lodin'sBrood...1 haven't gotten
agood look... but I knowit'soneof Lodin's... | knowtoo much
about Lodin's.. operations... You pick up alot whenyourun
"memos"... Nowhewantsmedead!"

When Lorranes Hunter first gopears he should be little
more than a silhouette, disguising his true identity. Characters
must get a Perception success of 7+ to recognize Nedlly & this
time. Otherwise, he steps into the light after a moment, and the
charactersrealizewhy they might not haveinitially recognized
Neally. Heisamaddened Beast hiseyesare bright with hatred,
hishair pieceis missingentirely (exposing hispremature bald-
ness), hisfingersend in pointed talonsand histeeth reach to the
bottom of his chin, sdivadripping from them to the ground. It
is not difficult to recognize this demeanor from the nightclub
(Intelligence success of 5+), but this time Neally seems even
further gone.

Nesdlly heads directly for Lorraine, ignoring the charac-
ters. Tohim,theVampiresdonot exig. If shehasa ready been
hidden away or if she has dready fled, Nedly sniffstheair and
follows in the direction sheleft. Once again, any character who
intercedes between predator and prey is dispatched in the most
expedient manner possible (i.e. thrown from Neally's sght and
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thereforemind). Persistent meddlersarededt more harsh blows
and will be killed if need be, but Neally does not alow his
advance to be dowed by the destruction of a character. If the
characters cannot be daunted, Neally abandons his pursuit for
now and tries to resume it later in the night or at another time,
Neally does not end hisHunt for Lorraine until he has captured
and sucked her dry. Jeffersonwill not relinquish control over his
victimuntil Neally hasbrokentheSixth Tradition. Ifthismeans
maintai ning constant control of Neally for days on end, sobeit.

WhenNedllyfirst gppears Lorrainebecomesinsanewith
panic. She immediately balts through the dosest means of
exape. Any character who tries to hold her back is on the
receiving end of a surprisingly powerful blow (she becomes
Strength 5 in her terror). Lorraine haslearned the streetsfairly
welland fleesinto their shelter. Characterstrying to keep up
with her mustwinaPursuit contest (Vampire, p. 152). Lorraine
dready has five successes to her credit and needseight to elude
thecharactersentirely. AsL orraineknowstheway throughthe
dregts, her rolls are made againgt a Difficulty of 5. The
characters* are made against avalue of 7 unless a character is
Streetwise, in which his Difficulty isdso 5. Should the char-
acters catch up with Lorraine they again find themselveson the
defensive from a few blows. After a second Lorraine redlizes
thatitisnot Neally who shefightsandletsher guard down. She
can now be reasoned with and follows whatever orders the
charactersgive. IfthecharactersloseLorraineinthe pursuit, she
dissppearsintothe city sorawl. Even attempts at tracking fail to
locate her, her path is so erratic.

If the characters are organized enough they may divide
into groups. One can try and waylay Neally while the other
pursues Lorraine, The latter group will have to be quick about
their task—itisunlikelythefirst groupcanholdNedlly forlong.

Whether Nedly goes through the characters to get at
Lorraineor isforced to fleefrom the characters, hemanagesto
dudeany attemptsat pursuit—hisAuspex makeshi m awareof
trackers and he ambushes them to ensure hisgetaway. After
finaly disposing of Lorraine, Neallyreturnsto hisestate-Haven.
Once there hismind returns to him — Jefferson relinquishes
control to let Nedlly wonder at his latest atrocity. Jefferson's
next gep isto reved hisreturn and orchedration of Neally's
mania.

Attempts at conversation with Lorraine's stalker do not
clear Nedlly's mind, but do shed more light on the reasons
behindhisHunt, " Lodinownsher andhatesme. / usedtobehis
favorite. | want her dead!" If the characters guessat arelation-
ship between Nedlly and Lodin, that is more than fine; do not
rebuke them. Nedly dso bellows a characters who intercede
themsel vesbetweenheandL orraine, " Get out of mywayunless
you seekyour final grave!"

Neally's confession of persond hatred for Lorraine ab-
solvesLodin of responghility inthisBlood Hunt, Infact, Lodin
does not even know Nedly hunts his lover and would do

ON ThE HhUNT =+ e

anything in hispower to protect her. However, Nedly has put
himself betweenL orraineand her Prince, dl shecan doisrun
away. Nedly's confesson adso suggests the mania he suffers;
heisbeyond rationd thought. If characters spokewith Neally
back at theni ghtclub, they recognize hismanner of speech from
that occasion.

When characters confront Nedly, do not let them forget
any past sympathiesthey may havefeltfor him. Itisclear that
Neally haslost control of himself again and is not necessarily to
blamefor hisactions. Atfirst, any sympathy feltfor Nedly may
forcethecharacters to be gentle with him. However, onceit
becomesclear that only forcewill sop Nedly, thecharactersare
justi;‘ied in using it (though lethd force may ill be unneces:
sary),

At somepoint inthechasescenebetween Nedlly, Lorraine
and the characters, the characters have a chance of spotting
Jefferson again. Asin the previous two scenes he gppears as a
familiar silhouette, but noidentity can beatributedtohim. As
usual, if the characters move toward him, or a single character
directsthe rest to the figure, Jefferson disappears, Jefferson's
occasiond gppearances keep his attivities immediate in the
characters lives, even though they do not know he's behind
things. When the charactersface Jefferson in Chapter Four they
realizeit is he who has been haunting them al dong.

Thecharactersmay know of aplacetohideL orraine, but
Neally's Hunt is rdentless and the Vampires cannot guard
Lorraineforever. Whatismore, Lorraineisafraid tostay inone
place for long, regardless of safety assurances. Her life on the
dreets consgts of congtant roving, so she thinks Nedlly will be
ableto track her down if sheditstill (and she'sright). Thus, at
some point when characters return to Lorraine's shelter, they
find hergoneor dead, whichever ssemsmorelikely basedonthe
gtuation. If Neally has killed Lorraine, the characters find her
in severa pieces, her body having been torn limb from limb as
if by aferocious anima (or maybe even the Sabba..). If a
characterwasparticularly dosetoL orraine, heor shemay lose
two Willpower points, may go into Frenzy, or may loe a
Humanity point.

If Lorraine gets away from or abandons the characters,
they get word of her fatethe next day. Rumors spread about her
brutal degth. Itisaso sad mat Nedly was seen following her,
but for reasonsunknown. Asthe charactersknow moreabout
Neally'sHunt, they may inject truthintotherumor mill or may
approach some authority figure to make the truth of events
known. Only truly foolish characters try and gpproach Lodin
with this information; the characters are definitely out of favor
with the Prince and you should remind them of thisfact.

Over any period of timespent with Lorraine, the charac-
terslearnmuch from her. Thegirl isawedlthofinformationand
could blackmail dmogt anyone in the Chicago Camailla. She
isloya toLodin, though, sorefusesto betray his trust (Lorraine
isloyal toLodin, butisasoloyal tothecharacters, her friends,
0 refuses to betray them to the Prince, even if that action puts
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herinconflictwith L odi n'sdemands.) I nreturnforhel pagai nst
Nedly, Lorraineis willing to reved some of what she knows.
Theexact nature of her revelationsare up to the Storyteller. She
could reved the location of a hated Vampire's Haven, or may
know that an envoy from another city, like Gary, iscoming to
Chicago to sign on recruits. Lorraine knows little of Nedlly's
secrets, but can explain his relationship with Emily (that she's
his Ghoul and s toy), and knows that Lodin has grown wary
of Nedly lately, given Neally'sinexplicablebehavior. Lorraine
is an excdlent tool through which to explain recent events in
Chicago Vampire society.  She might even give details on the
Sabbat gang's activities in town.

Shortly after word of L orraine'sdeath getsaround, Lodin
announcesaBloodHuntagainst hisfor mer lieutenant. Thebounty
offeredinreturnfor hiscapture—alive—isNeally'sownblood
and esence.  If Nedlly isbrought in dead, no reward is paid. If
they want, bounty hunters could arrange for another reward,
suchasaRoyal Pardonfrom Lodin for crimescommitted in the
past. This would be a vauable prize to the characters. The
characters may participate in the Blood Hunt, but their inten-
tionsprobably change when Neally approachesthem in need of
help, and when he is willing to pay much better than Lodin.

Subplot: Romancing Emily
"Woman's fidelity

Turns like the weather

Sways like afeather

Tossed in the breeze"

— Giuseppe Verdi, "Rigoletto"

While the characters have occasond encounters with
Nedly in this Chapter, we do not want them to forget about
Emily. Weparticularly donot want acharacter who hasbecome
enchanted by her tolosetouch. Thus, thisencounter dlowsthat
character to maintain a relationship with the Ghoul. It dso
dlowsthecharacter to movedoser to Blood Bond with Jefferson.
The character ds0 gains someinsight into what goes on behind
recent events.

Out on the street one night, the character attracted to
Emily sees the object of his affection. It quickly becomes
gpparent that thewoman walksasif in atrance—shepasssthe
characterwithoutevenacknowledging him. Caledafter, Emily
sngpsout of itand smilesto her friend, but quickly seemstodrift
off into dreamland. After afew moments the spdll fades and
Emily returnsto normal.

Emily hasjust beenwith Jefferson, whoopened hisveins
to her, renewing the potence of his blood within her. Emily
walks in a temporary daze, hypnotized by the ecstasy of her
encounter with Jefferson, even though it was not of the tradi-
tiona physical sort.

Having brought Emily around, the character may invite
her to an intimate encounter of his own. Emily complies of

+« ROMANCING €EMILY = ' .

course, but seems distracted throughout the affair and is not
satisfied with what the character offers.  Something clearly
preoccupiesEmily, something that hasintrigued her much more
than the character's offering, which ismadepitiful by compari-
son. Emily does not accuse the character of inadequacy, but on
their next meeting, the character must do some convincing toget
Emily tojoininaphysical encounter. Obvioudly, Emily hasmet
someonedse

The character may follow Emily, but she does not meet
with Jeffersonanytimesoon. Hisblood coursesthrough her and
doesitstask whenNeally feeds. Thus, thejeal ouscharacter never
gets a chance to meet his competitor. For mood's sake, though,
thecharacter may get ahint at who has stolen hiswoman. When
the character finds Emily wandering in atrance, the shadowy
figure seen at the club and other places may dso be seen. A
Perception success of 6+ is neaded to spot Jefferson, but his
ObfuscateDisciplinehideshisidentity asusual. Beforelongthe
characters should be desperate to learn the identity of this
mystery man.

Rumors ofthe Sabbat

While the charactersareembroiled in the other events of
this Chapter, and whilethey havebrief encounterswith Neally
(and maybe even Emily), thegroup hearsrumorsand storiesof
the Sabbat gang. The gang is under orders from Jefferson to
makeitspresenceknownin Chicago. |f Sabbatactivity becomes
general knowl edge, Jefferson hopesthat Neally will turntothem
to escape the Blood Bond.

These rumors and stories are only samples of what the
characterscan hear. Fed freeto createmore. Someareaccurate
and some are exaggerations. The source of the rumor islisted
below, but you may change that source. Of course, different
sourcesimpartdifferentinformationindifferentways.

» Thecharactersread in thenewspaper of abresk in at the
ruins of the theatre. It seems that on the night following the
"drug battle," looters got in and committed severd acts of
vandaism. A photographof spray-paintedgraffiti reads," Sabbat
rules! Listen to theBeast!" Characterswho make aPerception
auccess of 7+ redize that no mention of theft is made in the
article

In reality the Sabbat returned to the theetre after their
confrontation with Sheriff. They sought Jefferson, but naturally
failedto find him. Thegang'sacts of vandaism pose yet another
threat to the Masguerade so L odin hasdonewhat hecanto make
the break-in seem more mundanethanitredly is.

» A Nosferatu acquaintance tells the characters of a
conversation he overheard:

"/ waslookin' for arat in me Haven when | heard these
loud,gr uffvoicesfromup'bove. Therewasagangstandin' near
my grate. |figurethey were the Sabbat s'osed to bein town.
Oneof 'em—theleader | figure—mentioned goin' backtothe
Free State in California when they were done in Chicago.
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That's all | heard 'fore my rat showed his succulentli' leself."

Itistruethat the Sabbat arefrom theCaliforniaFree Sate.
They have comein search of their missing Magter, and are not
opposed to recruiting members of the Camarillato go back west
with them.

* A Brujah the characters are familiar with offers an
account of an encounter with the Sabbat bikers:

"We was out patrallin' our turfwhen they rode in like
thunder itself. Dozens of 'em were all around before we even
knewwhat washappenin'. | tookonfivemyself. Whentheothers
of'emsaw how bad | waswhippin' their friends, theyall took off.
Bloody cowards. 'Course, oneof ‘emgot in a lucky shot before
hetook off. Gavemethisblackeye... andthisbrokentooth... and
thisfractured arm, but we'reready to take'emagain whenever
they'regame!”

Itistruethat the Sabbat made araid against his gang, but
therinitia intentwastoinvitetheBrujahintothe Sabbat. When
theloca gang refused arumble broke out in which the Brujah
were trounced. Heis not about to admit that, though.

* A radioreport detailsabrawl which occurred overnight
in a smdl bar on the bad dde of town. A motorcycle gang is
reputed to have ingtigated the fight when one attacked awaitress

without provocation. The woman is in hospital, having lost a
life-threatening amount of blood. Three others were hurt in the
dbrawl. Twodied in hospita. Thepoliceare investigating, but as
Sgt. Pike of the Chicago Police Department reports, " The gang
isprobablytoofar gonebynowtotrackdown. Thosetypesnever
stay long in oneplace." (Hesactualy in Lodin's pocket and is
burying the investigation in paperwork.)

* On another occasion, the Nosferatu acquaintance re-
ports having heard Lodin has declared a Blood Hunt against
Nedly. Thisrumoristoldbefore theactual Blood Hunt iscaled,
soisfalseforitstime of telling. 1t might be humorous to have
the same Nosferatu later report the rea Blood Hunt to the
characters. The characters probably disbelieve the Nosferatu,
having been mided by him before.

» Word spreads throughout VVampire society that Lodin
has admitted to Sabbat activity in Chicago — the problem has
gotten so bad that he can no longer hide the fact, and needs the
help of the Kindred to find the intruders. Sheriffand some of his
men went out hunting. They're said to havefound thegang, but
were beaten to a pulp. Stories now say that even Sheriff has
grown afraid of the Sabbat! Thus far no one hasfound the gang's
Haven, but the search goes on.

CHAPTER THREE:
EMISSARIES OFF DESTRUCTION

"The urgefor destructionisalso a creative urge!"
— Michael Bakunin, "DieReaktion in Deutschland”

After compelling Nedlly to destroy oneof the Kindred, an
event which leadsto aBloodHunt, Jefferson presents himself to
hisold "friend." Learning that he has been Blood Bound to and
is & the mercy of his mogt-hated enemy, Nedly is desperate to
bresk the Bond regardiess of consequences. As years of expe
rience have taught him, the Bond isindestructible, savefor one
means of escgpe of fered by the Sabbat. Among the Anarchs of
the Camarilla is it known as the "True Pah" in sneering
reference to Golconda, which is known as the "One Path." Just
as Jefferson hopes, Neally turnsto the Sabbat to bresk free of the
Bond, even though that meanstheend of hislifeasheknowsit.

To join the Sabbat, Neadly employs the characters as
envoys. After that night at the theater, Neally knows the
characters have established terms with the Sabbat. He further
relies on sympathy in petitioning their aid; the characters un-
dergtand the immensity of Neally's recent hardships. Though
the Sabbat are willing to accept Nedly, they firgd want the
characters to join them on a wrecking spree. If the characters
impress the Sabbet, the gang will let Neally'ss deal proceed.

— -

However, that assumes the characters survive the spree.

Before he can get in contact with the characters, Neally
must deal with the immediate threat of the Blood Hunt caled
upon him. Lodin can no longer overlook Neally's breaches of
Tradition, and leads the Blood Hunt himself when he finds out
about his precious Lorraine. Nedly therefore goesinto hiding
and cannot be found. He does not even tell Emily where heis
going. If the characters become involved in the Hunt their
efforts are fruitless, as are everyone e ses.

This Chapter is treated as one unit, but it is actualy
composed of anumber of different encountersand events. Itwill
take at least one evening of play to complete as it is likely your
players will become quite involved in this contest which the
Sabbat forces them into. However, if it does take less time, it
would be easy to go directly to Chapter Four, and thus complete
thisstory in threenights (as always, our presentation of the tory
isonly our suggestions on how to usethe materia—you aways
have the right to change thingsto fit your own Chronicle and

unigque style).
Setting

Neally only comes out of hiding to locate and retain the
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NEALLY'S PLEA - -

sarvicesof the characters. To locate the characters, Nedlly waits
for them in some place where he has encountered them before,
like the Nightclub, their Haven or on a dreet corner. If the
location is crowded, Neally waits until the characters leave or
are done before reveding himsalf.

The setting of the characters ride with the Sabbat is the
city of Chicago itself. Thegang leadsthe charactersall over the
city, demanding specific tasks and feats.

Neally'sPlea

Nedlly understands the danger of approaching the char-
acters—they may turn himininstead of helping him. Toensure
the characters loyalty Nedly is prepared to share highly das-
sfied information, information that he has learned as Lodin's
Lieutenant. You should determine the precise nature of this
information basad on your Chronicle. Nedly might reved some
secret Elder plan to eiminate all Anarchs. Or, Nedly might
reved the identity of an Elder who secretly holds one of the
charecters in Blood Bond (he doesn't know that one of the
charactersmight be Bound to Jefferson, though). Regardlessof
the exact content of this intelligence, it should be sufficiently
important to the characters that they might overlook the Blood
Hunttogetit. Nedlly isnotstupid, either. Hebaitsthecharacters
with onerevel ation and promises more upon completion of their
task. Tolearn morethecharacterssimply need locate the Sabbat
and convince them to accept Nedlly.

It is dso possble that the characters might not be inter-
estedin Neally's offer of information, or they might want more.
Neslly holds another secret that he is loathe to admit, but barters

withitif necessary. Only morepowerful and influential Elders
know legends of a reclusive Shaman in the mountains of
Colorado. Sheisrumored to know the ancient waysto free one
of the Beast — she can make aVampire human again! Nealy
does not know the precise location of this woman, nor does
anyoneelse. Littlemorethan legend of thewoman hasever been
passed as those who have gonein search of her have never been
seenagain. FormoreinformationonthisShaman, se Epilogue.

Furthermore, characters might have their own motiva
tions for helping Nedlly. Any character involved with Emily
might hel p the Elder to get closer to thewoman. Again, Nedly
is loathe to acquiesce, but grants the character permisson to
court or even Blood Bond Emily after Neally is gone. Joining
the Sabbat, Neally redlizes that histieswith the Camarillawill
be forever cut, so will lose his power over Emily. Of course, a
character who helpsNeally only towin Emily isdisappointed by
story'send; Jefferson claims the Ghoul instead.

Locatingthe Sabbat

Therearedl kindsof waysfor thecharactersto locate and
ded withthe Sabbat. Thecharacterswill probably comeupwith
a means that is appropriate to their persondities and your
Chronicle, so you have to be prepared to improvise when the
characters search for the gang. The mogt likely means of
locating the Sabbat involves a surveillance of the city, waiting
for the gang to wreak havoc again. Characters might tuneinto
thepolicebandor they might spy on Sheriff and hismen, waiting
for them to go out and dedl withthebikers. Learning wherethe
Sabbat are, the characters have to approach the gang before any
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authorityfiguresarriveonthe scene. Making Neally'soffer, the
characterscan lead thegangto asafer place for further negotia
tions. Or the gang could scoop up the characters on the spat,
taking the Vampiresout on their wrecking soree— thecharac-
ters test of loyalty.

Itisaso possblethat the characters might put out word
that they want to meet the gang. Though the Sabbat are
transitory, Jefferson wants Nesally, so the gang will hear of the
characters message. However, Bachisdisnterested in meeting
anyone boring. He only arrives at apreordained meeting place
if the charactersinsult or challenge the power of the Sabbat.

Regardless of themeans of thetwo groups meeting, the
Sabbat are quick to drag the characters off. They want ameasure
of the characters resolve and will only deal withthegroupif the
characters prove themsalves to be tough or wild.

The gang is interested in the characters proposd, but
beforethey risk their necks and accept Nedlly, the Sablbat want
thecharactersto provethat their intentionsaregenuine:

"Howdoweknowthat you'renot Camarillapawns, sent
here to lead usinto trap? Your precious Masters have already
learned they can't take us by force. Maybe now they' re wasting
thelr timewith petty mind games...

"Yeah, okay, we'll meetwith him. We'll showapunylittle
CamarillaElder how to snarl. Butfirst you've got to prove
yourselves. If you want to deal with the Sabbatyouride with us
first. Wedon't barter with anyonewho'safraid ofthe Beast!"

Ridingwith the Sabbat, the charactersareinfor thetime
of thelr unlives.

The Soree

Once again, events of the spree are dependent on the
characters persondities. The goreeoffersanideal opportunity
for the charactersto perform any wild actionsthey have dways
dreamt of. The Sabbat put each character on theback of abike
and roar around town a steady peeds exceeding 120 mph
(successonaStamina+ Driveroll, difficulty of 5, inorder not
toshow signsof illness) until Bachsignasahalt. Thegangstops
whenever aparticularly promising destinationisreached, likea
sy bar. At each dedtination one character is ordered to
perform some dangerous or dedtructive feat. Some idess are
liged below, in order from minor to extreme:

* A small Vampire might be commanded to start a fight with a
gigantic bouncer at a tough Country & Western bar;

» Goinachurch andinterrupt the Funerd of a VIP,

 Jumpover carsinatrafficjam, rippingtheantennaoff of each
one;

 Dominate/KidnapaTraffic cop, and forcehim to givetickets
to vehiclesparked legdly;

* Sop dl the Traffic on one Sde of asix-lane freeway;

* Sed aPoliceCarwiththesrengoing full blest, andhave arace
with the Sabbat on their cycles,

THhE SPREC =+ -t

» S fire to an abandoned building;
* Hip over abrand new Lexus parked on the Sde of the road;

* Hijack acity busand forcethedriver todriveitinto apark, and
on top of the grass (and over a"stay off the grass’ sign);

* Bugt up adrug ded and sted the money and guns of the
participants,

* Paint graffiti on a mobile Police HQ (operated out of anRV);
¢ Climb the Sears Tower and bresk windows on theway up;

* Rip down somepower lines, cutting off eectricity toan entire
neighborhood:; or

* Derall aSubway Trainby bresking up thetracks (if warningis
not given totheTrain, and death is caused, Humanity may be
lost).

Once the characters becomethoroughly embroiled in
their primal, cheotic deeds (indeed, the players may well be
shouting, laughing and constantly coming up with new destruc-
tive acts10attempt), they move doser and doser to loss of self-
control. This change develops gradualy and occursin part by
being in company with the Sabbat - the intensity of their
Bestidity beginsrubsoff onothers. Torecognizethistransfor-
mation requires a Humanity roll made at a -3 penaty. Those
whosucceedrealizethat they arebecomingbrutesandmay stop
themsdves from degenerating further. Thosewho fail theroll
may loose complete control. A Frenzy check ismadewitha-3
modifier toress the Beeg.
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Characters who Frenzy remain in that state as long as
they're in the presence of the Sabbeat (and that meansall night).
If acomposed character can leed aFrenzy victim away from the
action, the Frenzied character has a chance to recover. Charac-
terswho do Frenzy may lose Humanity as usud, but only after
they have recovered.

Above al, this scene should be fun for it dlows the
charactersto cut loosewherethey arenot usually ableto. Keep
experimenting with different feats at different locales until all
the players get into causing trouble. If one particular feat
entertains them, let all the characters perform it. Lots of
Attributeand Disciplinerolls add to theexcitementof thisscene,
giving the playersa sense of how animated and radical their
charactersarebehaving. Of course, by performingall thesefeats
the characters are breaking the Masguerade. Lodin will cer-
tainly be after the characters once word of their acts get out.
However, thereward Neally is offering should eesily compen-
satefor dl that hasde

Remember that the Sabbat are impressed not only by
dangerous and daring feats, but dso by wild, unpredictable
behavior — the essence of the Sabbat is the Beest. So, if a
character fails to sucoead in the action he is commanded to
perform, the Sabbat groan withdisappointment. However, the
character can compensate by losing control or doing something
unexpected and totally insane. Asaruleof thumb, if characters

THE SPREE -+

actions make you laugh, the Sabbat are entertained and im-
pressed.

Any character who isastick-in-the-mud, or who refuses
to break the Masgquerade, dsofailstoimpressthe Sabbat. Bach
needsto put hisconfidencein all the charactersif heisto accept
Nedly. Thus, Bach refuses to ded with the characters until dl
expose their Beadt. Characters who have impressed Bach may
talk him into changing hismind with aManipulation successof
7+. Heagreesto continue dedings with the group, but will not
havethe"boring" character present when Nedlly defects. All in
all, it should not betoo difficult for the charactersto get on the
gang's good side.

Creatingmayhemall over town, thecharactersand Sabbat
are bound to run into mortal police and maybe even Lodin's
goon sguad. These opponents should befun to face, but should
notbring thegang'sgoreeto ahalt. Furthermore, thecharacters
should avoid capture by mortal or Vampiric authorities. The
characterswill need their full number when Nedlly isddivered
toand Initiated into the Sabbet.

The night'sfestivities do not end until the approach of
sunrise. The Sabbat refusetolead thecharactersto their Haven.
Thecharactersarelefttoreturntotheir ownrestingplaces. Itis
unlikely that the characters can pursuethe Sabbat— thebikers
kick the characters off their machines and take off. In parting,
Bach does express his repect for the characters. " The Beast is
still alive in you! Good! Meet us tonight at the old Northside
Church. Bring your weak Elder!"

Winning the respect of the Sabbat the characters get a
definite sense of accomplishment. Furthermore, after reveling
in their Beedtid side, the characters dso fed vital and potent,
despite any moral misgivings for the night's events. Accord-
ingly, thecharacterseach regain 5 points of Willpower, but risk
aHumanitylossifthey havedoneanythingespecialyrepulsive.

Characters

Thereisno end to the variety and number of characters
who can appear inthisscene. TheStoryteller should improvise
character profiles as needed. It isunlikely that any one person
met in the spreewill appear twice. For theprofiles of the Sabbat,
e Chapter Four.

Roleplaying Tips

The most consi stent characters taking part in this scene
are the Sabbat They largely remain on ther bikes or enter a
place where acharacter has been commanded to perform. The
Sabbat tendtolaugh at acharacters triumphsand defeats. They
jeer when acharacter fail sto meet their expectations, and cheer
when a character exceeds expectations. Above al, the Sabbat
prompt the characters to become more and more Besdtid,
encouraging the Vampiresto test thedepthsof theiranimal sde.
If characters become Frenzied, it is not long before the Sabbat
do s0 aswell.
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CHAPTER FOUR.:
ThHhE INICIACION
e — e}

"Icewill melt, water will boil

You and! can shake offthismortal coil

It's bigger than us

You don't have to worry about it

Ready or not here comes the drop”

— Crowded House, "It's Only Natural"

Having won the favor of the Sabbat, the characters
ddiver Neadlly to the proposed mesting place of the old Northside
Church. The Sabbat await Nedlly's arrival and have prepared
the church cemetery for their cult's Initiation ceremony. Neally
isgoing to beindoctrinated into the Sabbat this very night, and
the characters get to (are forced to?) watch.

Further developments include resolution of the mystery
of the shadowy man, Jefferson. He's actualy the Leader of the
Sabbat and performs Neally's indoctrination service. He only
exposes himsdf after attaining revenge against Neally. The
characters are made privy to Jefferson’'s machinations. They
dso redize that Jefferson has won control over Emily. He
intends to leave with her after Neally isbroken. Any character
whao's fallen in love with her may react according to his heart's
demands.

Setting

Theold Northside Church wasbuilt decadesago in arural
region to the northwest of Chicago. It takes about an hour to get
to the church by car. At one time the church serviced a small
rural community. That community sufferedeconomicproblems
sometimeago, and most folks have since moved on. Asaresullt,
the church has fdlen into digepar. Its interiors have largely
been gutted, save for its stained glass windows, which are till
intact.

For a while the building was the den of a pack of
Werewolves. Characterswho have encountered L upines before
may recognize the signs of their previous habitation. A Percep-
tion success of 8+ reveds scratch marks on walls, long hairs
brushed into corners, and gnawed bones scattered about.
Characters who do not know the ways of Werewolves may
notice these signs (Perception success of 6+), but do not divine
their full significance.

Bach dected the church as the meeting place between the
Sabbat and the characters since the church has a cemetery in
which to Initiate Neally. The old Northside is dso close to the
Sabbat Haven, an old bam located in the surrounding rural
community. For agraphic display of the church, see the church
map on the indde of the back cover.

The church itself could house a congregation of about
100. At the heed of the church isthedtar. Attached to the side
of the church is the old parson's house. It, like the church, is
rundown and abandoned. On the other side of the church isthe

cemetery. There are about two dozen tombstones | eft standing.
Many more havebeen destroyed. When thecharactersarrivethe
Sabbat gang stands in the cemetery. A hole has been dug in the
center of the cemetery and is clearly intended for Nedlly.

The only way to approach the church is by an old road
leading from the Interstate.

Dialogue and Drama

The scene a the cemetery is rife with potentid for
conflict, personal terror, wonder, sorrow and heartbreak. When
the characters make their arrival known, Bach warmly greets
them. Hestepsfrom thegroup of gang membersstanding behind
Neally's grave. At first it seems that Bach is oblivious to
Neally's presence, but it soon becomes clear that Bach holds the
Elder is poor regard:

"My friends, we are glad to see you again (the gang
membersall growl in greeting) The day's light waslong and the
pack slept uneasily. They missed the scent of their newfound
Brethren (at this the gang members how! and laugh deeply).

"We have prepared the Becoming Ritual for your craven
Camarillacoward. Look upon hisfate(pointing at theloneopen
grave). Theprimal earthwill bringout histrueself, what hewas
meant to be: aBeast, like us... likeyou!

"Last night you ran with the pack and entertained us.
Tonight wereturntheservice. St and observethemaking of the
trueBrood."

Though the characters would expect Nedly to respond in
kindto insults hurled at him by Bach, Nedlly remainsdocile. In
fact, he is quiet and duggish throughout the journey from
Chicago to the church. Characters with medica training may
examine Nealy. On an Intelligence + Medicd (or any other
related skill) success of 7+, the charactersredize that Nedly is
drugged. Characters without medical training could till come
tothisconclusion, but against aDifficulty of 8. Characterswith
experience with drugs make the test as characters with medical
skill.

Neally hasfed on aheroin addict to makehistransition to
the Sabbat easier. What hedoesnotknow isthat the Sabbat ritual
of Initiation will return him to full consciousness by virtue of its
nature. Buried Initiates become hypersensitive to their sur-
roundings beneath the earth. Thosewho can endure the mental
anguish of imprisonment in the ground have their Humanity
stripped away. Those of even greater will claw their way back
to the surface. The weak willed go mad and never excape the
earth, trgpped forever with their insanity.

Thus, when the grunting and howling part of the Initia
tion ceremony begins, Neally shows signsof rousing. When he
iseventually lowered into the earth he becomesfully cognizant.
Suddenly terrified, Neally desperaely screams for salvation,
"Nooooo! You'redestroying me! Help me! HELP! AAAAA!"
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Immediately after Bach takes Nedlly from the characters
the other Sabbat begin to howl and growl. Ther cdls are
initialy low tones, but gradually grow in volume and passion.
Characterslistening closdaly (on aPerception success of 6+) hear
a chanting pattern within the howling, as if the Sabbat are
actudly spesking another language - the language of the Beadt.
Any Vampire who hears this howling must make a Willpower
success of 7+ or bresk out howling himself. The entranced
character remains 0 as long as the Sabbat keep howling, unless
brought out of it by another character.

Once the Sabbat howls have reached a wild nature, the
gang parts to reved the shadowy figure of Jefferson. The
characters immediately recognize the figure as that seen severd
times before. Until now he has been completely obscured by the
darkness of his Obfuscate Discipline. Bach ill holds Neally
near the open grave. The shadowy figure motions for Neally to
be thrown in. While Nedly screams for his freedom, the
remaining Sabbat fill the grave with earth, smothering Neally's
cries. After that al go quiet, intent upon the grave.

In this "intermission" the characters have an opportunity
to act on their own (assuming they have not dready taken some
action). The Sabbat, including Jefferson, are completely preoc-
cupied with Neally's grave. Characters may do as they please.

To prematurdy see through Jefferson's Obfuscate re-
quires a Perception success of 9+.  Though the characters may
learn the shadowy figure's identity from early on, it does them
little good now that the Initiation ceremony is underway.

Once Nesdlly has been turned to the Sabbat, Jefferson
revedls his true appearance to the characters (assuming they
have not yet managed to penetrate his Obfuscate Disciplineg).
After along pause in which he lets the characters gasp a his
revelation, Neally goes into a soliloquy that explains his machi-
naions:

"Thank youfor your land assistance my dear comrades. |
trustyouremember me —Jefferson ArchibaldFoster. You freed
me from my grim confinement at the theatre. Oh how | hate
opera. You havenot seen memuch of late, but | haveseenagreat
deal ofyou.

"Allow me to explainfurther so you may understand what
hastranspired here. This creatureyou see beforeyou hasbeen
my enemy for along time. We' ve been competing for Emily for
aslong as| care to remember. He beat me in every contest
withoutfail. He even drove me to the Sabbat to find a way of

freeing Emily ofhiscontrol. Well now | have done the same to
him, and he has come to us of his own free will. | merely took
command of his senses, with the help of my lovely assistant
(motioning toward Emily), come here my dear, and drove him
out of hismind. It was his choiceto seek refugefrommeherein
the Sabbat. In that you have hel ped me, though of your own free
will aswell. Neally used you as hispawns. Indeed, by bringing
him hereyou have committed an extraordinary act ofvalor. He
had corrupted thissweet child (caressing Emily'sface) wherel
always sought to protect her. Your deeds have saved a woman
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froman eternity of corruption (Emily smiles to the charactersin
thanks).

To be sure, Neally came to usofhisown free will, so he has
pronounced sentence upon hisown evils. | must admit however,
withgreat satisfaction, that hedid not knowthefull story. Hedid
not realize that | am the leader of this Pack, and that | have

finally returned! Finally, revengeismine!"

After having been haunted for so long by Jefferson,
characters undoubtedly have questions for him that put his
defeat of Neally in clearer perspective. Having waited decades
for his revenge, Jefferson is happy to explain dl his motives and
plans. He clearly revels in his victory.

If the characters have not interfered with the ritual,
Jefferson offers to Initiate them into the Sabbat as well. The
choice is theirs and they are not forced into the Cult if they
decline the offer. Should the characters remain within the
Camarilla, Jefferson offers them two things for having helped
himinthepast.

The first is information:

"You have assisted me so | will assistyouinreturn. | have
learned that one ofyour number has become Blood Bound to a
powerful Vampire, an Elder who cannot be trusted. | refuse to
name your Master for the Bond isa personal affair. It isfor you
to find the Bond Holder and do with him asyouplease.”

The Magter of the Bond is Jefferson himself. He has
learned of one of the characters relationship with Emily. He
does not identify himself as the Master of the Bond because he
knows the character might try to bregk it. That could mean
congtant harassment from thevictim, and Jefferson would prefer
to live without that trouble. He does admit to the Bond as
encouragement for the characters to join the Sabbat. It is the
only recourse from a life of Bondage.

Jefferson dso offers the characters a medalion. He
explainsthat "when you decide that the Camarilla's oppression
can no longer be endured, you can summon me through this. |
shall showyouthetruenatureof the Beast. However, should you
summon mefor purposes of your own, | shall not be... apprecia-
tive" The medallion is actually magica. The characters need
only add a drop of their blood to it and Jefferson will know of
their wish tojoin the Sabbat. The medallion offers lots of story
potentia. If it is used and the characters are not prepared tojoin
the Sabbat, Jefferson may help them with some problem they
face (after dl, the charactersdid free him), but he demands some
kind of compensation for time wasted. The Storyteller may
determine the exact nature of this pendlty.

Emily isdso at the scene of Neally's destruction (she's
been hiding in the church) and leaves with Jefferson and the
gang at the end of the story. The character who loves her may
apped to Emily to stay, but she cannot:

"/ amfond ofyou, but you are no Jefferson. He is like no
other man | have ever met. He makes me feel like a woman, and
haspromised to keep me with himalways. Last timel madethe
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mistake of going with Neallyinstead of him, | won't make the
same mistake twice. | must be with him. I'm sorry."

Nothing the amorous character says can change Emily's
mind. Shebdievesthat Jefferson will restore her humanity and
dedires that above anything dse

If the characters escape the scene of the I nitiation, they go
without pursuit Jefferson isthankful for the characters helpin
his plans so does not persecute them as Camarillapagans. When
the characters are driving back to the city the Sabbet bikers
appear some distance behind them. The bikers gain on the car
regardiess of what the characters do. When Jefferson rides past
on his bike, the characters sse Emily on the back. Jefferson
tossss the meddlion described above through a window, or
hangs it on the antenna. He shouts: "Use it when you can no
longer bear the Camarillal" AsJefferson rides off ahead, Bach
rides past the characters. Strapped to the back of his bike is
Nedly. The former Elder iswild eyed and manic. The amount
of rope used to tie him down proves that Nedly has logt his
Humanity and isoneof the Sabba. Therest of the gang rides past
the car, waves, and disgppearsinto the distance.

The characters might dso have second thoughts about
giving Neally to the Sabbat, particularly after they hear Nedlly's
criesfor hdp. Theonly way to save Nedly isto snatch him from
the scene of the Initiation. The characters haveto go through the
entire Sabbat gang to do it. The characters might even get away,
but their efforts to free Nedlly are usdess. Jefferson ill has
Nedlly under Blood Bond. Jefferson would rather Nedly join
the Sabbat by his own choice, but Jefferson will command
Nedly to return and resume the indoctrination. This dternative
of command is not as satisfying and the first, but still wins
Jefferson hisrevenge. Thus, when the characters are on therun
with Neally, Neally suddenly stopsand runs back to the church.
To stophimthecharactershavetoimmobilizehim. Neally fights
to get back to the Sabbat, though, and it isn't long before the
bikers arrive to reclaim him from the group.

Though the characters may interrupt the ceremony by
trying to rescue Nedly, Jefferson isn't angered. He lets the
characters escape, indebted to them for his own rescue. He does,
however, throw the medallion after them, cdling; " Yourunfrom
us nowfriends, but one day you will run to thefreedom of the
Beast. Usethisthen to find me." The medallion should land near
one of the fleeing characters, who may pick it up.

If they want to see the Initiation ritual through, the
characters may continue to watch. As the Sabbat dare at the
grave, its surface begins to tremble. A fist then breaks through.
Thehandisblack with soil and hasnailsextended to an unnatural
length. Thehand isfollowed by the writhing, contorted form of
Nedly. TheVampire has survived the Initiation and has lost all
his Humanity. Heis now of the Sabbat Characters watching
Neally emerge must make aHumanity test Those that fail their
roll lose a point of Humanity, permanently! The scene is not
meant for the eyes of those who try to deny their Beast. The
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Sabbat, on the other hand, legp about, whooping and hollering
a Neally'srise

His revenge complete, Jefferson shows his true identity.
He smultaneoudy cdls toward the church. A figure gopears
fromalow window. Characters making aPerception success of
7+ recognize the figureas Emily. The character who loves her
may recognize her with a success of 5+, As Nedly had
abandoned Emily when the Blood Hunt was cdled againgt him,
Jefferson invited her tojoin him at his Haven (the Sabbat bam).
During Nedly's Initigtion Emily remains under Jefferson's
orders to remain within the church. Once Nedlly is converted
and his hold over Emily broken, Jefferson cdls her out Emily
is overjoyed with the sight of Neally wild and cringing on the
ground. She then embraces Jefferson as her new Master.

The character who isin love with Emily might try and
escagpewith her, but Jefferson does not dlow that to happen. He
has hisRetainershunt thecharacter down. Thecharacter'sonly
chance of excgpe is to out run the bikers. That is diffficult,
though, as Emily fights the character. Sheisnot Blood Bound
toJefferson, butwouldprefertostay withhimthanthecharacter.
If the character truly loves Emily he may concede to her
requests, not wanting to hurt her. Jefferson understands how a
man can be so obsessed with Emily. He therefore does not have
the character killed, but warns him against coming between him
and Emily again,"l will let you live now for | oweyou a service.
But, shouldyou court Emily again| will leaveyou stakedin the
earth, never to see thenight again." Jefferson'sintentions for
Emily are completely honorable. He wants to preserve her
beauty and, if possible restore her humanity. Jefferson will
admit to these intentions if it makes the lovesick character fed
any better about losing Emily.

SinceEmily'sloverisactually Blood Bound to Jefferson,
the Sabbat could command the character to stay away from
Emily. Jefferson, better than anyone, haslearned to understand
the anguish aBlood Bond can cause over time. He would prefer
toleavethecharacter hisownwill than toforce actions upon the
poor fellow.

Once the characters have witnessed Neally's Initiation
and havelearned thetruth of eventsbehind it, Jefferson and the
Sabbat prepare to leave. Thegang's bikes are parked on the far
side of thechurch. One biker relinquishes hisbiketo Jefferson
and rides on the back of another. Jefferson removes his anti-
quatedjacket and putson ablack leather one. Emily ridesbehind
Jefferson. Ifithasnot yet been offered, thisisthe point at which
Jefferson gives the characters the medallion.

Since the characters see the Initiation through to its end,
they learn that Neally was actually thegreater of twoevilsinthis
old feud. The characters may therefore take heart for having
done some good in arranging his defeat, even though they
intended tohelphim. Thus, by story's end, the charactersregain
5 points of Willpower. If oneof the characters loved Emily and
has since logt her, he gains no Willpower for defeating Neally.

EPILOGUE -+ A

By theend of this story the charactersreach a status quo.
They have not been overtly harmed by anyone, nor have they
been directly manipulated. Thisisarather encouraging ending!
If you want the story to take a darker twigt, the Sabbat could
intend to Initiate the charactersalong with Neally. Having seen
Jefferson, the charactersknow heisdive, and, having runwith
the motorcycle gang, the characters are deemed too familiar
with Sabbat waystobelet free. Y ou thereforemight add afew
open gravesthat have been dug toward the back of the cemetery.
Thecharacters might even bewilling tojoin the Sabbat, but itis
morelikely that they will fightfortheir righttochoose. Theonly
way for thecharacterstobepardonedistoapped for mercy from
Jefferson, reminding him of the invaluable service done him
back at the theatre. A Manipulation + Subterfuge roll is
required. If it is 6+, Jefferson lets the characters go, regardless
of the consequences, but hemakesit clear that henolonger owes
any favors.

If the characters are angered by having been made pawns,
they may destroy Neally after he climbs from the ground. His
revenge cut short, Jefferson is enraged and is sure to force the
charactersinto graves. To get revengeon them, hemakesthem
Sabbat, and his subjects.

Epilogue

The characters may have sacrificed Nedlly to the Sabbat
and lived to tell of it, but now they are in more trouble with
Lodin. Word gets to him of the Vampires littlejaunt with the
Sabbat. He's furious that they would break the Masquerade
again. Lodin is dso concerned by the disappearance of Nedlly.
If he has any inkling that the characters were involved in
Neally's defection, the Prince gives them no quarter. Thus, a
couple days after the Sabbat ritual, Lodin's Retainers hunt the
characters down and bring them to the Prince's Haven once
again.

Aspunishment for thecharacters breach of the Masquer-
ade, they are made to drink of Lodin's blood once again, unless
thiswould make them Blood Bound to the Prince. In thiscass,
he will probably cdl a Blood Hunt againg them. If the
characters are tied to Neally's disappearance, Lodin definitely
calsaBlood Hunt against them. Heletsthem leave hisHaven
dive, andif they can survivetheHunt, the characters are deemed
innocent.

However, the characters can bargain their way out of
punishment. The characters may claim to have witnessed a
Sabbat I nitiation, so know some secrets toward controlling the
Blood Bond. (Note that the characters don't know dl the
Sabbat's secrets, so cannot bresk Blood Bonds on their own.)
Thisinformation isimportant to Lodin, who would love to be
allowed to Blood Bound at least some of Chicago's Kindred.
Thus, he ligens to the characters information, hoping to be
better able to convince Chicago's Primogen that he should be
alowedtomakesuch Bonds(afteral, if they canbebrokenthey
are not so powerful). In return for this information Lodin is

30 Blood Bond



i x
E 3

willing to let the characters go. Naturally, the Prince does not
explain why he wants the characters information. When they
are rdeased, the characters should be sufficiently mystified, and
maybe a little frightened. There is no telling what Lodin might
have up his deeve, and no telling how it might involve the
charecters.

The characters can dso avoid punishment by utilizing
information Lorraine or Nedly has reveded. If the Prince can
be blackmailed with some dark secret, he pardons the characters.
He will not tolerate continued manipulation though, o if the
characters try to blackmail him again he will have them de-
droyed, regardless of the consequences.

This story must come to an end, but its legacy lives on.
There are a few dories that may spin off from Blood Bond:

S S

CHARACCTERS =

* Thecharacter inlove with Emily might pursueher. That
means coming in direct conflict Jefferson and his Sabbat gang.
The character's pursuit leads him to the Cdifornia Free State
where neither Camarilla nor Sabbat hold power. Even if the
character does not pursue his love, Emily and Jefferson could
turn up in Chicago again. Jefferson definitely turns up if the
characters use the medallion.

* If Nedlly told the rumors of a shaman, the characters
might travel to Colorado to restore their humanity. You can
make of her legend as you please. The Shaman could be ahoax,
a sham, or genuine. If genuine, her exisence in Werewolf
infested country hasto be explained. Maybe sheis aWerewolf
herself, but is willing to free the Vampires of their curse. The
process might mean actual consumption of the characters,
resulting in the consumption of the Beast within.

——— ————
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JEFFERSON FOSTER

Apparent Age: 30 (Born: 1866)
TheEmbrace 1897

Generation: Ninth

Clan: Sabbat (previousy Ventrue)

Description: A product of late 19th Century American high-culture, Jefferson still belongs to that age of dress and
manner. He wears the fineries of an aristocrat and speaks with a slightly affected air. His hair is neatly trimmed but is
not in style by modern standards; he has long sideburns, a pony tail and mustache.

Though Jefferson is usually composed and charming, he is quick to anger and reveals his Beastid side with little

provocation — a result of being Sabbat.
Demeanor: Director
Nature: Architect

Notes. After getting his revenge against Neally, Jefferson intends to take Emily to California. There he plans to st

up his own Princedom, but one in which Vampires are free to control their own fates — none will be forced tojoin the
Sabbat and none may follow any dictates other than those which maintain the peece.

Roleplaying Tips. Stare directly at people you address and make them know that you are in charge, regardless of who
holds official power. Pace about when explaining your machinations, pausing to allow others to gasp at your
brilliance. Though you are potent and know it, you still acknowledge the achievements of others, and are friendly

with those who help you.

NEALLY €DWARDS (Blood Bound)
Description: While Neally is under the direct mental control of Jefferson he gains Attributes and Disciplines he does
not usually have. These added powers derive from Jefferson's blood, which courses through Nealy veins. When
controlled by Jefferson, he has the following additional Disciplines. Celerity 2, Potence 3, Presence 3 and Obfuscate

4. While controlled his Humanity aso drops to 2.

When under Jefferson's control, Neally's Beast clearly manifests itself. His eyes are wild, his hair disheveled, his

fingernails long and his fangs gleaming.

Roleplaying Tips. When under Jefferson’s control snarl alot and growl out your words. Y our chest heaves up and
down as adrenaline courses through your body. Y ou can never stand in one spot for long and you lash out at minor

annoyances, like insects.
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EMILY CARTER
Apparent Age 24
Description: Emily is a shapely, aluring beauty. Her long black hair cascades over her shoulders and around her
tender throat. Her ruby red lips command the attention of any man and her deep brown eyes could swallow him
whole.
Demeanor: Conformist
Nature BonVivant
Notes: Emily did not want to be a Ghoul. The trauma of her change, as well as the trauma of Nedly's abuses
eventudly caused aperversion of Emily's once-sweet naivete. She now lusts after sexual encounters and cannot
contral her desires. Though she enjoys physical encounters, Emily does feel guilt for them and longs to be innocent
and human again. Jefferson promisesto fulfill that hope.
Roleplaying Tips. Press doseto any characters you meet. Catch their eyes with ademure look and lick your lipsina
sensud way. You are available for an affair and advertise that fact.

BECRY
Apparent Age: 7
The Embrace: A couple days ago
Generation: Ninth
Clan: Ventrue
Description: Becky isasmall black girl of endearing charm and innocence. When the charactersfirst meet her she
wears pyjamas and clutches desperately to her teddy bear, Miss Missy (which has only one eye). Though her eyes are
wide and sweet, her face round and soft and her voice gentle, Becky is Kindred and can't hel p but bear teeth and
become Beastid when frightened or angered.
Demeanor: Child
Nature: Child
Notes: Recently Embraced, Becky has yet to come to terms with her new "life". Once she has, though, she could
return to the characters as either friend or enemy, depending on how nasty the Stroyteller is. She may be thankful for
the characters help in saving her from Neally, or she may hate the group, angered at dl who wereinvolved inher
change.

BACH
Apparent Age: 27 (Bom: 1931)
The Embrace 1958
Generation: Tenth
Description: Bach is a powerfully built, sports black leathers and wears a leather "pilot” cap on his head. His hairis
medium length and he's clean shaven. A long scar runs down Bach'sright cheek and ends at his mouth whichis
twisted into aperpetua surly grimace.
Demeanor: Rebd
Nature: Visionary
Notes: Bach is the acting leader of the Sabbat gang. He was embraced years ago when he was a art teecher. His Sire
was Sabbat and showed him the freedoms of the Beast. With his newfound power Bach, ashis Sire nicknamed him,
quickly gained authority among hiskind. His greatest ideal isto show others the freedom of mind to be found inthe
Beast

A Sabbat by nature, Bach is quick to become Frenzied. Eventhe sight of afight is enough to rouse his animal spirit.
Roleplaying Tips Bach is an impassoned speaker who shouts to command attention and thrusts his fists in the air to
make hispoint. Laugh at anything violent you see or take part in. Solid blows made against you only heighten your
appreciation for the Beast — you thank your opponent for hitting you and return the favor.

ThHE SABBAT GANG
The gang consgts of seven wild Kindred who revel in any form of violence and danger. They are completely
unpredictable. They might talk quietly with acharacter one moment and in the next try andjam hishead is abike's
sookes. Though the characters might be accepted by the Sabbat, the characters should constantly fear for their lives
while in the gang's presence. 1n portraying the bikers, think of the wasteland marauders of thefirst two Mad Max
films.
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JIEFFERSON FOSTER
Physical: Strength 3 Dexterity 3 Stamina 4
Social: Charisma 4 Manipulation 4 Appearance 3
Mental: Perception 3 Intelligence 3 Wits 5
Virtues: Conscience: 2 Self-Control 1 Courage 4
Talents: Acting 4, Alertness 4, Athletics 3, Brawl 3,
Dodge 3, Empathy 4, Intimidation 4, Leadership 5,
Streetwise 2, Subterfuge 2
Skills: Animal Ken 3, Drive Motorcycle 4, Etiquette 4,
Firearms 3, Melee 4, Music 4, Security 2, Stealth 4,
Survival 3
Knowledge: Occult (Vampires) 4
Disciplines: Potence 4, Obfuscate 4, Presence 4, Dominate
3, Auspex 2, Celerity 2, Animalism 2.
Background: Retainers 5
Humanity 4, Willpower 9, Blood Pool 10

EMILY CARTER BACD
Physical: Strength 1, Dexterity 2, Stamina 2 Physical: Strength 4, Dexterity 4, Stamina 3
Social: Charisma 4, Manipulation 4, Appearance 5 Social: Charisma 3, Manipulation 4, Appearance 2
Mental: Perception 2, Intelligence 3, Wits 3 Mental: Perception 2, Intelligence 3, Wits 3
Talents: Acting 4, Alertness 2, Empathy 3, Subterfugd Talents: Alertness 3, Athletics 3, Brawl 5, Dodge 4,
4 Empathy 2, Intimidation 2, Leadership 3, Streetwise 3
Skills: Etiquette 3, Stealth 2 Subterfuge 1
Knowledge: Bureaucracy 2 Skills: Animal Ken 3, Drive 5, Firearms 3, Melee 4,
Disciplines: Auspex 2, Presence 2, Celerity 1 Music 4, Repair 3, Stealth 4, Survival 3
Backgrounds: Contacts 3, Mentor 3, Influence 1 Knowledge: Occult 2, Politics 2
Virtues: Conscience 4, Self-Control 0, Courage 3 Disciplines: Potence 3,. Fortitude 3, Celerity 3,
Humanity 6 Willpower 5 Blood Pool 10 Auspex 2, Animalism 1

Backgrounds: Mentor 3
Virtues: Conscience 0, Self-Control 1, Courage 3
Humanity 3 Willpower 8 Blood Pool 10

BECKY THE SABBAT GANG
Physical: Strength 1, Dexterity 2, Stamina 1 For ease of play, one profile is used for all the bikers:
Social: Charisma 3,. Manipulation 2, Appearance 4 Physical: Strength 3, Dexterity 3, Stamina 3
Mental: Perception 4, Intelligence 3, Wits 3 Social: Charisma 2, Manipulation 2, Appearance 2
Talents: Aleriness 3, Dodge 3, Empathy 2, Mental: Perception 2, Intelligence 2, Wits 2
Leadership 2, Streetwise 1 Talents: Alertness 2, Athletics 3, Brawl 4, Dodge 3,
Skills: Stealth 3, Survival 2 Intimidation 2, Streetwise 2.
Disciplines: Auspex 1, Celerity 1, Presence 1 Skills: Animal Ken 2, Drive 4, Firearms 3, Melee 3,
Virtues: Conscience 3, Self-Control 1, Courage 5 Repair 2, Stealth 4, Survival 2
Humanity 10 Willpower 4 Blood Pool 2 Disciplines: Potence 2, Celerity 2, Fortitude 2

Backgrounds: Mentor 3

Virtues: Conscience 0, Self-Control 0, Courage 2
Humanity 2 Willpower 7 Blood Pool 10
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TheTiethat Binds
|sthe Tiethat Kills

| Some mortals say love is the most powerful emaotion 1
The Kindred know better !

Far more powerful than love is the force of blood.
When drunk from another Vampire three times
It creates an obsession none can resist.

Now the characters learn just how strong the blood bond can
be and at the same time deal with the Prince of Chicago, strange
new Kindred and the dread Sabbat. But the question persists -
who among them is blood bound?

Vampire™ The Masquerade™

The romance and horror of Vampire rise with full fury in this
Chicago-based story supplement. Characters deal with political
intrigue, mysterious strangers and the full power of the Blood
Bond, all the while learning more about the living death which is
both their immortal blessing and their undying curse.
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