
Paths of Storytelling – p. 1 

 

1. 

This is a world of darkness. 

It‘s a world much like our own. It has the same streets and 

the same television programs. But in this world, the creepy 

house down the street really is haunted. The mysterious 

murders that look like an animal attack were actually done 

by werewolves. 

And there are vampires. 

You have been chosen to become one of the undead, to join 

one of their ―clans‖ as a newly created (or Embraced) 

vampire. One clan is the Gangrel, bestial vampires that can 

turn into beasts. Another is the Malkavians, seers and 

madmen all. And there are the Toreador, artists and 

dilettantes who value their ties to humanity. 

Which kind of vampire will you be? 

If you choose Gangrel, turn to section 2. 

If you choose Malkavian, turn to section 3. 

If you choose Toreador, turn to section 4. 

 

2. 

You‘re finally starting to relax after a long day at work, 

when you hear a loud knock at your door. Exhausted, you‘re 

about to ask your boyfriend Dennis to answer it, when you 

hear a deep voice calling your name. 

You hop over and squint out a peephole. ―Hello?‖  

A man, dressed in what can only be described as a study in 

black leather, flips a card in front of the hole.  

―This is for you,‖ he says with a sly smile.  

You fasten the security chain and crack open the door. He 

slips a small card to you through the narrow gap. 

―Tell no one about this,‖ the man warns. ―Not even that 

cute boyfriend of yours.‖ 

You slam the door shut and lock it. How did he know about 

Dennis? Curious, you examine the card in your sweaty hand. 

It appears to be handmade; it‘s decorated with paw prints 














































































































































































































