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‘.i'ou who sz gathcrad thws mght to \hear my sermon’ and share this sacrament,
Youh who ha..m come from, domains and battiefuddﬁ far and wide, do not look on

me as a.‘sa\{,o:-‘ Che gou, Ifam but bmz\of the' Darbned,

-

;btﬂ; eveﬁ 4 Danmed can pfay for\{palv\atton [ walk the Road of Heaven in
search of mlvatadn and evervy that [ managc tr.‘ stay upon this road
constfhutes cmoﬂ»wr act’ of penance. [5 not. repentance fha purview of the Danmed?
If ene w; ngt been casf o the beﬂg of sin, ﬂkn w'hat i5 theve to repent? |

hu Aght o3 fcad from the t.vmg. undaxstand sin like none other,
for ct rclgas ‘gew i us, ' We call this roiling 'sin” the %qﬂ and it drives ouwr

knd to nmrdaw lc‘p,uzs-t and war. Many of , udu havd 'saen wars that grip
our kind, have sean undead princes ‘]qph i the names of thccr cllns iths or menarchs,

frh.s.sthe*émstatworw v A
- . = \ .'.

ﬁnd the ‘Bmﬁt nﬁﬂmz, as wull, ot this holy chd-cé ‘Qv it s, blood taken from
\

. breathing men dnd womin (who hawve angﬂ;md‘ God sb gWhath so i;hat He cast them

n front of a mmtstcr such as I And to it € ahd'h‘ op, of Y own cursed blood.

Thus i this chalice is the sin ef brm’qhmg\ ‘man ap.!\t unbrcqhmng Dam*at

® 1 am Father Anatole,” and [ beg you cmqe m—\w} qﬁd s from this chalice,
for i is ‘the repo%&oru of all that has damncd‘u‘ and pf all that can save - us.

Such was revealed to ™y by thc angél, and ! %:-I ppsa on, to you,'
R A
Drink, and T will tdl Yyou of , My Visions. \i‘xf‘" e S :

- A
\\

~ ki \ 5 | ] ‘1""'--"! "




VLR L N o LR T e

The angd’s fwst wvistation cane m the carly mights of my darmation. Cke all of
us, [ had once been a lving man, descended from Seth, breathing the rich ar and basking
m the day’s sun. Then, sorme forty wars age, a monster decded to make me as e
was, An umwitting mstrument of God’s great madbmations, e dramed my ifd’s blood
and fed me a timy fraction of s own. From that droplet of unboly vitae T gamed
a kgacy of pam, of sm, of power and of sight.

Pam, as my lwing heart stopped ws beatimg, my organs stwvivded and ny bumors
apdled themsdwes m rackmg spasms, Sm, as a hunger for more tood to jom that droplet
ros¢ m ¢ and kd me to murder amocent and gudty alike. Power, as T draw demoniac
might from that vary blood, making me bunger for it all the more

Sght came only on the twdfth mght, when [ dared asked God Above wiy e had
remadk me thus, Then the angd came, and spoke thus: ‘

L two brothers lived,
~and enjoyed the light of the lasting sun
- One a farmer, the other a herder. Py
Bytb knew Ged, and Ged looked Qoum and Im
® And knew what was to cont¢. These two. were cal_
Caling 20 Abel, born of Adams anbd €ve. '
 Ged asked for a sacrifice,
And Callme gave of his brother’s blood to O.D
- Be let his brother’s blood seed the ground, 1 4
| And rejoin with his creator above, while € i toiled.
j Tow alone, like @, s brother's blood on his} ds,
1 ‘M,* thought he unbastoob M.
4 .-_‘, bias Displeased: Death was. Bis providence, Bis ﬁﬂ Y
= over Calpe

to take, and so a barfmcss came

\
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None can understand God. That was the sm of Came, owr forefather, and it 5 owrs as
wdl. From Adam and €ve, we mherit the Origmal Sm, but from Came we mherit our Curse
This was the lkesson of the angd when it canw agam_on the' day after my seventeenth ]
mght. [t spoke thus

| ©ed spoke thus:
' “Calme, you who have taken my gift, will be cm'sgb ‘by it

Its embrace denied, for as long as the'sun butns ia my glovy.
' You are outcast. WiZrg b7
Banished for all eternity from my hgbt 7 (\ \ )&
Srom the race of Abasn and €ve 3 | '-
And comdemned to blood, pride and darkness. » p
Now leave, leave to walk the wastelands and kno;v %at
A mark exists over you, ‘“‘
' And all of my creatures shall know thlamar
' They will shun you, fear you and never give ?on -ﬁ
Che peace ol will desire. {72

v leabe Moub bere, to the land ofuoﬂyil{g

g—

e e T e

Cke Came, owr Dark Father, § too wandered m the land of nothmgness that s the night.
[ armed that the sun’s raus burmed my cold flesh, and [ feared. But still, [ had sen the
angd of God twice m my darmmed existence (I cammot ever call it life, for that s bdwmd nw
now), and T fought despan with prayer.

Travdmg along pigrims’ routes rendered empty by the commg of might, through towns
and faws abandoned by the lving for the sake of ther beds, T sought a road thwough the
¢tarmty that lay before me
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% Come, drink anew and hear further revelation. For, m the second wear of my
travds, the angel canmwe agam. [t spoke thus:

On Cafae, his shadow rushed out

CTo greet him, and the Enbless began.
Chree angels came to Callwe, and three times

. Caine cast them away.
And three times they echoed Ged's Curse.
~ Calilme walked alone until he came
Co a hut, and within it, awaited LHD,
She, like bim, an outcast.
| However, she wrapped the darkness about her like aﬁbaml
- And taught Calme to do the same,
Knowing it would displease €9, filling Him mith.,ft.\lousy.
§or three brief nights, Callme knew no hunger, no |
| He was whole but also cursed, and L knew this:
| In time, they parted, vowing to return
In nights distant to right the wrongs
_€bat t‘n&msiteb on them.

As the angd had propheskd, [ alse found my dark lady and took comfort m
her. She too wore shadows like a gown of fmest sk and widded the blood-hunger
ke a fine dagger. From her, T kkarned that the Curse could be a blessing as wull,
and from me¢ she karmed to pray amew. She deliwvered mg from fear, but unlbike
Came, our Dark Father, [ would not abandon God for her sake.
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We parted after years of trave, and T was alone once more. T hen, the angal came
agam and spoke thus:

i, M & - ;
m came upon a <i "

Where the d)ﬂbmnaf is. second b!otba

1B Emlmuea
| — But also lon’"aub "

Callae decided that the time had come-to stop wandering.
In this valley, he built mystical €ned) — the Sirst City WA
. Here Calime did not hide his mark, mm& as A mighty monarch, .\ L M -
| And knew bappiness. But soon, sotéow LR TS 2708 ]
' Sor he was truly, terribly alone in Seth’s city. | | VAR
~ He longed fot& but knew nothing of her. ' /| 4 '_-' W
In sotrow and longing, he committed a scconb,sm, 2 sting bis lot to tmkness [
Chose were chosen by Calme, anbsotbncﬁmm ﬁn ogeny
And the Second Generation was botn ¥
And in time, the Chse sived those oftbeéb \nd o
However Calme knew what he had bone, his £ screamed,
Aund Callme pronounced: “An end to this, no g Y e *‘}
| But it was too late, the Siest City teemed his T mbﬁl\tbe#yopmﬁ
| And the rain fell. @8 has passed his sec dgment, . o

v 1S
I
it

+ 1

From this fourth revdation, capwe my girﬁt understanding ::f God’s plan. Cang,
our Dark Father, had smned ange by greating the lne of blood-hungry Danmmed that
[ now numbered anm}gst. As bhad always bfen s lwiay, he reacted to his sin by
twning away frcmflit. leaving Ais own brood tf its dark fate

/ 1

[ would not do the same. Just as [ had guided my dark lady, T would guide
others to sew the role of God n thair owh ' cursed existence. ™My read was clear, and
[ took to it with vigor, secking out’ those who had pwalked it before me and taking,
m the thirteenth sear of my curse, the frock of a priest of our kind.
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Frocked and cassocked, [ made a fme figure among the courts and churches of
Camites. [ gave the sacraments and shared my wisions, as [ do with you now. But
still, the angd was not dome with me. He returned and spoke thus:

HEll Of & amb the Chase notbmg was lmomn,
’ Cheir footste S erase ~._-¢ tbe
Wptets thz\t ered the €

In time, a Second City tnas
- Sive distrusted childe, childe sl
- Chis time, as bas been cver smcé;.
]t was Caine’s childer, prophets of 1} '.,'
'Who the Second City to coli
F A all clans to scatter in ¢;
| In their journey, the ThisdesR came -
I Seth’s Children, who had crafted .
~ (Dore majestic and mighty than €no
: ]ﬁcr&, incities b:Is golb the 1l&un
In great num ignoring
Agb set tbemselm as kings, qu ) _
' And like kings, queen and gods, | 'N’ . ';_’r.; e
d cnbobanbscbemeb.\gainsteacb oth ,\Wé 1| G
Distre ng All Anb ﬁlling the night with tears and blood.
Away, fedm s wept for the Wanof R
he g tge mark of His race, bab begun

- With the fifth revdation, my mmistry changed. Where once [ had warned our kind not
to repeat the sms of Came, the Dark Father whe spawned us, now [ called us to attest
te the wisdom of Came, the Wanderer whe found a measure of wisdom n Cilith after
s exile. [t was m his settlement m the First City that he simmed anew. After the Flood,
he wandered agam afd saw with fresh eyes s own sins repeated by s progeny,

e And m ttis revaation, Cane became a wandermg penitent and showed me my path.
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Drink one last tme, my brothers and sisters, and sek your own forms of penance. For those who
. refuse to atone for the sms, both andent and fresh, that floww " thav cold vans’ will neet Came anaw,
. a5 the Dark Tyrant. For the angd has come to ne agam, he has brought ne a fmal revdation:

Aub became angry.

with his race for damning him with tl‘)‘!ix4 $ins
Anb thus, he spoke: “You are all cursed, as |

] have seen the future, weit in blood, when thc nights

And r will come.
" Not @e¥'s judgment but mine, and in it my

Che signs will be clear, the world will become as'
Che worthy will be spared, the others will be co
Of my Sirst Damned whom ] know by name.
'ou will know this time, because mortals will .
urn down your cities of gold and bury your.
L With ashes and soil. A time when Seth’s Childy
| Will reclaim their world casting light inte .
| Che darkness, and the Blsed will makm, begettziﬂg ! W ATkt
! -flcbgh , impure in damnation ot FoF BONCS IS
Andire 9f5¢ﬂ) sfot.. = {i‘» vy ‘i- ¥ lry\{!f 2
K ’-ﬁ;‘ t , for tbey will sigml tbc & ="/ :

-

The angd’s holy words show us the truth. Mighty Constantinople, the City of
Gold, has burned, and Seth’s Children stir agamst the monsters who rule the night.
Cook .ro.nc.and know that all our &nd know this time has come. The princes and
kmights ofgour kind ride to battle lke never before, because they know the final war
5 commg. The schemers in courts across the lands weave schenws more mtricate and
murderous than ever before. With every moment, Came’s tyrannical final judgment
draws coser, and we all struggle to prove oursdwves worthy of his gaze

Ask yoursdwes, my brothers and sisters, are you”
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Credit Where It's Due

Dark Ages: Vampire is the inheritor of the work of a great
deal of people. Most directly it isan evolution of Vampire: The
Dark Ages, by Jenniter Hartshorn, Ethan Skemp, Mark
Rein*® Hagenand Kevin Hassall (with Bill Bridees, Phil Brucato,
Brian Campbell, Ken Cliffe, Richard E. Dansky, lan Lemke,
Kathleen Ryan, Stephen Wieck, Cynthia Summers and Rob
ert Hatch). It also owes a great deal to Vampire: The
Masquerade, in both its original inception (by Mark
Rein®*Hagen with Steven C. Brown, Tom Dowd, Andrew
Greenberg, Chris McDonough, Lisa Stevens, Joshua Timbrook
and Stewart Wieck), and in its 1999 revised edition (by Robert
Harch, Justin Achilli, Andrew Bates, Phil Brucato, Richard E.
Dansky, Ed Hall, Michael B. Lee, lan Lemke, Jim Moore,
Ethan Skemp and Cynthia Summers). Much of Chapter Four,
atew Discipline powers and several Merits and Flaws are taken
from that edition.

I'he current edition also owes much to the line of products
released in support of its predecessor, Vampire: The Dark
Ages, as developed (in succession) by Jennifer Hartshorn,
Robert Hatch, Justin Achilli, Richard E. Dansky, and yours
truly, Philippe Boulle, Various game systems have been appro-
priated from, among others, World of Darkness: Blood &
Silk, Veil of Night, Jerusalem by Night, all tour volumes of the
Libellus Sanguinis series, Clanbook: Assamite (revised edi
tion), Clanbook: Gangrel (revised edition), Guide to the
Camarilla and Guide to the Sabbat. The quores at the begin-
ning of each chapter and on the back cover are taken from The
Ercives Fragments, written by C.S. Friedman.

Finally, and above all, Dark Ages: Vampire is a product
of the support, enthusiasm and feedback of its players, Story-
tellers and fans. To all of you: Thanks.
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INTCRODUCTION,

He set the crown upon my head
He called for incense and musie and offerings
He told the city | was to be their King.
And those who |ni:_,';ht spc::lk against me did not,
For | showed them one portion ot my power,
and they feared me.

—The Erciyes Fragment& IV (Enoch)

I'he Dark Ages.

Those words conjure images of ruined castles and dark forests,
both foreboding and mysterious; of hilltops where armies clash
amidst a sea of mud and blood; a time when monsters are made real
and terrifying by the simple words, Here there be dragons. They paint
a picture of a Europe shrouded in mists and superstition — an era
when both kings and serfs fear the spirits of the night and pray for
dawn to arrive. They speak of the darkness, both physical and
spiritual, that descended across Europe during those long centuries
between the fall of Rome and the Renaissance. This is the setting
of Dark Ages: Vampire, a shadow play projected against the
backdrop of the bloody 13th century — a time when vampires
walked the lands as true masters of the night.

Yy ™
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This is not the 13th century found in history
books, at least not quite. It is a portrait reflecting the
fears and superstitions of the age. The landmarks are
the same: Rome, London, Paris and Constantinople
stand, but their streets are narrower still and filled
with shadows where cutpurses and unspeakable things
lie in wait for the unsuspecting. Kings and queens
rule in castles and palaces, but they rule over king-
doms divided and at war. It is a time of heretics and
crusades, when the fires of the Inquisition are just
starting to burn. For the most part, life is dirty and
short— even for nobles, who spend less time at court
than riding into battle. Peasants clutch their rosaries
at night praying for the promise of salvation. The
true darkness of the age, however, emerges when the
sun has set, and even the light of torches and hearth
fires fails to keep it at bay. The undying stroll
through the crowed city streets and gather in maca-
bre courts away from mortal eyes.

Dampires

If the daylight world of Dark Ages: Vampire is
akin to our own history, its nighttime is a wholly
different affair. Once the sun goes down and most
God-fearing folk retire to the safety of homes or
hovels, vampire come out. These f‘]nnd--.lril‘lkin_‘_!
creatures have existed from the dawn of time, and
they rule the medieval night. They have courts and
kings of their own, and they fight wars and negotiate
treaties unknown to the living.

These ]‘rt‘dtlttll'\ in dead flesh, these immortals,

these lords of the night, are the stars of our theater of

the macabre. Itis their roles, that youand your friends
undertake in Dark Ages: Vampire.

But who — or more properly, what — are they,
you might ask. As with all good protagonists, there
are several answers.

Wionsters and Fiends

At the most basic level, vampires are the blood-
drinking monsters of myth. Garbed in cold, dead
flesh, they have to feed from the living in order to
carry on. Their hunger is so strong that it can easily
reduce them to savage, unthinking fiends who drain
their victims dry in sanguine gluttony. Vampires call
thishungerand its accompanying savagery the Beast,
and it is their constant companion through eternity.
It makes them quick to anger and fierce in bartle,
often closer to predators than to humans.

Rage and hunger are only part of vampiric dep-
redation, however. The constant pressure of the
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Beast within couples with the dead, cold nature of
the vampire's soul to create an insidious craving for
sensation. The joys and sorrows of life are missing
from undeath, and vampires replace them with ob-
session, lust, hatred and envy. As the nights wear on,
these illicit urges erode away any vestiges of human
morality. Most vampires become fiendishly cruel
and evil things — some despite themselves, others
quite willingly. Mortals become more than prey,
they become playthings to be tortured and mangled
like flies in the hands of a demented child.
Cursed and Forsaken

The flip-side of the depths in which vampires
wallow are the heights from which they have fallen.
Vampires are not a natural part of Creation. They are
not a species of predators so much as a brood of
people who exist under a great curse. Every vampire,
no matter how ancient or fiendish it is, was once a
living, breathing person. That person was killed by
another vampire, drained of her mortal blood and
fed some of the vampire's own blood. This process
(called either the Embrace or the Becoming) causes a
dark resurrection: The murdered mortal continues
to exist, animated now by monstrous hungers but
remembering her days in the sun.

This process of making other vampires is willful —
simply feeding fromamortal, even to the point of death,
and it goes back to
the first vampire, Caine. The eldest son of Adam and
Even, Caine, was the first murderer, and God punished
him for this ancient crime. That curse became vampir-
ism, and blood-drinkers call themselves Camites in
recognition of him as their ultimate progenitor.

does not make another vampire

The Curse of Caine, however, is a subtle thing.
It is absolute in a physical sense — the vampire
emerges from the Becoming as an unliving, noctur-
nal thing

but not in spiritual or mental sense. The
vampire is frozen in the moment between life and
death, her soul trapped between Heaven and Hell.
She is damned to an earthly Hell in which her dark
urges slowly overcome her sense of self.
Warriors and Priests

Thus balanced between the moral beings they
once were and the raw beasts they are becoming,
Cainites walk a precarious road through the night.
There wasatime, itissaid, when Cainitesdid thisalone,
existing in isolation deep in the wilds or among the
mortal herd, never dealing with their own kind save
those whom they themselves Embraced. Such is no
longer the case, and with good reason.
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.'\Inm'. Tln' Beast has time to wear away at lht‘ ( |
vestiges of the soul. Alone, the Cainite has no one to "
turn to who might understand his situation. No 4 i
mortal can truly understand the rigors of unliving
damnation and thus isolated, the Damned can only
go mad. And so, the get of Caine come together.
When mortals flee to their homes at night, it is
vampires who walk through the cathedrals, castles,

fairs and villages of Europe.

In these gatherings, Cainites find some measure
of solace. They look to their elders and those more
enlightened to provide guidance in their immortal-
ity. From these discussions arose the roads, vampiric
faiths and philosophies that teach Cainites to con-
trol their savage natures enough for the vestiges of
their living will and mind to survive. Teachers of the
roads take the frocks of ashen priests and lead noc-
turnal congregations in unholy sacraments.

Yet reflection suits the Beast no better in a
gathering than it does in isolation. The endless
hunger for blood must be sublimared with action as
well as thoughr. If the Beast cannot feed endlessly on
the blood of the living, cannot destroy everything in
sight, then Cainites must feed it with action and
conquest. The battles within become wars without.

In ages past, these wars were simple things.
Broods of vampires would go into the night, fighting
one another for the right to prey on the primitive
living. Now, the battlefields are larger and more
complex. The breathing descendants of Adam have
prospered and multiplied, building cities and king-
doms, trading across counties and continents. Just
like the feudal kings of the mortal world, Cainites
have become warrior-princes, fighting their battles
with arms and intrigue. They erect great courts of
their own, protecting domains akin to nocturnal
kingdoms. Some of these princes act through catspaws
in the Church or in the various guilds; others march
onto the field of battle with their swords and fangs
bared. All are dangerous and potent, or they are
quickly eliminated by their peers.

As Christians reckon such things, it is the
vear 1230. As Cainites do, it is the era of the
War of the Princes.

The Storytelling GBame

Dark Ages: Vampire is a game more pre-
cisely a storytelling game. With it, you and your
friends cooperate to tell a tale (the storytelling part)
and overcome challenges (the game part). It's essen-
tially a game of make-believe, in which almost
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everyone portrays aspecific characrer who grows and
evolves thanks to his experiences. Taken together,
the experiences of all the characters form a story.
The players of a storytelling game are both the
actors in the “play” and its audience. Unlike most
other games, the players are not playing against each
other (or against anyone, in fact). The objective is
not to score a certain number of points or be the first
to achieve a particular goal. The players’ objective is
to have fun telling a good story and to have their
characters get what they want. There certainly will
be opposition along the way — from rivals and other
threats

come those challenges.

but the players often cooperate to over-

One player takes on a special role and is called
the Storyteller. She acts as the narrator of the story
and plays the roles of all the other folks whom the
players’ characters might encounter. So if the players
decide that their characters enter a monastery, the
Storyteller describes the monastery (including de-
ciding just what it looks like, who's in it and whether
it’s busy or quiet.) and portrays the monks. From the
stoic prior who gives them a quick grunt to the gabby
initiate who wants to talk about theology, it all
comes out of the Storyteller's mouth. In effect, the
Storyteller serves as the players’ characters’ senses.

The Storyteller then uses all this information to
present L'l'lii“(.’]'lf_{l.‘.‘- and opport unities to the [‘l;l\'t'h
(thl‘nuuh tlln'ir \‘}‘L:lr;l\.‘t\.’l's}, T]lc ]‘ll;l\jt'l'!« liwn react,
moving forward and creating a whole story. Usually
the Storyteller has a rough idea of the plot (or at least
its set-up) in her mind ahead of time — “The
monastery is supposedly haunted, but it is actually
the home of a feral vampire who'll need to be
reckoned with.” — burt the details emerge from the
players' actions. Some might want to destroy the
rival vampire and claim the monastery as their own
domain. Others might seek to befriend him or trade
information for safe passage. Thus, acting together,
Storyteller and players create a unique tale.

Dark Ages is a game because it uses rules to
define how and what characters can do. Unlike a
board game, these rules are very loose, and every
character can do a wide variety of things. But when

a chance for failure arises, the rules call for the use of

dice to determine what happens. Various traits (such
as Strength, Etiquette and Courage) measure every
character's capabilities, and players roll dice based
on those traits. Of course, much of the game happens
without dice. The best play often occurs with the
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Storyteller portraying an informant or “bit part™ and
engaging the players in lively conversation. There's
rarely a need to roll dice then.

Chapter by Chapter

Chapter One: A Dark Age reveals the hidden
world of vampires. Their history, abilities and cus-
toms are all explained along with the battles of the
War of Princes.

Chapter Two: The Clans of Caine examines
the 13 clans (major bloodlines of vampires). These
clans are divided into the High Clans, who see
themselves as the rulers of the night, and the Low
Clans, made up of foreign bloodlines and those
considered cursed or taboo.

Chapter Three: The Roads goes into the faiths
of vampires. Just as mortals turn to the Mother
Church for guidance through their difficult lives,
Cainites follow their roads of enlightenment through
the night.

Chapter Four: Rules of the Game provides you
with the basic rules of astorytelling game, explaining
how to undertake basic tasks.

Chapter Five: Characters and Traits takes you
through the process of designing your own charac-
ters with which to play Dark Ages: Vampire. All
the character traits are explained here.

Chapter Six: Disciplines reveals the secret pow-
ers and special abilities of vampires, from the
blood-magic of Thaumaturgy to the flesherafting of
Vicissitude.

Chapter Seven: Drama gives you ways to easily
adjudicate a wide variety of dramatic situations.
From combat on horseback to hiding a body to
suffering from the vampire’s curse to burn in sun-
light, it's all here.

Chapter Eight: Storytelling takes you through
the process of planning and running a chronicle, a
series of Dark Ages games played with your friends.
The chapter is full of pointers to help get you started.

Chapter Nine: Allies and Antagonists exam-
ines the other denizens of the Dark Medieval world
from ghouls (blood-fed mortal servants) to savage
werewolves, ghosts, demons and witches.

The Appendix provides you with supplemental
rules, including Merits and Flaws (specialized char-
acter traits) and statistics for a selection of animals
and arcane creatures.




A Scattering of
Resources

Medieval history is a broad topic indeed, and
there are countless resources out Ihcru Storytellers
and players can only benefit from getting to know
some of the facts of medieval life, but you shouldn’t
feel limited by any of them. Use historical material
to help enrich your game, but remember that the
world of Dark Ages is not the world of the history
books. The following are some of the most accessible
sources, and they can lead those looking for more
research to still more:

Carus, Paul. The History of the Devil and the Idea
of Evil (Grammercy, 1996) — easily the best book on
the subject, it covers everything from early devil-
worship in Mesopotamia to the Inquisition to the
modern issue of good and evil. Not to be missed.

Costen, Michael. The Cathars and the Albigensian
{jrlf.\'l.kllt’ (;\-LHIL’IIL’\ICI‘ Mn]iv\';ll ( ..Iiln\l'L‘\. 1“3“)?) - a
readable discussion of life in Languedoc before, dur-
ing and after the Crusade.

Gies, Joseph and Frances. Life in a Medieval City
(Harper Perennial, 1981) — a very readable (if at
times dated) general look at life in the city Troyes
(and by extension lifestyles in many European cities)
in the period. Full of useful details. The Gieses have
written a whole series of other books in this series,
including Life in a Medieval Village and Life in a
Medieval Castle.

Haywood, John. Historical Atlas of the Medieval

World (Barnes & Noble Books, 1998)
with full-color maps of Europe (and the rest of the
world) in the period, showing trade routes, pilgrim-

l'L']‘lL'[ e

age sites and political happenings.

Holms, George (editor). The Oxford Ilustrated
History of Medieval Europe (Oxford University Press,
2001) — an excellent one-stop shop for the Dark
Ages player or Storyteller.

Kenyon, Sherrilyn. Everyday Life in the Middle

Ages (Writer's Digest Books, 1995) — chock full of

useful detail organized in easy-to-digest tidbits, from
C ]llll'linu H'I\'It'h o weapons to |I\h iLfb (€8] I'L‘ll‘_flt s prac-
tice. Focuses on Britain.

McEvedy, Colin. The Penguin Atlas of Medieval
History (Penguin, 1961) — not as colorful as
Haywood’s atlas, but equally useful. McEvedy uses
the same general map of Europe over and over,

showing the evolution of political borders, trade
routes, faiths and cultures over time.

Men at Arms Series (Osprey Books)
haustive series of visual reference and tactical
information guides on military forces and campaigns,
a good number cover the period and provide useful
references for military characters and chronicles.

Norwich, John Julius. A History of Venice (Vin-
tage, 1982) and A Short History of Byzantium:
(Vintage, 1999) — digestible histories of two
important powers in the medieval world and the
medieval mind.

Peters, Ellis. The Brother Cadfael M ysteries —a
classic series of medieval murder mysteries about a
former crusader turned quiet (but inquisitive) En-
glish monk. Both Peters' novels and the excellent

an ex-

television adaptations (starring Derek Jacobi) pro-
vide a wonderful look at the seedier (and very human)
sides of faith and life in the period.

Riley-Smith, Jonathan. The Crusades: A Short
History (Yale University Press, 1987) a good
overview of the entire crusading movement.

Runciman, Steven. A History of the Crusades. 3
volumes. (Cambridge University Press 1951-1954)
— a longer history of crusading, with plenty of detail
on the internal goings on in the Crusader Kingdoms
of Outremer.

Seward, Desmon. The Monks of War: The Mili-
tary Religious Orders. (Penguin, 1972) — a look at
Templars, Knights Hospitaler and Teutonic Knights
(and some others), in many ways the standard-
bearers of the medieval ideal. Seward, like Runciman,
is not the most modern or critical of authors on the
subject, but he is still well worth the read.

Useful Web Sites

There are several very good web-sites dedicated
to medieval research and sources. Many pieces of
period writing including calls ro crusade and
testimonials about the resulting enterprises — are
just a few clicks away. The best of these sites are the
Labyrinth (www.georgetown.edu/labyrinth) and the
Internet Medieval Sourcebook (www.fordham.edu/
halsall).

TheCatholic Encyclopedia (www.newadvent.org)
is also a good source for all things Catholic. It is
organized in an A-Z format and has information on
most topics of interest in the period. The online version
is the 1913 text, however, and some of the historical
material is less than accurate.






Andwhat doryousayyof these accusations Luclaof Aragoné”

Lucita stepped forward by the required three paces to reach the wooden pew to the judges’ left.
Elieser de Polanco had used her mortal name, not the diminutive made all-too popular by her sire,
Archbishop Mongada. She hoped that he did so out of respect for her pedigree rather than as a hint
that: she was still too young in the Blood and Shadow to be trusted in maters this grave.

“Yes,” said the second judge, the Genoan Maria d’Agostino, who had traveled from her holdings in the
Holy Land to attend this session. “You were Don Brexiano's aid during the Bitter Crusade. What were
your impressions of the him at that time?” !
Careful, her sire’s voice said. Be very careful. It was just one more maddening thing about her journey
into the night that Lucita could not quite tell if the warning was a memory of her own or an actual
projection from Archbishop Mongada, sitting off to the left of the hall in Oviedo which hosted this
Court of Blood.

Either way, the voice was quite right: This was a time for caution. Tommaso Brexiano may be accused
by his own childe of betraying his clan’s cause to an Assamite vizier in Muslim Damascus, but he was no
fool. Lucita and he had clashed behind closed doors during the debacle of the Fourth Crusade, and she
couldwell make him out to be the fool here. But her testimony was not the only one to be heard by the
court. Brexiano knew how the system worked. As an Amicus himself; he had likely presided over several
of these courts.

“Don Brexiano represented his clan well during the Crusade,” she said. “That the mortal warriors failed
to hew to the plans of our fine Amicihad far more to do with failings in the local leadership.”
“Elaborate.” The rumble of a voice came from the court’s high justice, the ancient Magister Marcellus
Rufus. Surprisingly apolitical for a Lasombra elder, Rufus nevertheless commanded great respect due
to his age and power. His voice rumbled with both.

“As all know, Venice has long been in the hands of Heretics.” Although her blood was far thinner than
mostofthoseintheroom, Lucitacould clearly feel the rise of the Beastinsome of thejudges. Excellent.
“And in the years | served with Don Brexiano, Archbishop Narses still ruled as prince. His own agenda
of vengeance against the Byzantines, and his... extreme religious interpretations, made him keep Don
Brexiano isolated much of the time.”

“And what of affairs later in Byzantium?” de Polanco interjected. “Did you not send Don Brexiano
home from Constantinople, even though he was your superior and elder in the Blood? That hardly
speaks of your confidence in him.”

“That was the point, Don de Polanco.” Still not devoid of her human habits, Lucita swallowed. Now for
the grand lie. “Don Brexiano and | agreed that in order to establish a stronger position in Byzantium, it
was important for us to momentarily appear weak and draw out opponents. Don Brexiano thus
withdrew, leaving me behind to act as his agent. The results speak for themselves.”

None of the judges spoke, and Lucita was very aware that they were weighing options. Perhaps they
actually believed her lie, but probably not. But ultimately that didn't matter. The fact that Lucita
would alter her stories of those years to laud instead of condemn her superior spoke of his worth, and
that was the point.

“That is all.” Marcellus Rufus was not one for niceties it seemed.

As Lucita left, she wondered just what favor she would extract from Brexiano... assuming he survived.



(bAPTER ON€E:
A DARK AGE

So did the city grow, in numbers and in strength,
Prosperous beneath my rule.
I chose the best ofits blood to serve me,
And the best among those to embrace the night.

-The Erciyes Fragments. IV (Enoch)

ALorld Darkly Lit

“Dark Medieval” best describes the serring of Dark Ages:
Vampire. At first glimpse, the Dark Medieval differs little
from what we know of the Middle Ages. In fact, it is one and the
same, at least on the surface. Villagers toil the land, living a short
and harsh existence, knowing only the present and the word of
God. Priests speak of damnation and salvation, while monks keep
the knowledge of the ancients in damp monasteries. All across
the continent, feudal lords, from lowly and chivalrous knights to
ryrannical kings, rule over all they survey and fight for God in far-
off lands. However, beneath the surface, Dark Medieval Fur pe
is a place of horrors and nightmares where vampires and demons
are all-too real.

y S VBF "
Darkxflections
The Dark Medieval thus blends history and horror. It is a
doomsday time when parish priests warn that the signs of the




.‘\pu\'.ll\'[‘w are everywhere and thar devils fempt the
pious and saintly. Villages and hamlets exist in total
|.-<U|.‘tThit‘|. -Hfl-ull\-ln' ]\\ \{L'l‘l‘ WiN I\H tl]\i‘ “lll."\l W |r|- Ilu'
ghastly howls of man-beasts and the chants of wirches
practicing their damned arts. Across Europe, fortified
cities have bloomed with the false promise of satety and
freedom. In truth, their crooked cobblestone streets and
labyrinthine alleys are virtual prisons from which not
even the dead can esc ape.

The Dark Medieval is flavored with isolation and
desolation. Vast miles of untamed hinterland separate
villages from cities and hide things that are much worse
than monsters. Forests are forbidding expanses, shielded
by shadows during the day and illuminated by the faint
light of the moon ar night. The wind howls through
castles, lone sentinels whose walls have been stained red
by blood. Superstition and fear keep villages and nobles
alike confined to their homes, cowering around feeble
candles until morning. In universities and monasteries,
scholars and scribes struggle to pierce this uncertain
d,!rkllv\r \\'Il[] incient fragments and }I-]h T'\‘Hu'ln}‘rr'k'\i
truths. Kings and counts wage desperate war to keep the
darkness at bay, the Church tries to spread the light of
Christianity through misguided crusades, and Cainites
rule the night

By Day

To the people of Europe, it is Anno Domini 1230 —
the 13th Christian century is reaching its midway point.
Although it is a time of relative quiet among mortal
rulers, the 13th century is still one ot strife and unrest.
The century started with the bloody and mismanaged
Fourth Crusade (1202-1204), redirected by Venetian
interests into sacking and destroying Constantinople, the
greatest of Christian cities. In England, King John Lackland
(1199-1216) signs the Maga Carta shortly before his
death, establishing the duties and responsibilities of the
king ro his subjects. His heir, Henry 11 (1216-1272),
finds his power challenged throughour his troubled reign
by the powerful English barons, making him a weak king
and drawing his artenrion away from France. Using this to
his advantage, Philip Il Augustus of France (1180-1223)
reclaims most of the territories in France that the English
crown holds. He goes on to establish France as one of the
premiere powers in the 13th century with the Battle of
Bouvines in 1214. To the east, in the lands of Flanders
and Germany, Fredrick 11 (1212-1250) unifies the nobles
of the Holy Roman Empire, the last vestige of Rome, bur
becomes embroiled in the conflicts and intrigues of the
investiture controversy, pitting emperor against pope. In
the arid Iherian Peninsula, the kingdoms of Castile and
Aragon are encroaching on the Moorish stronghold of al-
Andalus. Majorca falls in 1229, Cérdoba in 1236, and
Seville in 1248, leaving Granada as the sole Moorish ciry
until 1492. Unril then, it remains one of Europe’s most
immc\l cities, a center ol LI.I\I\\[L‘L]'_'L' .Il'lL] ‘-Ll'l(ll\ll'\hl[‘.

\IIIiiH]HL]L‘\] .HI.\] ]‘t‘\rl"_‘,\'\| |‘\ those ‘.\i]\' are |n'-I|HII~ ol 1ts
wealth and treasures

Ihe century is also one of heresy, and it witnesses the
birth of the Papal Inquisition. While the most gruesome
are \r1” centuries away, the
b lih

excesses and witch-hunts
t.llllh ll prepares IT'-\'IT o \!L‘-I] \\lTl'l Ir enemies
mundane and supernarural. The Albigensians of South
ern France, who believe the world to be evil and preach
a life of poverty, become the victims of the first crusade
called on Christian lands. Soon after, the Teutonic Km:_-hh
march across Poland, Hungary, Livonia and into Russia
under the banner of their black cross, fighting pagans and
other infidels in the name of God. In the Holy Land, the
century sees four ditferent crusades head for various points
along the Mediterranean. For the most part, ( hristian
forces suffer the familiar sethacks of the previous cenru-
ries, but these sethacks fail to deter one pope after another
from calling for renewed efforrs

This is also a time when the east rides into the west.
The great Ghengis Khan dies in 1227, but his successors
|\|I“ll into | urope [hey overrun Persia in 1231, southern
[{u--“ five vears ] ier, .II!-[ rlu-\ read }t Aslarwestas l'n|,m.1
and Hungary in 1241. However, the khans and their
horsemen are not the only travelers. In 1271, the explorer

Marco Polo leaves for the mysterious East, traveling over

OF HISTORY AND FANTASY
G et in AD 1230, Dark Ages: Vampire is a

Shistorical game, deriving a good part of its

dramatic energy and focus from real events the
Albigensian Crusade, the conflicts of Emperor Fredrick
Il and the rekindling of the Guelph-Ghibelline conflict
mn [r_:ll\_', to name a few. The j_','.ltl‘lc'_k roots, however,
stretch far back to the chaos that spread after the collapse
of Rome, a time when a mighty empire fractured and
splintered into the many kingdoms that rule Europe in
the 13th century. Historically, the “Dark Ages” refer to
a short span of centuries, r lu_uhl\.' from the fall of Rome
tothe rise of Emperor Charlemagne in the ninth century.
However, the term captures the atmospheric merging of
history and horror inherent to Dark Ages: Vampire
h("l_lk-:l" our ilni]t_'}_lrl MNISTIC usage.

:\|l|1nu_u}l it is based on fact and history, the core of
Dark Ages: Vampire rests in the uncharted spaces
1'*1:T.\\'L'L'n T_IIL' lll‘l\'h ot IliL‘ |1iﬁlu['\' l‘tmk.\. :\II]IULJ}.{'I lht'
lives of kings, popes and monarchs are well documented,
we know very little beyond their castles and cities with
any degree of certainty. The Dark Medieval night is
unknown and uncertain, and the fantastic elements of
Dark Ages: Vampire emerge from this uncertainty.
This is not the fantasy of elves, dragons and wizards. [t is
the wonder of a world uncharted, colored by the fear of
the unknown. This is a time of rerror and daring, of
unspeakable evils and unlimited opportunities.

Tl e, 2
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|-.m..f~ Th;ll no westerner will see again ftor another five
centuries. When he returns, Europe is forever changed.

This, however, is the Europe of history books.

By Aight

Superstition rules the Dark Medieval just as much as
monarchs and popes do. It is an age when religion and
faith provide hope and salvation, but they also preach
that the Devil and his minions lurk in the night. To the
populace of Europe, this is not dogma but reality. The
people know thar the dark forests hide more thar just
shadows, and they believe, just as they believe in God,
that specters, demons and vampires exist. In this age,
tarmers attend Mass, praying for forgiveness and salva-
tion, then gather in fields to pay tribute and placate the
Old Gods — not because they have no faith, but because
they absolutely and completely believe. They believe
that evil witches and warlocks can command the spirits of
the dead, calling them from their resting-places to tor-
ment the living. When returning from their pilgrimages,
commoners and nobles alike have seen strange glyphs
carved on stones and heard ethereal music when the
moon was full. They know that the Devil waits to tempt
the faithful with sin, dooming them to an eternity of
carnal torment and grief.

The Damned

The nights of the Dark Medieval world belong to the
beings known and feared as vampires, These creatures call
themselves Caiites because they trace their lineage 1o
Caine, first childe of Adam and Eve and murderer of his
brother, Abel. This age is their twilight empire, a time
when vampires are lords of night and exist withour fear.
Cainites stand atop ancient parapets and cast long and
terrible shadows over all they survey. From Rome to Paris
and beyond, they stalk darkened city streers like seductive
succubae, while war-bands of vampires clash on silent
moors and hills, settling ancient dispures with blood and
ashes. While most mortals huddle behind closed doors,
vampires hold their nocturnal courts and play their games
of macabre intrigue. They drift in and out of the palaces
of klll;_'.\ and queens, roying with the lives of mortals with
no more a thought than when playing games of dice. Not
all vampires clamor like moths to the cities and morral
courts, though. Some Cainites, both feral and mystic,
venture into the wilds beyond city walls, Here they carve
out kingdoms for themselves, ruling over covens of lesser
vampires and cowering humans. In a world of superstition
and faith, Cainites ride rhrough the night like the Four
Horsemen, leaving death, strife and misery in their wake.

The Children of Caine wear many puises, from the
crowns of monarchs ro the robes of priests, but all vam-
pires must eventually face the truth that they are monsters,
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creatures that cloak themselves with the night and crave
the blood of the living. From this curse there is no esc ape.
Each is a cold-blooded killer, a sublime i"l'l.'\.l.l't‘r Tt't'LII!!L:
on the living with a parasitic intensity that places them
beyond the light of God and the company of man.
Cainites are abominations, animated corpses possessed by
a remorseless hunger that ultimately consumes every-
Ihlnutl'n'ynl‘l\ e cared for, damning their souls forever. All
Cainites are cursed, and they bear this mark as their
birthright; they will never know the salvation of Heaven
or the rorture of Hell. Some are all too happy to pay this
price, content with the power they obtain in the process:
the mystic :_jifl"\ of blood magic, inhuman \Il'vlluTh and
reflexes, and above all, immortality. Many, however,
I:lll'lL‘”' ||ll.'!|' transtormation |T]'l1\'-|1]11"[r\"\, ||1 mourning,
some Cainites seek redemption in hopes of reclaiming
what they have lost — their souls.

The Trinity of Caine

As the progenitor of all vampires, Caine is wor-
shipped and feared as creator and destroyer. If anything
even remotely unites Cainires in these tumultuous rimes,
it is their belief in and reverence for their progenitor.
Worship of Caine varies from Cainite to Cainite, bur the
so-called “Trinity of Caine™ as Dark Father, Wanderer
and Dark Tyrant is the most widely accepred form in the
13th century. The influence of Christianity is hard to
miss, and most of the iconography is drawn directly from
Christian sources. Pagan, Muslim and Jewish Cainires
color the Trinity of Caine with their own symbols and
icons, though.

The Dark Father

Many Cainites worship Caine as their progenitor, the
[}.'Irk {"i”h\"' \\'h\ IS¢ SN read }'Il'\ L]l "Wn TI1TI‘||',_'I1 |!\i' l'”\”{'.‘\\
ages to curse them, but who is also their link to God. Unlike
mortals who have only their faith to sustain their belief in
God, Cainires can look to Caine as proof that God does exist,
This proof vindicates vampires as divine creatures, cursed
but nonetheless blessed and touched by God. If they have
been cast into darkness, it is because of the will of God, and
nmeany ( :-'11“!1\.' Tl'l{_'i‘il“.ﬂ..ln\ l‘l'l\l‘{ II'[.IT Ihl'\ Means [hl'r{‘ 15
light, and thar God exists in thar light.

The Wanderer

The figure of Caine as mystic is both stroneg and
contentious. Many Christian Cainirtes consider this por-
trayal too pagan for their tastes. Nonetheless, all vampires
feel the inherentisolation and loneliness of being Cainites
and hence look to the Wanderer as a guide to help them
cope with their curse. Melancholic, the Wanderer waits,
knowing that a reckoning will one night be at hand. He
hopes that a new path may be found in the wilderness

away from his children — one that leads to redemption.
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The Dark Tyrant

This last incarnation strikes fear into even the most
ancient vampires. The Book of Nod speaks of a final
judgment when Caine will return and stand above his
race as tyrant. He will condemn many to ashes while
others will fall, destroyed by the endless hunger of their
OWI sires. Once Ihl‘ .lN]ll'\ ~Nllt', lhl’ |t'\_:t‘|hi continues,
Caine will rule for 1,000 years, and a great darkness will
descend across the land. Some Cainite mystics claim that
the rime for the Dark Tyrant is at hand, and that Caine
will soon return to reclaim his kingdom.

TheBook of 2000

Many Cainites adom their lairs with shrines to Caine,
trving to understand their curse through the trails and
tribulation of the Third Mortal. The Book of Nod, Caine's
chronicles penned by his own hand, is both widely sought
after and widely forged. It recounts Caine’s first nights
and offers dire l\r“]l‘“' ns of Gehenna, an apoc :{|\'[‘1 IC
time of bloodshed and darkness when Caine will return
and pass judgment on all vampires. Some sources claim
that The Book of Nod offers insight into God's curse and
how to find redemption, while others believe the text to
be filled with demonic knowledge and blacker magic.
Like the Holy Grail, The Book of Nod promises under-
standing and salvation, answering many of the questions

that plague all vampires. No complete copies of the Book

exist in the 13th century, but fragments and forgeries can
be found if one knows where to look.

l[l I]h' l.]wl’ SCY L'l'.ll \i{'\.l\l("-. copies ot a series of
extracts from l|1&' [‘\HHL [I.I\l' i‘nnlm‘ i|1u||l\ IIII]lIl'IIH.it.
Spread by the Cappadocians from their hidden temple in
Anatolia, the so-called Erciyes Fragments are a group of
nine ditferent texts from the Book. The first four, titled
Genesis, Lilith, Temptations and Enoch, are said to have
been penned by the Third Mortal himself, and they rell of
his banishment to Nod and the First City. The next two,
Lamentations and Transgressions, were apparently authored
by one of the Antediluvians, and they »iu‘.llx of the flood
and the Second City. The final three fragments, Com
mandments, Prophecies and Proverbs, are the most terrible,
consisting of laws for the Damned and a dark oracular
vision of Gehenna

Although there are those who dispute the Fragments'
Origins, lin'\ ]I.i\(' come to l\\' .uu‘]‘lt'\i as [|n' \|uw~|
things todefinitive scripture among the unliving. Vampiric
priests endlessly quote from and refer ro the Fragments,
and their monastic brothers have pr duced a flow of
copies. Among the princes and lords of the night, possess-
ing a fine copy is seen as a great honor indeed. Owning a
truly ancient fragment, especially from the lost portions
of the Book not in the Ercives Fragments, is akin to
owning a relic of Christ

Dying the Endless Deatl

Although they were once human, Cainites are now
damned and forsaken crearures of the night. All Canites,

from the youngest !lul:||!1: to the most ancient elder, are
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terrifying creatures — powerful, alluring and capricious
in nature. They wield forbidden powers drawn from their
cursed blood and known as Disciplines. These dark gifts
inspired the tales of vampires possessing preternarural
senses, the ability to fade into shadows or transform into
bats and wolves. Disciplines also allow Cainites to com-
mand the dead, call mighry storms and possess the minds
of others. Vampires are also immortal beings who are
bevond death and capable of shrugging off almost every
wound and disease. Blood and force of will can heal
almost any injury short of decapitation in a marter of
seconds. As deadly predators, Cainites are both stronger
and quicker than morrals. They can scale castle walls with
their bare hands and unhorse a knighr in full armor with
a single blow.

Cainires may be sublime and powerful, but they are
not without weaknesses. These failings are as much a part
of their unholy heritage as is their command over blood
and their undying natures.

Destruction and Torpor

Although they are immortal, vampires are not be-
yond destruction. A Cainite’s nocturnal existence is
fragile, and it demands constant vigilance. The threat of
the Final Death haunts all vampires, its oblivion both
frightening and captivating to those tired of unlife. Final
Death occurs when a Cainite is destroyed, either through
decapitation, conflagration or exposure to sunlight, Ex-
actly what happens when a vampire meets the Final
Death is a matter of much conjecture among Cainite
scholars. Some claim that the Cainire’s soul is released
from the Curse of Caine and finally welcomed by Gaod
into his kingdom. Others claim that only the Adversary
and the Pit await the Cainite beyond the last sleep.

A Cainite can meet Final Death in a variety of ways,
but it is not always a simple matter. Many of the myths of
how to destroy a vampire are just that, human superstition
and legend. A stake through the heart does nothing more
than paralyze the vampire. The usefulness of crosses,
rosaries and other religious symbols is usually determined
by the conviction of the holder. These objects, wielded by
the faithful, can repel a whole coven of vampires (which
explains why most Cainires are careful not to attract the
attention of the devout). Wounds inflicted by other
vampires can also prove faral from rime to time. If they are
great enough in number, even mundane wounds can
condemn a vampire to Final Death. It is more common,
however, for Cainites to enter torpor than to face Final
Death in these circumstances.

Torporisastate of deep, death-like slumber that can last
for a few nights or countless centuries. While in torpor, the
Cainire is utterly defenseless, barely cognizant of the world
around her, and then only asif in adream. Ancient vampires
are said to be able to communicate and use their Disciplines
while in torpor, but younger vampires are unable to do so.
They remain consigned toa deep comauntil their unnatural
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bodies recover. Some Cainites enter torpor voluntarily,
usually driven to do so by adeep sense of melancholy. Feartul
of the furure, these Cainites retreat ro isolared lairs and

dream of ages past.

The Curse of Caine

Just as man was made in God's image, so are all
Cainites cursed as their progenitor was cursed. Vampires
bel mg toa tforsaken rac e, and they are reminded every
night of their damned heritage and of God's condemna-
tion of Caine. The Curse, the “Endless Death” to use the
terminology of Cainite mystics, is what truly sets vam-
pires apart from humanity and damns their souls. It
condemns all Cainites to immortality, to the fear of the
sun and fire, and finally to the hunger. Once Embraced
into the darkness of unlife, there can be no respite from ir.
Cainites teel their curse on a nightly basis.

Jmmortality

Immortality, the birthright of all Cainites, is both a
blessing and a curse. Few Cainites are so blind in their
hubris as to call themselves immortal. Most prefer the
rerm undying. As undying, vampires are freed from the
ravages 1‘{‘||]HL'. { ‘illll”l" t{i\ not age 1n l‘hr Wavs nmu Pl‘l.l[‘i
do — their limbs do not grow flaccid, and their mental
l.‘:ii‘.'ll. 1es Lll‘ not ti“lllni‘l]. I|1ﬁl(.'i|l.|. I I'IL'\' }‘\.'Ll e “.\'L'\I mn
age and look just as they did when they first emerged into
the night as vampires their beauty or hideousness
framed for all of eternity. Immortality also has other
benefits. Cainites are immune to almost all diseases,
though they can easily play host for them, becoming
plague bearers as they move from city to city and feed on
the unwary. Possessing dead bodies, Cainites do not feel
pain like mortals do, and they can use their unholy blood
to heal injuries that would fell the most stalwart of
knights.

Immortality is also a curse, and all Cainites eventu-
ally fall under the melancholic of
Immortality might place vampires beyond death'’s grasp,
bur the abyss of eternity is ultimately more horrifying

cnnui erernity.

than the oblivion of death. The millennia stand before all
vampires like a vast, sunless sea dwarting even the mighri
est of Caine's children. In time, every one of the Damned
comes to the realization thar nothing lasts forever. The
[‘lilk'l.'?‘ ol T}]L‘Ir ”'Il‘rt.ll |‘|l’||1.\ \.’flll“!‘ll' o tll]\'[ .1'[](' ruins.
Loved ones grow frail and die. The Cainites themselves
become nothing more than relics of ages long past. The
Children of Caine are masters of the night, because it s
as eternal as they are. But that Cainite apocalypse called
Gehenna draws nearer with each passing night. While
Caine's final judement mighr be centuries, even millen-
ni"i mto [I‘I.l.' future, IIIIIIIUrI.IiII\' Cnsures T.}]il[ most of Ill.\
progeny will be present when it arrives. It is a constant
threat that looms over every vampire, a reminder that no
matter how many centuries pass, they will be judged for
their sins one night.

'“J- =3
sl | >



n - —
— — “"‘h
. I‘i - —_— e ————— I ——
— " e
\-.“‘“’_—---_--_ - -\"‘-“-—

Of Five and Light
L -illlllll"! AT t’ll]"\k"\l to tear hire :“'Ill Ihl' lIL'I-'I.T of lh(’ sun

both symbols of God’s providence and the birthrights of
Seth'schildren. Fire and sunlighr are capable of condemning
even the most ancient vampire to the Final Death
reducing ageless bodies tosmoldering ash inan instant. Even
the "'[l_l.':l]ll"l exposure 1o fire (such as the flame of a candle)
or the merest glint of sunlight is severely painful to Cainires,
excruciating in its agony. Unlike normal wounds, Cainires
are powerless to heal injuries caused by fire or sunlight. Those
unlucky enough to be caught outdoorsat dawn, or in the pyre
of some \\’"l’]]'ll”"l cdan l]nl\ ill‘l‘i‘ Itl.” TIH'N' \1(“]”1(“““ 15
quick. ltis not merely that fire and sunlight are anathema to
vampires, however, Theircaution around these banes quickly
gives way to outright terror and rage. Like all creatures of the
night, vampires fear the light. Even the most calm and
reserved Cainite can fly into a fit of panic at a glimpse of
sunlight or the uncontrolled flames of a fire.

But fear is not the whole story. The desire for the day
torments all Cainites, no matter how deeply buried or
masked as hatred it is. Banished from the sunlit world, all
vampires long to bask in the light once more and remem-
ber how it felt. From the moment they cross the threshold
into immortality, Cainites are forever haunted by the last
time they saw the sun — a symbol of both their curse and
what they've lost in becoming vampires.

he Hunger

All Cainites crave the blood of the living, and in
some vervy Ill”l{lll]]\.'“i.ll ways, 1t 1s \\'ilill l]]l\'t“\ Ihl.'“
unholy existence. This hunger is ceaseless in its demands
and voracious in its appetite, turning even the pious and
noble into killers and the deranged into monsters. Sus-
faiming I]lk‘ll’ [RRRTART '|—|<|[ existence 1s 11“’ prumary concern
of all Cainites. They may curse the unholy things they
have become, but all fear the Final Death, and so they
feed. Whether vampires drain their victims in orgies of
blood or daintily sip from them during nocturnal trysts,
they are still bringers of death in the end. The first few
deaths might shock and upset them, but they grow callous
in time and take life without a second thought.

Feeding is the ultimate rush for Cainites, an intoxi-
cating act that rivals and ultimately overshadows sexual
[‘tL’.I\I]Tt'. It is at once a |‘h\'\la.i| and \|‘It|ln.i| act. For a
brief moment, vampire and victim become one. The
\\'UI’H I‘It'l.'\}\ dway lll‘ilil l“ 'I'N."\ ..i”“]..l\' can tocus on 1s I\L'r
victim's body growing limp and heavy as its blood is
drained. Quire literally, the vampire steals her victim's
very life through feeding. Many describe the sound of the
victim's dving heart as a siren song, luring the Cainite
deeper and deeper. This is the only time a Cainite ever
knows silence from her animalistic hungers.

Cainire mystics hold thar the most ancient of their
race discover after centuries, even millennia, of unlife
that human blood no longer sustains them. They crave
the blood of their own kind instead. According to legend,
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the Antediluvians sired their clans to have a ready stable
of blood to feed their ancient appetites. The young tell
themselves that this tale is a fabrication of the l'l\lt‘I’N. told
to keep them in line, but only the ancients know for sure.

Thl\ IHII\'__',(.‘[' 1S NOt an 'xil“-ll}it'l 1|T|Pll|5l'; It 18 [Ill'
essence of God's curse distilled into raw form. It is a stain
that perverts and destroys all vampires, not only in
driving them to kill to sustain their immortal lives, but
because it completely possesses them. It taints their
emotions and thoughts, slowly drageing them further and
further into damnation. Cainires call this hunger and irs
ravenous instincts the Beast.

The Beast

The Beast lurks within each vampire, a possessing spirit
that craves blood and thrives on cruelty and violence.
Capricious and malicious, it perpetually damns all vampires.
As long as it howls, no matter how strong or faithful the
Cainite is, redemption and salvation are forever beyond her
grasp. It is the Beast that propels Cainites to become mon-
sters, to devour and destroy everything they rouch and care
for. It makes vampires quick to anger and feeds on their
emotions, tainting and corrupting them in the process. The
pious and religious among Caine's childer suggest that the
Beast is nothing bur areflecrion of the Original Sin inherired
by Caine from his parents. Having sacrificed their immortal
souls in becoming vampires, Cainites can no longer suppress
the urge to sin; hence they are doomed to spend etemity as
captives to their own base desires and urges.

Whatever its origin, the Beast warps the vampire’s
identity, amplifying any mental flaws that the Cainire
had when he was human. A father confuses love for
obsession. A priest becomes set in his own righteousness,
even going as far as excusing his vampiric sins as God's
will. A knight's love roward his lady becomes rainted and
corrupt, spawning hate and resentment. In the end, the
Beast makes all vampires selfish. Their needs, their sins,
their torment, their loves and hates become of singular
importance, more important than anyone and anything
else. [t screams from the \il'ch‘\I pit ot the soul l‘L'L!_‘__HHL: to
be released. The weak cave in and become feral monsters
kh’l\'t'” l‘\ Ti]t.' l"-l'it"\l ol \il'.\!.rt"* -'I.I‘Ill I'It.'l'll-\ |J"U-|”\'
survival and hunger — a state all Cainirtes fear because it
means the end of their former selves.

The strong of will and conviction fare better, km‘pin}_:
their inner monster caged, feeding only when necessary and
keeping theiremotions in check. Cainites look to dark faiths
and philosophies they call roads for help controlling the
Beast, and that is what all Cainites want — to be free of the
ceaseless hunger and urges, 1o find silence once more. For
this reason, all Cainites crave control. They seek to control
their surroundings because the Beast is forever beyvond their
influence. Cainires mighr rule kingdoms and empires, but
they are reminded every night of the simple fact that they are
nothing but slaves to their Beasts. This is a struggle no
vampire ever wins.
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To Trafficwith the Devil

For Cainites, the Beast is the abyss: a force that possesses
them, damns their souls and casts them forever from the light.
There is no escaping its corrupting whispers, which beg and
cajole the Cainite to commit atrocities to sate its selfish hunger.
The Beast destroys the one thing that people in the Dark
Medieval world know for cerrain
Without salvation, there can be no hope, and without hope,
Cainites find themselves alone in a dark world.

the promise of salvation.

No matter how damning the Beast is, though, it is
also the source of a Cainite's power. Although its impulses
drag the Cainite into the abyss, these same impulses and
instincts allow her to live even though her body is dead.
The blood the Beast craves is whar sustains the Cainite
and allows her to experience physical sensations and,
above all else, exist. Without the raging hunger of the
Beasts, Cainites would be nothing more than rotting,
mindless auromarons.

The realization that they are nothing more than
monsters, beyond salvation and alone, is whar drives
Cainites over the edge. Defeated and lost, they succumb
to the Beast and embrace its darkness

‘~ .
,\'lfllslj

The Beast is aptly named, for it is the animal mind of
instincts and impulses. Very little about the Beast is rational,
which is whar many Cainires fear. Like an animal, the Beast
lashes out with all its power and destroys all higher thoughr,
plunging the vampire either into a frenzied blood rage
(triggered by hunger or anger) or the mad fear Cainires call
Retschreck (the “Red Fear” trigeered by fire or sunlight).

A vampire who is lost to the Beast is a rterrifying
thing. It knows nothing except rage, and it lashes out like
a crazed animal against whoever steps in its way. In battle,
a frenzied vampire is a fearful sight to behold, but the
vampire who keeps her Beast bubbling beneath the sur-
face is far more menacing. The Beast can be subtle, and its
insidious evil is revealed thus. It works to pervert every-
thing the Cainite believes in. It poisons the Cainite
against those who mean no harm, filling her head with
paranoid fears until the Cainite trusts no one, not even
herself. It whispers to the Cainite with false promises of
power, power that only serves to damn her in the end.

The Primacy of Blood

Blood ties all Cainites together. It was the blood of
Abel that cursed Caine, and in turn, it is Caine’s blood
that now flows through the dead veins of all vampires.
This unholy blood, which vampires call vitae, fuels a
Cainite's existence, but it also has other mystical quali-
ries. It is through blood that all Cainites trace their
ancestry,; I.rillll T}'It' \',-IIII'[‘IH' \\'}'Iﬂ C r(':llt‘\i ||1l'|1'l il” Tht‘ way
back to Caine himself. The hlood also grants Cainites
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inhuman strength and reflexes and the blood-magic of
the Disciplines. While the Beast damns Cainites, and
Caine's Curse haunts them, the blood defines them as
their own race.

Ties of Blood: BGeneration

All Cainites trace their ancestry according to how far
removed they are from Caine, how many generations
down their cursed line they are. When Caine sired in
[',l‘lnl."‘l.. he sired the second generation, who in turn \Irn|
the third and on and on until the present night. Cainites
use generation to describe their heritage as Caine’ chil-
dren. Those of low generation, two or three times removed
from ( ::Iillt’. dare .IC\.’I‘F\lL‘LI more respect ll‘hll Iht‘.‘w‘ nine or
ten times removed. In the Dark Medieval night, only 13
_!.[l'I\t‘l'L!liil11\ have been n_n:ltllnl. and the wretches of the
13th are seen as less-than-whole by their supposed bet-
ters. Indeed, each generation dilutes the blood of Caine,
making that generation weaker than the one preceding it.
The Book of Nod speaks of a time of thin blood when
Caine's legacy will be so diluted that half-human, half-
\';Im}‘ir(' !”l!“!:rl'l“ \\'ill overrun T}](' Clries .IT\\i |'.I1r'~ I‘[\d
herald the coming of Gehenna. For this reason, many old
Cainites fear the younger ones, distrusting vampires of
the 10th, 11th and 12th generations

Caine

Caine has the dubious honor of being the first among
the Damned, the malignant seed from which all other
Cainites claim their heritage. Nothing has been heard
from Caine since he vanished after the Great Flood, and
only those of the third generation have any real memories
of the Dark Father. Some Cainites claim to have met a
mysterious wanderer, ancient as the land itself and wear-
ing a cloak made of the night. Whether this wanderer is
Caine or not, no one knows. Those who believe also fear
the night Caine returns, for it is prophesied that he will
bring with him a final accounring for his spawn.

The Second Generation

Caine is said to have embraced only three childer —
the mythical second generation and sires of the 13
f\l‘lll.'dl]ll\'l'.”'l\'. I.il’h‘.l' (_.illl'll." Ii{tt(' i\ I\'l'l.l‘\\'ﬂ .1}"11“'[ Ihl'
Three, who most likely all mer their end in the Grear
Flood or in the upheavals of the Second City. Even the
mighty Antediluvians are hesitant to speak of their sires,
beings of incredible beauty, bur also tyrants and demi-
gods. It is rumored that one, or all three may have
survived and spent the centuries looking for Caine, wait-
ing for his return to rebuild Enoch once more.

The Thivd Generation
It is with the third generation that myth and legend
meet reality. The Book of Nod claims that only 13 vampires
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belong to the third generation and that each are the progeni-
tors of one of the 13 clans. Only Caine and the Three,
however, know how many of the third peneration were
actually created. They are quite literally “Antediluvians,”
l‘l:l\'lnL" *ill'\'l\'{‘\i Th(‘ hl‘}"l'll.".ll ﬂl.'li ‘\l I"\ ‘Illnll‘t‘rln,‘_{ lll'lLlL"r ti'lL‘
waters lllh]llt' from |}'|l.‘ sSUn. Thl'\_' are so ancient, it 1s ?*';II(l,
that most can exist only in torpor, that state of dark slumber
thar affects all Cainites of advanced age. Legend says that
\-\’1]!.‘“ |Ill.' ,"\Illl_‘l.il!li\'lllll\ h"il”\' CInerge !!'l M1 [IIL'H' '\1|.|[|11‘Cr.
Ii'll.'\' \\'I“ L'{‘\'l wir I‘}u‘!r L'I.]“\' tosate TIl\..'Ir L‘ll.'rl"l'.lt !'Illnut.‘r. .I]lti
this time will be Gehenna.

The Fourth and Fif th Generations

Known as Methuselahs, the vampires of the fourth
and fifth generarions are almost as powerful as their
sires. Although they are old, some have escaped the
call of lasting torpor, and even those who have failed
are only condemned to slumber a few centuries at a
time. Their power lies in their advanced Disciplines
and age. Few vampires of subsequent generations can
match a Methuselah’s power. It is said they can will
volcanoes to erupt and command the legions of Hell
itself. Their age is also their greatest weakness, though.
Many of the fourth and fifth generarions fall victim ro
their rivals’ and enemies’ schemes, or they become
infected with a deep melancholy. Few recover from
this ennui, fading into the veil of time or becoming

dispassionate, playing their games of intrigue with a
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detached intensity a dangerous combination.

The Sirth and Seventh Generations

Younger than the Methuselahs and Antediluvians,
many of the vampires of the sixth and seventh genera-
tion are still elders of Cainite society. While few
Cainites ever cross paths with a fourth-generarion
vampire, most encounter the self-styled lords of the
sixth and seventh generations. Although they are not
as p werful as the Methuselahs, these Cainites are still
tormidable opponents, who gladly sacritice mysrical
and spiritual power for remporal influence. These
Cainites rule over vast kingdoms, donning the crown
of monarchs and commanding armies of younger
Cainites and mortal thralls.

The Cighth and Ninth Generations

Ac illt'\'llll_': d t]L'lIL'&{lL' I‘.Il;ilh_u }‘L’l\\ eCn age '.1l‘lL] genera-
tion, these vampires are the most visible ones in the 13th
century. Although they are young, the blood of Caine flows
strong through their veins, usually enough to give them an
edge over those of higher generarion. They are nowhere near
as old as most Cainites of lower generation, however, which
places them in a delicare position. Most Cainires of eighth
and ninth generation overcome this disadvantage by siring
large covens of childer. In the last century or so, this pracrice
has led to an l'.\l‘ll wion in the Cainire P npu|.mn m, mainly of

Illt' 'I'lllll}'l .I]hi I!I!_f}ll.'l' gencrations.
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The Tenth and Eleventh Gencrations

While they are comparatively young, most vampires
created within the last few centuries belong to the tenth
and eleventh generation. The blood of Caine still flows
through them, bur they have only recently overthrown
the shackles of their sires and become powers in their own
right. The Curse of Caine has not yet blinded them as it
has those of lower generations. The night is still full of
wonder, and these Cainites burn with passion and con-
viction. Caine's blood mighr not flow as strongly in their
veins, but their undead hearts burn with a furious inten-
sity that makes them forces to be reckoned with.

The Twwelf th Generation and Beyond

I:IL\!!_:IHL:\' ilnd neonares, Ti'lt.'.\'t' \';lll]|“l1’u.\ are _\'('p-'ll'-'"l.'kl
l‘\' I‘Il?l ‘LI :||1li |1]|l]L'T]|'l|'-l I.rs im :illl‘l.'- Nl'l\t"l'\t‘lt"-!\‘ ill] are
powerful creatures by virtue of their damned nature.
Although they lack the powers of the lower generations,
the vampires of the 12th generation stand above men,
capable of besting rhe strongest mortal knighr in bartle
and wielding influence over barons, merchants and counts.
The Cainites of the 12th generation are children of the
present nlulllx. The vast majority were |3111}\I'}1u‘l| \\'Itinll
the past few decades, which gives them leverage that not
even the sixth and seventh generations can claim.

In the 13th generarion, facts again mix with rumor
and myth. Cainite scholars claim rhat Caine’s blood is so
weak in them, thar those of the 13th generation are not
even full vampires, but Caitiff
for only a decade ar the most. The few vampires of this
generation that have survived are seen as heralds of
L ;L'llt'nl'ﬂl -.H'Id -||‘i‘l]l|nil“i.\n.“ l‘[‘(.‘.li]ll.‘..‘ CLUrse. -'\il‘.'ir ] :l'h'
generation vampires are prohibited from siring, and the
few that do usually hide their progeny for fear of being

wretches able to survive

destroyed. Those 13th-generation Cainites who survive
are treated with both suspicion and paranoia.

The Gifts of Lilith: Disciplines
) : p
According to legend, it was Lilith, Adam’s first wife,
who awoke Caine to the power of Disciplines — the
blood-magic that all Cainites wield. Lilith is revered as
the Dark Morther, complete with her own cults and sects
devored to her worship. Like the mortal cult of the Virgin
Mary, vampiric worship of Lilith is varied, and each
congregation focuses upon one aspecr of the Dark Mother.
It is because of Lilith’s role as Caine’s first teacher that
female Cainites are usually treated as equals in vampiric
society — and woe to the foolish male neonate who
I‘l.'ht'\'l" ot I]L'r“"i"l.'- ] ll‘“'l.'\'L’['. mn Thk’ (...I'll'l.\ljcill L‘I"Ilil[{.‘ ! 'I
the time, a few Cainites are unwilling to acknowledge the
role of a woman, much less one such as Lilith, in teaching
Caine the Disciplines inherent in the blood.
Theological arguments about their origins aside, the
Disciplines grant all Cainites mystical powers such as the
ability to command animals, the power over illusions and

.
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shadows, the commanding gaze and so on. Some of the more
unorthodox Disciplines include power over the flesh or the
ability to raise the dead as slaves. There are almost a score of
known Disciplines, some common to many Cainites, others
the jealously guarded providence of a particular bloodline.

Blood fuels the Dis l|"|l1'u'~. both as the catalyst and
the medium. Therefore, their use requires the Cainites to
accept, even if hesitantly, their natures as vampires. This
is the devil’s bargain, and all but the most strong-willed
fall victim. Through Disciplines, Cainites ultimarely in-
dulge the Beast, making it more powerful.

The Embrace

Cainites carry Caine's curse as a terrible mark that
sentences them to an immorality dogeed by the Beast, but
perhaps the true cruelty of their existence is nor the hunger
tor blood, bur the ability tocondemn others to the night. The
act of creating a vampire is called the Embrace, and it is the
ultimate sign of Cainite hubris. As solitary crearures, denied
rl‘l(.'("l'll}'.l[]\' of 1|[.ll‘- .”]tl Cast ll]ll"lii”l\llt"\. il” vampires
eventually erave companionship. In time, this urge intoxi-
cates them and fills them with a passion thar only the
Embrace can sate. Some seck out a worthy protégé to inherit
their blood and thus become their childe. Others long for a
companion, a kindred soul who understands their curse and
pain. Then, there are those who Embrace for power, tocreate
vast broods of underlings for protection, even subsistence.
Bur none of the many reasons to Embrace lust, beauty,
pride, power, pity, even love — truly justifies or exonerates
the Cainite.

The act of Embracing is analogous to courtship. The
childe carchesthe eve of the sire, and in tum, the sire isdrawn
to the vibrancy and energy of the childe. Some sires stalk
rl'l("“ [§ I!II\]L‘I'. restingy |hl.'|'l| from atar to I‘ll‘\'t' [l'li.'“‘ Wi ||'II'|.,
slowly destroying everything they care for, then Embracing
them. Others courr their childer, flowering them with gifts
.IHL| |‘IUL1;III1;111\ ms ol |l\\\’. Hi wever, no one \'hrn'\;'\ (8]
become a vampire. Only the foolish and naive believe that
they freely sacrificed theirsouls in exchange for the Embrace.
Those mortalswho donot become enraprured by their future
sire, who L.[!l'l'_j til“['t’l.l[t'l\ to their ll\t‘\. do not stand a
chance against a vampire who has made up her mind. Once
a mortal has caught the artenrion of one of the Damned, the
best they can hope for is death — the worst, eternal torment
as one of the undying.

Inthe l.'!‘hi. either out of | W, .i:-\.;n'l"li ion or lust ¥ the
vampire succumbs and sires, baptizing her childe in blood
and raking that most precious of gifts — life. Cainites may
delude themselves into believing that they're preserving
their childer from the ravages of time, but they Embrace
because they've become infatuared and obsessed. Drawn
like moths to a flame, the vampire longs to possess the
human, to make him her own, and the Embrace guaran-
tees this for eternity.

This irony eventually poisons the relationship be-
tween sire and childer. The Embrace, which was meant to

sustain the human in immortal perfection, ends up de-
stroying and corrupring him. Vampires Embrace in a vain
atrempt to recapture their lost humanity, hoping that in
making a new vampire they will magically remember
what made them human at one point in the distant past.
However, this hope is quickly shattered when the sire
realizes her childe is no different than herself — a hlood-
thirsty monster forever doomed to the nighr.

Becoming

If folklore is to be believed, anyone who falls victim
ro a vampire’s bite is doomed to rise the following night
and become one of the undead. If such were the case, all
life would have been extinguished long ago and only
.I\hl'\ Wi 'lllk{ remainin Ti'\t' \\'l'rlil. I hl.' ACT ag |I|.|[[\ ll'\[l”l't“‘
consciousand deliberate effort. Simply drinking the blood
of a mortal is not enough, nor is killing him. The Embrace
requires the childe to be at death's door and then fed a
portion of cursed blood from his sire. Then and only then
is the Embrace complere.

While all Cainites possess the ability to sire, not all
are successtul. The blood of Caine is so weak in those of
high generation, especially the 12th generation, that the
Embrace sometimes fails. This is why there are so few
I 3th-generation vampires, their sire’s blood is nor old
enough to rransfer Caine's curse. Failure to Embrace is
utterly devastating. Few Cainites recover from the loss of
their childe, most weeping tears of blood until the sun
condemns them to Final Death.

Embracing also requires permission. This is one of
Caine’s commandments, which Cainites in positions of
authority enforce to the point of destruction. Since the early
lll;[!ll-\ ot ( :.Ilnt'. I}l;' act of sinng new vampires }'I'.I\ |\1't'l'l H]
privilege only the eldest vampire can bestow. This law is
usually strict among Cainite courts, and those who break it
are subject ro persecution and Final Death. Rarely, however,
does this stop those who desire to sire, a trap most vampires
fall victim ro at some point in their unlives.

Aeborn to Darkness

The Embrace is horrifying in its simplicity. The act
that dooms the childe to immortality and damnartion is
not immediarely painful. In facr, the acr irself isexrremely
pleasurable. First, the sire must bring her childe to within
a whisper of death. Once the victim is hovering above the
abyss, the Cainite must feed the childe some of her blood.
:"'I‘I ne sires ‘\l.]ﬁh II\L‘” WTIsts, Il."“lll'__[ !]ll' I‘I(‘l 1\.1 Ill‘\\ Into
their childe’s mouths in a torrent, others bite their own
rongues and physically kiss their childer, letting their
blood mix together in unholy union. The quantity is not
ill]l“ler.lﬂl‘ .‘5\ .\In‘_:ll' ti"i']-‘ ot (I]f?‘-l'li I"Ii"'n{ 15 -|“ fhi" 15
needed, and the change begins to take hold immediately
once that blood slips into the childe's mouth.

All sound bleeds away as the childe's body dies, leaving
a silence so suffocating that it L‘\'t‘lllll:l”\_' drowns out the
sound of his own dying heart. Then, when his heart beats for
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that final, terrible time, darkness washes over the childe and
the world literally sinks beneath the darkness. Yet, the childe
is not alone. Shapes emerge surrounding him. For some,
these shapes are their fading memories. Others see loved
ONEs Saying o \]-1\\'('.:111\'.1“‘\\ l'\'('ll‘-k'k‘.ll)'..:\‘]‘\i .Mlﬂ‘.:!'it'll!
from the light of Heaven, or Hell. Whatever the image is, it
will haunr the childe for the rest of his unlife — a constant
reminder of all he has lost.

As the sire’s blood insinuates itself into the childe’s
every fiber, a burning takes hold in the pit of his stomach.
This fiery pain thar sharters the childe’s bloodless haze and
rips him back from the Elysian Fields. The burning sensation
becomes stronger and stronger until whatever peace the
childe had resiened himself to shatters. The childe becomes
aware of her stiffening body, which has grown cold, heavy as
marble and utterly alien. Most terrifying of all is the sensa-
tion of her soul becoming rrapped in her dying body. The
process corrupts the soul, tainting it and allowing the Beast
to take hold. Then, as the course of the Embrace nears irs
Illl_:lllhll conclusion, the childe screams a silent scream,
unable to draw air into his dead lungs, and his eyes thrust
open in desperation. The faint light of the night assails him,
<|1-'l\.] }]L' ]‘L‘L'i mnes aware ot a LL'.‘\(\IV\"' |“|l||'l‘_:\‘r. o l{('\I‘(‘I'rI[l‘
thirst for blood, thar will be with him torever.

\Vlli] H | |||Hh”n'~.\ ferocity, 1]|m' Hl‘\\l\ ‘-II'L'll vampire
sets upon whatever he can teed on. Usually it is the wrist
of his sire, greedily drinking back his stolen blood, bur it

could be a hapless victim his sire prepared or even some
unforrunate rodenrs. Lost to his hunger, the childe teeds
like a starved animal, his Beast in total control. The
childe’s hunger recedes once he is gorged on hlood, bu
the pain lingers for hours as his body goes though the
process of dying and purges irself of needless waste. Large
organs shrivel into reddish black lumps, while the smaller
ones are transubstantiated into blood. The childe then
vomits up the other useless humors in painful heaves of
phlegm and black and yellow bile, leaving a merallic raste
in his mouth.

When the red haze of the hunger falls away and the
childe's body HOes |]1Ti‘l]'._‘ll s |.1~[ \EL‘.Hi'l throes, the qul.!r
emerges as a vampire — no longer human but a descendant
of Caine, sentenced forever to the night. Old wounds and
scars seem to vanish as the childe’s skin whitens to an
unnatural pallor that gives the childe adecidedly stark beaury.
Even those whowere homely in life seem ro acquire newfound
allure in death. However, this beauty is not purely physical.
The childe's eves shine with raw passion, both predatory and
alluring, standing in marked contrast to his marble-like skin
The childe's hair, fragile and delicare, falls like whips of fine
gossamer thread, framing his immortality. His nails harden,
becoming crystalline and sharp, while his gums recede, re-
vealing sharpened fangs, both fine and rerrifying.

”‘u‘ L I'Lth' is I[\n \-I'I-I]]E_:('LI mn tht'T" lt‘“ percep-
tible ways. Gazing out into the night, he becomes
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aware of how shadows shimmer and seem to bubble,
cach a botromless abyss where other horrors lurk. The
“'“'ILI \‘.'hl"l"(‘l'\ -||1\] raunts II](' C hll\ll' III\\' l}'l\‘ \\‘i”l of
|‘.|T‘|~|1L’L‘~ l;uncnung }‘lvi k'}l;lnm'. TIIL' Lllltklt.' Ccdn scc
death everywhere. Mortals appear, not solid and sub-
stantial, but shimmering, their fragile lives shorr and
bitter. Plants and flowers appear muted in the nighr,
their lavish colors reduced to shades of grays and
browns. And yer, rhe childe remembers. He remembers
the joy of the sun and the cheer of family and friends.
As these memories come, the weight of his curse bears
down on him. In a cruel dichotomy, the childe is
constantly reminded ot what he's lost although he is
now dead — a corpse reanimated. The Curse of Caine
opens his eyes to the real beaury of the world burt also
banishes him from it.

The Tivst Vights

A childe’s first nights are a tumultuous time, which
he spends mainly learning from his sire and under-
standing whar he has become. Some sires are kind
L:lli.tlt.", lt'dthl'l‘_: |]1l‘|.[' I‘r“l_!t‘“\ }\ll\\' o tl‘l‘t' \\']TI! |h"
curse and wield the gifts of Caine. Those childer who
Aare so |||L]\.\' It.'.lll'l To trust |}|t'|| sire as i‘l’l"."l'lllti‘l',
mentorand even lover, creating a strong bond between
them. Other sires are cruel and dicratorial — treating
their childer with no more compassion than one would
have for a beast of burden. These childer learn hate and
fear, becoming tyrants like their sires in time. Worse,
some sires abandon their childer completely, leaving
them to the mercy of the night without instruction or
suidance. This fate usually amounts to a death sen-
tence for the childe, and few last for more than a
handful of nights before falling vicrims ro their own
grnorance or Ih(‘ IUI'l'lll'\ ot l"”f-l.‘_'\"\l I‘t'il\\””\.

During this period of apprenticeship, which can
last trom a few months to decades, childer are consid-
ered fledglings and not full Cainites. They are under
the protection of their sires and have no standing in
Cainite sociery. It is only once the childe is formally
presented to the eldest vampire in the area, usually as
part of a vampiric coming-of-age ceremony, that he
can cast off the title of I]-.‘J-,:lll!'“r and becomes a neonate

fully acc l.‘["[L‘LI as one of Caine's race. These call‘l\'
years are critical in the formation of the childer, mold-
ing them forever. They learn the vagaries of Cainite
society and its customs while experimenting with their
newfound gifts and how to control the Beast. Some fail
to do so, finding the Beast too wild and the hunger roo
strong. Like rabid animals, such childer must be put
down lest they awake the ire of mortals or worse, other
Cainites. The lucky (or perhaps unlucky) eventually
find a balance and come to accepr their Beasts.

The first nights are also a time of revelations. The
fledgling comes to understand the full ramifications of
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being one of the unliving. In quiet desperation, the
childe learns what he has lost and what he'’s become.
Most come face to face with their own inhumanity and
discover that they are ii‘u:;ip.l}‘lu of feeling or experi-
encing true emotions. Many a childe refuses to cope
with his Embrace, eventually seeking the light of the
sun to end his torment. In time, those who accept what
they've become and learn what they need to survive
become true Cainites.

Hunting

Even the most callous and tyrannic al sire teaches
his childe the finer points of feeding, for without this
lesson, a fledgling stands little chance of surviving
more than a few nights before artracrine the atrention
of mortals. The childe learns how to hunt without
endangering herself, and more importantly, how ro
conceal any traces of the Kiss — the act of feeding
by licking the wound shut. In the beginning, the
childe, still young and inexperienced, is likely to kill
her prey, driving her deeper into the abyss of despair.
Few sires wean their charges on animals or even reach
them that they do not have to kill outright to feed. This
revelation often comes too late, after the childe has
killed repeatedly in clumsy attempts to feed.

In time, the childe learns how to control the Beast,
reducing its frenzies. Instead of gorging on her victims
until they collapse, the childe takes only enough blood
to quiet the Beast and leaves her prey alive. Soon, as
the childe feeds with greater frequency, she becomes
t"]-!llll"‘l'\l \\i[ll Till.' |'|.|“|1 EIn\I ll'lt' \1\.'1E\.IIL' l‘.ll'l.li'[ll“”l.'
between hunter and hunted. Her predatory instincts
kick in, and the childe begins to stalk the night on het
own. All Cainires are rerritorial, as the childe learns
early on. The sire shares his haven and feeding grounds
with his childe ar first, bur the sire becomes more and
more protective of his territories as the childe evolves.

Domain

During the first nights, the childe also learns the
importance of domain — of securing a sale haven to
hide from the light of the sun and meddlesome mortals.
A keen childe observes how no other Cainite hunts in
her sire’s domain, and those who visit show nothing
but respect toward her sire. Soon, it becomes apparent
to the childe that a Cainite's domain, and haven, is
often an important font of their influence and indi-
cates their standing in Cainite society. In the case of
especially influential vampires, domain extends be-
yvond theirexclusive hunting grounds, and the fledgling
becomes aware of the semi-feudal nature of Cainire
society and its customs dictating domain.

As the fledgling becomes a neonate, she must
leave the comfort of her sire's domain and strike our on
her own. Deciding on a haven is a personal choice,
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dictated by the aesthetics of the childe and her percep-
tion of existence asa vampire. Some choose the solitude
of graveyards or crypts, while others prefer the com-
forts ot 1\,||.u esand city estates. Older s ampires usually
take all the choice domains, leaving the neonate with
||1l' SCraps, s }I as ,1l~.|ln].!ln'l] water \\\'Hm A I.'.|\'|‘In'\
wine cellar or a ruined mill. No matter how meek the
domain is, a neonare has all eternity to expand her
influence. Most long for the night when they rule over
a vast demesne like their elders.

I'he neonate must choose a haven that otfers a
degree of protection and isolation, especially while she
is voung and relatively weak. A neonate may have no
trouble dealing with mortals (even a mob) at night, but
she is vulnerable during the day, with only the secrecy
of her haven as protecrion. It is also not uncommon for
covens of neonates often called coteries to band
rogether for security reasons and to increase their
domains

The Curse of the Dead Heart

Cainites are abominations, creatures both unnatu-
ral and unholy. They are no longer human in any sense
of the word — a realization few vampires are willing to
admit to and one that profoundly changes their psy-
ches. Cainites exist forever outside the sphere of natural
things. Their bodies are dead, yet they continue to
exist, think and act. Although they were once human,
their curse as vampires has marked their very souls,
transforming them into beings borh sublime and for-
saken. Many neonates fail to see the difference between
their mortal lives and their existence as Cainites, but
Thl'\ [} |‘I.lll‘_:t' ]‘l'i'llTlh'\ Apparent as years f.lilk' Into centu-
ries. Eventually all vampires realize they are dead,
frozen in thar rerrible moment when eternal rest was
denied them and replaced by torment and hunger. And
this realization is followed by another: The Beast trapped
within them is their very soul, screaming for a release
from an cternity in undead flesh. They are nothing
more than monsters, bevond salvation and alone. This
is what Cainites call the Curse of the Dead Heart.

Hudying yet Unliving

Cainites are parasites, not ethereal and immorral
beings. A vampire is nothing more than an animated
corpse kept alive and rthinking, not by force of will or
skewed sense-of-self, but by the unnatural and cursed
blood flowing throughout its dead body. For all their
powers and ahilities, vampires are static in nature, caught
forever in thar moment of death, aware but not enlight-
ened, Cainites are dead in body and mind; it is their
unnatural Beast that fuels their corpse, fills them with
emotions and allows them to think. In the end, their
human selves are really nothing more than fading echoes.

- -

[t screams to be heard over the howls of the Beast, but it
eventually becomes lost as years rurn to centuries.

As dead things, vampires do not evolve or grow
like humans
perverse. They stop being able to feel physical plea-

even their emotions become stilted and

sure, I\I]l‘\\'”]}: i‘”l\ [IH' extremes of pain i”'l\] ]1'”1_5.:‘\‘7.
Cainites are largely ||1-..!}\.||'-lv of learning from their
experiences in the way mortals can, they only remem-
ber bitterly what they've lost, and they never forget
past slights. Learning new ways of thinking, that won-
drous ability of mortals, becomes alien and foreign to
vampires, reducing them to unliving anachronisms.
( jiiﬂllrl‘.\ darc « ill‘.il‘{('l'i MAastering new mannerisms -'II'ILI
skills, but they cannor assimilate them into their very
being as they did when they breathed. They wear newly
found customs like masks, concealing their stagnant
natures. Only the endless hunger and rage of the Beast
can push a Cainite to new experiences, tainting him
with its dark nature. Vampires are like marble statues,
witnesses to the endless march of time, but forever
outside it. This quality makes all Cainites rapacious
and predatory, not creative or nurturing. Their once
human selves strive to retain these qualities — to be
able ro look ar beauty and appreciate it withour the
need to possess it — but their Beasts drag them down
to the abyss of despair through lust, pride and murder.

Sorsaken

Cainites know norespite from the uncertain [lll._'hl.
Worst yet, they know thar darkness hides terrors, and
the most territying ot all these, their own Beasts. Let
breathing priests talk of a fiery inferno, for Cainites,
the Beast is Hell made manifest. It is a force that
possesses them, damns their souls and casts them for-
ever from ll!\‘ llL:l]I. Ti‘n'll‘ IS NO escaping 1t or Tht'll
status as forsaken creatures. The Embrace destroys the
one thing that people in the Dark Medieval world
know for certain — the promise of salvation. Without
salvation, there can be no hope, and without hope,
Cainites find themselves alone in a dark world. With
this realization comes another. The awareness that,
from this moment on, all a Cainite will know is dark-
ness: both the physical darkness of night and rthe
spiritual darkness of the soul condemned as a taker of
lives rather than a giver

Many Cainites who were Embraced within the last
few centuries see themselves as hell-spawn, and they
act :it\lll'kllllul\'. “l't]l\‘i' H\’.l\'m'n. 1hl‘w \'.ml[‘lr\'\ give
in to their base and predatory instincts and revel in
their damnation. They first become dispassionate and
callous killers without pity or remorse, then progress
into savage homicidal beasts. Even those who still
harbor faith and try to find redemption eventually slip.
T[]l.' LIL'III.II]k!“ of |||.l.' I‘L'nl\[ are too [‘n\\'cllul LO 1gnore.
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However, this degeneration into evil is neither
sudden nor complete. It is a slow descent into madness
and damnartion, one in which the Cainite is not an
unwilling victim of her curse, but an equal accomplice.
Vampirism does nor condemn outrighr, it merely exag-
gerates the dark side that lurks within. The blood of
Caine and the Beast accentuare all the perverse im-
pulses and thoughts mortals have. The horror of the
transformation comes from the slippery descent of
moral decline inherent in all humans, but accelerated
by a Cainite's forsaken nature.

Theads to Salvation

Vampires are not without hope, however. Cainires
may be denied Heaven and Hell, but somewhere along
the line between damnation and redemption lie the
the mystical beliets developed by Cainire
sages. The roads (viae in Latin) help Cainites cope with
their existence as vampires and offer some control over

T hhf.\

the Beast. Many Cainites refer to the roads as the
Religions of Caine, but not all roads resemble mortal
faiths. Instead, the roads are more analogous to phi-
losophies, and their organization is akin to that of cules
rather than actual churches.

All roads teach Cainites how to rein in the Beast
through spiritual and ethical tenets. Like mortals who
]'Tl‘l\ [} |hl.‘ (.}]llrkh Tor answers ,!I]\l ?\Ullll.-l.’. t.‘-“]\lrl.‘.\
follow the roads to obtain a measure of peace. Central
to the roads is acceptance of the vampire's damned
nature. The roads do not try to deny whar a vampire has
become or claim that she is something other than what
she is. Rather, the roads foster a belief and metaphysi-
cal framewaork that allows Cainites to understand and
eventually accept their curse as vampires.

The roads, like Caine's childer, are varied and
unique. There is no central road that all Cainites
follow. Instead, roads change, evolve and adapt them-
selves to the times. In the 13th century, five roads serve
as pillars in the night attracting large numbers of
followers:

® The Road of Sin focuses on the darker side of a
Cainire’s nature and its followers feed the Beast’s
malevolent urges so thart it does nor overwhelm them.

® The Road of Humanity on the other hand teaches
that, although they are cursed, vampires are still hu-
man, and that salvation lies in suppressing the Beast's
instincts and urges.

® The Road of the Beast teaches the way of instinct
and embraces the predatory narure of all Cainires.

® The Road of Kings teaches that vampires are
superior to mortals, and that their destiny lies in ruling
over humaniry.

® Finally, the Road of Heaven claims that, although
||w\ are Inrml]-ccn. Cainites are agents of a |‘li!,'|1t.‘l'
power, divine in nature and mission.
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Beyond helping a Cainite accept and understand
her curse and gain a measure of control over the Beast,
1}1{' ru;td\' [l_'ilL'h rl'li”' \".lIllpln:\' are not “‘ltl\( it I"I.( Il‘{.' or
\;11\‘:1[[:![\. ‘I-hl' r\b.id‘\ are (.‘-’I”t'l] SUC I\ }‘i.'\.".ill‘u‘..b |}]|\'\' IL’:{\.l
Cainites from the abyss of damnation to the light of a
In\'!hlcal! state known as Golconda.

According ro Cainite legendry and The Book of
Nod, Golconda is an equilibrium between the human
and vampiric natures. A form of redemption offered to
Caine and his brood by God and communicated by the
Archangel Raphael. Whether Golconda is truly achiev-
able isunknown, butitisappealing since it is purported
to be the only peace available to Cainires — a state in
which the instincts and impulses of the Beast lose all
power over the Cainite. If the legends are to be be-
lieved, Golconda spares the vampire from Caine's
curse so that she no longer needs blood to sustain her
immortal existence. However, those who embark on
the long road toward this exalted state face an uphill
struggle, one at which only a handful of Cainite mys-
[ICS are even HlllmlL'J o |l<l\'l.' SUCc l'L'Ll('\l,

Perhaps sadly, many Christian, Jewish and Islamic
Cainites see Golconda as a pagan lie, a trap thar leads
vampires away from true salvation in the light of God.
These pious vampires believe that only in forgiveness
from God can they redeem themselves. Following the
roads ro Golconda can lead only rto Hell. It is not
uncommaon for suc 1\ devout C ainites to |1|I|1l Lil wn .m\l
persecute those who pursue Golconda, proclaiming
them heretics and blasphemers. Like the mortal folly
behind so many crusades, those who rake the banner
against their pious brethren are blinded by their love of
God and have condemned many Cainite mystics to the
flames of righteousness. The ones who escape the pyres
l]‘\ll.l“\' o into ill\ill'l_l__!. pursuing C inlL ol hl:l Insecret -|“L|
denying their guidance to other Cainites who are
kiL"‘l"L’l'li[L’l\_ in search of a way to silence their Beasts.

Society of the Wight

At its hearr, Cainire sociery
chotomy. Vampires are solitary predators without an
actual need for the companionship of their own kind,
and yet this companionship is precisely what they
crave. Like moths to a flame, Cainites flock ro each
l‘lll('r. dr'.l\\'ll to ‘E]C maost I"U\\'L‘rllll l‘l. l}lt*ll' ki]]kl. ]‘&‘I”
haps it is their predatory nature, bur those who are

is built on a di-

strong ll.’:h{‘ and those who are weak cower at the feet
of others for protection. Even Cainites who resist this
urge and lead a solitary existence rarely manage to do
S0 \\'”11\'1” drousing rh(‘ “'-IINI'\!('lt\n‘i or ]L'Illl‘li\\' of Th('lf
more social brethren. Those who persist in being out-
.‘||L|L'r." dAare Lll“rll‘!\.'\.l (II'ILI L'\‘\'lllll.‘“\" }'Illnt(_'ki \{(1\\'”.
Although they are solitary by nature, Cainites are no
different from pack animals, and they are just as vi-
cious, territorial and violent.
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Cainite society is peopled by fiends and Finally, like the mortals of the time,

monsters, so it is not guided by normal, or even Cainites divide themselves along those clans of
moral, tenets. Murder, intrigue and unholy acts
form the pillars of the social order. And ver,

Cainites are refined beings. They surround

privilege, the High Clans, and those that are more
savage and uncouth Lat least in the eyes of the
high-blooded), the Low Clans.
themselves with arr and beaury, partronize art-

The High Clans

The High Clans rule supreme over the
medieval night. They are the Cainite nobil-
ity composed of princes and barons who rule

ists and commission great works of architecture.
Cainite society is as urdcrc\} and structured as
mortal society, if not more so, and dominated
by a strict hierarchy. For the Damned, being

born noble or peasant means nathing; it is over vast feudal domains and Cainite courts.

The High Clans refer to themselves as the
first cursed and claim that their progenitors
were Embraced during the early nights of
Enoch, |‘ulnrv those of the f-:H(n (the Low
Clans). The first cursed blame the Low Clans
for I]"n‘ strife of Enoch and its eventual de-

blood and age that elevartes one Cainite above
.tl1nllh'l.

TheBonds of Blood

Cainites can trace their ancestry to one of 13

‘lans, extended blood families spawned by .
= 3y et S I - struction. The following clans make up the

High Clans:

¢ Brujah: Made up of crusaders and
philosopher-kings, Clan Brujah is a fiery
clan known for zeal and quick tempers.
The clan’s past is checkered, a long and sad

Antediluvians of the third generation. Al-
though each vampire is unique, she inherits

certamn |'I".It|llhln‘~ .I[lLI mannerisms from ht'T'

clan. The most obvious legacies are the Disci-
plines, as each clan holds providence over one
or more of Caine's gifts. Caine is said to have

1li Lory T\Illtllllll”.l um ‘Ii.‘}ltli ‘Nis ar
cursed each of the Antediluvians for their ac- e gaccomj entsand

1 g ) levastating defeats. In the 13th century
tions after the Great Flood, and these ~;'n1;11 : 4 B HEIL el AR
the Brujah struggle to maintain their sta-
tus among the High Clans. Far too many
Brujah elders are melancholic for the clan’s

greatest moment in history, and they still

curses flow down l]n'mu:il the blood of the
clans. Finally, and perhaps most unforru-
nately, Cainites also inherit their clan’s

intrigues and feuds — traps that few vampires

mourn the passing of Carthage. [ts younger
CAan ever escape.
o members are tired of the oppression of the
The ties of blood berween clanmates are
time, <!IIII ”Il'\ Illll:_‘, for ¢ i'liil!_‘__{l.‘.
strong, }‘ul ||1|~. \1\ WS NOL mean ¢ |'.|n.~ HI‘L'[';I[L‘

* Cappadocian: Mystics and
scholars, the Cappadocians are both

as cohesive enrities, much less as united

ones. On the contrary, the clans are vipers’ .
feared and respected as oracles and

sages. Although they look to Anartolia
as their ancient home, Cappadocians

nests in which intrigue and rivalry run ram-
pant. Although they are families of the nighr,
the clansare actually amorphous and loose in their
organization. The Antediluvians are so ancient
that they have all retreated into one form of
torpid withdrawal or another. Theretore, there is
no central authority to marshal clans or enforce

reside all across I;Illt'n[‘c as advisors to
princes and vampiric monks. They try to
remain aloof of the intrigues and wars of the
other High Clans, choosing instead quiet
contemplation of the greatest mystery of all

any form of unity. Instead, the clans are splin-
death.

tered into countless |\In.-d‘!.1m|hc~. each N
dominated by a potent, charismaric and, above * Lasombra: The kings of shadows,
all, cunning elder. Although clan is important,

often determining the expected standing of a

the Lasombra are among Caine's most
skilled manipulators. The Lasombra are
vampire, a Cainite’s precise pedigree if often convinced of their own decadent supe-
riority, and they embrace religion and
taith not out of prous reverence, but

more critical. All Ventrue claim a heritage of
warrior-kings, for example, but being the
only childe of a potentand respected Ventrue
lord carries both status and respect. In the last
century, many Cainite scholars have busied

to vindicate their power. The Lasombra
N hold their courts across Europe, but Italy
and Iberia are the homelands where they
themselves scribing books of Cainite geneal- rule uncontested.

. Tl'rt‘ildl.\r: L‘l]ll\lrl.'n UI dart iln\.l
1“{':]“'\', Ihl' Tl‘T'l"-I\Il'T -H'l'l I:ll“”\' Muses R\HLI

OgY, Irying [« l\\'L'L'L] OLt P ‘.‘*'[L'T\JI'IJ JCIL'(IIHHL'
which vampires have legitimarte claims.

poets. .'\Il}ll'll!_'l'l. |1|L'\' SUrre l{llld [IlL‘Il]‘\L‘I\'t"-
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now, and while the Brujah and Lasombra hold on to
the Mediterranean cradle of European civilization,
the Ventrue are forging ahead in Britain and

with pomp and beaury, the Toreador can be as
fanatical as the Brujah or as cunning as rthe
Lasombra. The clan’s bastion is in the lands

of France with its chivalrous knights and Germany crafting new empires and rallying to

singing bards. their birthrighr as leaders and defenders of all

* Tzimisce: The fiends of
Transylvania, the Tzimisce revel in their

Clamnites.

The Low Clans

Despised and misunderstood by the High
Clans, the Low Clans do not bother with the

inhumanity and rule over a frightened
]HW‘HI.[II\III as li'l.l' Lir('.hit‘\i LURIE R h{g’\. [I'I-'
human and driven to fanaticism, the
Tzimisce dismiss ways other than their
own as fundamenrally flawed. They are

pomp and arrogance of the first cursed.
Instead, the fallen prefer to move in differ-
ent circles, pursuing their own goals and
chasing their own intrigues. Many of the
Low Clans are, in fact, foreign to Europe and its

\.l'l'l"!vll'lll\' \l!lﬂ. l\\'\l I‘\' ||ll.' llI‘-"il]’I'\ W I“'
dare challenge their natural position at
the peak of the food chain. They reign with ¢
mandate from Caine, from their founder and Christian Cainites. Others are simply so alien and
; different that their very presence ['rimrha the
more “civilized” Cainites. While the High
Clans hold the reins of power, the Low

from their own power.
* Ventrue: Forever in the shad-

ows of the Lasombra, the Ventrue are

slowly rising to challenge their domi- Clans are gaining ground after years of

nance for the medieval night. The neglect and abuse. They are more in

1 3th century is their age, and while tune with the spirit of the age than
clans such as the Lasombra are are their first cursed brethren locked

busy scheming, the Toreador lost away in castles and towers.
* Assamite: Proud and deadly,
the Assamites who call them-
selves Banu Hagim live by a

foreign code. Originating from the

to their art, the Brujah raging and
the Tzimisce ruling over desolate
kingdoms, the Ventrue will take
and do what they must. The ener-

getic Ventrue know that their time is Iy Land! ‘the Amamites: considar

.
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themselves judges and guardians of the nighr, question to them is whether they choose to be

serving as soldiers and generals of Caine. Al- prnml wolves or cowering dogs.

* Malkavian: The Malkavians are

cursed by insight and madness, damned to

though they are militant, the Assamites are
not limired to physical bartletields. Their

ranks are filled with ancient mystics and see the world as a shattering mosaic. Long

revered scholars as well. Few Assamirtes leave ago, they were Cainite oracles, foretelling
the lands of the Saracen east, bur those who the future and seeing things others could

venrure into uncouth and barbarian Europe do not. Now, they are pariahs because of their
soasspies and emissaries, relegated to low-blooded [ madness — cast from court and cities for fear
status by their foreign ways. that their lunacy will affect others. They are

* Followers of Set: Believing themselvesto be heralds and prophets of a coming darkness.

descendants of an ancient god, the Serites are e Nosferatu: Transformed into hideous
devious fanatics. They carry themselves with a creatures by the Embrace, the Nosferatu wear

malignant air and pride themselves in being custo- their curse on their very skin. The Nosferatu
remind all Cainites of the evil that lurks within
them. Many Nosferatu take their rwisted mien as a

clear sign that they must accept their curse

dians of forbidden knowledge and tratfickers in sin
and damnartion. Lairing in the sands of the Middle East,
the Followers of Ser have wormed their way into
Europe following the upheaval of the Crusades. and repent. They carry themselves with a
Although they are distrusted as foreigners, the noble and regal manner that rivals that of the
High Clans.

* Ravnos: Refugees (and their descendants)

Setites thrive in Europe by providing the things few
others can, or want to. Ingenuity and guile are a

Setire's (o 5
erire s ¢ -I“lil.. cards. Ol a great war to the easr, the Ravnos carry

* Gangrel: Inconstant and indomitable with them a wily Beast thar whispers
like the moon, the Gangrel reject the chains dark urges. Few are trusted in Europe,
of master and slave, lord and vassal, sire and because their curse makes them espe-
childe, choosing instead to roam the night cially dangerous. Those whoare accepred
free. The forest and glade are their hunting
grounds, not the hamler or port. To the

proud Gangrel, a vampire is no more evil

ACL a8 MESSeNgers, envoys Or spies, mov-
ing between the courts of Cainite lords

.IIh] carrying out fht‘ll' own .IL[L"I]\_{._I\ 1n
'III.ili |I|'}IL'I I\.illll'-l.ll [‘T't‘u].lln‘T\, Illl.' l'”i\
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the Holy Lands (either as humans or on their sires’
errands) and returmed both wiser and harder for ir.
They may lack the power of age, but immortality has

* Tremere: Many refuse tocall the Tremere
i \].‘lll H1 .]“‘ since 'IK"‘-\‘ ||.‘||Ir[‘l‘|—.“ rl.'\'l‘l\'('\} |hl'iT'
dubious title by eradicating one of the oldest and
most revered clans — the Salubri. Tremere him- not tainted most neonates like it has paralyzed their
sires and elders. While the Methuselahs plot and the

elders wage war, neonates are the real catalysts of

“’-L'“ [} l‘[”ll”[ll‘ll Tl']i' st l]l._"l'l\l Wis Crime L"I'Il‘\\ nto
Cainite, the deliberate cannibalization of the
Salubri Anrediluvian, Saulor. Although the clan is Cainite society. Neonates lead charges on the barttlefield
young, having come into existence only in the where elders are too scared o do so; they make new
alliances with mortal merchants, barons and priests
and generally infect Cainite society with dynamism
and energy. The majority of Cainites in the 13th

century are either neonates or ancillae

past two centuries, the warlocks of clan Tremere
are still powerful. They lack any real allies, how-
ever, and they are beset on all sides by mortal and
Cainite enemies. As the lords and princes ol
Eur pe joc key with each other, many begin to look * Ancillae: A vampire becomesan anc illa after his
toward the Usurpers (and their porent magic), first 100 or 200 years of unlife. Although they are not yet

\\'l'l\llll'tlll‘_! maore ‘Ilhi more \l'.llll L ]'-‘ o |]Il‘l!’ COUrts.

Bierarchy of the Damned

Blood binds all vampires, bur it is age that

elders, ancillae have proven themselves in Cainite society
and established themselves as powers ro be reckoned with.
They are |l“|‘t’t_1(‘k| and granted Prestigious positions sug h
as advisors and men-at-arms to older Cainites. Many
ancillae shine brightly as ascending elders, but many bumn

determines their standing and position in Cainite out just as quickly, overstepping their limits while blinded

society. Although a vampire'sundead pedigree (mea

by their own pride.
sured by sire, clan and generation) is important,

e Elders: Elders are the regal authorities of

real respect comes with age. Vampires who g
I I ; Camite sociery. Must L‘lnlt‘l\ are centuries lrl\i‘

have survived for centuries, have amassed - ,
some Embraced sometime during the Long Night

great power and have faced countless . =
or before. They rule cities and large domains,

uphold Cainire laws and keep younger Cainites
in line and subservient. They have become

entrenched in their power, and they will do

challenges are the dominant powers in

Cainite society. However, age is not ev-
erything. A complacent eldercan easily be
destroyed by an ambitious neonate, and

anything to maintain it. Scheming and
only the foolish lose sighr of this harsh reality. Age

backstabbing, elders have grown comfortable with
immortality, and they fiercely defend the status quo.
Some elders are aware that they are nothing but tools of

might mean power and influence, but a Cainite
stagnates withour action and purpose, making
him easy pickings for the young and cunning.

® Childer: The newly created, childer are
young and srill under the charge of their sires

the Methuselahs in their venderras, but they gladly pay
this price in return for security and influence.
® Princes: Although it is not tied to age or

Thc\' are IL'L_‘;HL!(\] as t}lllkil'l'l] |\||r are \L'lt_ll imn
generation, the ritle of prince is nonetheless one

treated with love orcompassion. Once achilde _ _ y
of singular importance to Cainites. A prince is a
Cainite who has claimed a large domain (a city,

county, even kingdom) as her own, forcing

}'i;l‘\ lt\il‘nl'tl&”fl 1l |‘~'|1L‘\'\Ii_'l| (e Peri ‘\_1 |1LII
Cdan I.!*T I'I.ILI}]I\ or Lll‘k'.]tll‘\ 'l‘ |1L-r sire [‘!'l'.‘\t"l'l.t S
her to the eldest vampire in the city, usually

other Cainites to bow to her rule. In time of

the prince. It is up to the eldest vampire to .
| i ’ | yore, the title of prince went to the oldest Cainite

accept the childe into Cainire society and | .
in an area, but a Cainite claims and enforces a

proclaim her a neonate or destroy her. : )
N y tered full princedom in recent times through political savvy
o Neoonates: v T ¥

eonates: Lonsidered full vampires, neo and force. Many princes in the 13th century are

SArey oy Arer ake aname tor themselves.
natesare youngand eager to make aname for themselves elders of the sixth and seventh generation, but many

The * Are LI ohirs » e al 4 wnhere 5

I‘I“ St b L\];Ii_lu I}I'l l.i“ h“\l lt o I““L ol .111\.'I“.’IL'.(III\]L'\'L'Il SOmMe neonates, are ~t:1|\m'.:!hv|r
. > ety. f 4 ! 8 Al b ‘erpopu- .

Lainite society THORIgh. ['Hn PE 1B OVETPOL I'I'_{I'l['\.'I\]‘FIITL'L'\LI\IIL'\\'\ IlIl.'.‘uI['lL]!'ll\\'l‘l\l"[l]l'rtlt'.

lated by vampires, there are still enough It is easy, however, to proclaim oneself prince;

cities, towns even castles and road-side it is harder ro maintain and support that
taverns where young neonates can stake
their claims. Most neonates who were

Embraced within the past 50 years under-

claim against other Cainites.
* Methuselahs: The real power in the
13th century rests with the handful of

stand the 13th century better than their Methuselahs whostand above the elders i
elders do, for they are children of this i I . ; :
T e T l age and influence. Usually centuries, even
urbulent time. They move with ease

‘ 5 ) e L millennia old, Merhuselahs know no equal
through bustling cities and cross the conti- xcept perhaps the slumbering
excep ernaps r B 8 | - 2

nent without fear. Many have journeyed to € 3 w
'_‘,A*'- ~y o T ——
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Antediluvians. It is said that a change comes over vampires
when they reach thisage. Physically, these vampires slumber
tor \'.'m‘lx\. years or even centuries T.'I”HI_L: o torpor with
growing frequency. Emotionally, they become sullen and
withdrawn, overcome by a deep sense of melancholy and
desperation. They long tor the nights of old, but they know
1}1;11 ( 'u'}u'lmn [ |11|\ COMes |- WOT W tt] 1 ¢ ] 1 ew Im:l:l 3 f";nlm‘
react to this despair by retreating from the world, becoming
mystics and hermits pursuing Golconda. Orhers, vengetul
and terrible, lose themselves in strife and drown out their
doubts and tears with blood and inrrigue.

® Lords: Like princes, the rank of lord is accorded not
by age, bur by influence and power, and it is a relatively
recent addition to the Cainite hierarchy. A lord is simply a
princeof princes—apotent elder, ormore rarely a Methuselah

who claims influence over a number of princes and their

domain. Much of this arrangement is feudal in nature, the
lord parceling out his domain to younger Cainites in return
for their oaths of fealty and support.

¢ Antediluvians: Mythical beings and tyrants, the
Antediluvians are absolute masters of the War of Ages and
the founders of the 13 clans. From their lairs, they plot and
scheme against their rivals, steering their clans like mighty
armies across Europe and the world. Whar their goal is
what the purpose of this madness is—only the Antediluvians
and Caine know.

Outsivers and Criminals

Not all Cainites agree to exist, or are welcome, in this
society of the Damned. There will always be outcasts and
renegades, and such is no less the case among Cainites.
There are Cainites who refuse toabide by the Old Ways (the
laws of Caine) orwho have commitred heinous crimes in the
eyes of their fellow vampires. These Cainites are either
exiled or, if warranted, hunted down and destroyed. Those
whodonot adhere to the Old Ways are seen asa threat tothe
established order of the clans, which makes them dangerous.

¢ Caitiff: Cainites without clear blood ancestry are
called Caitiff. These clanless vampires never know the
orgim ol their I‘]lb\l\!. usually having been sired and left for
dead or Embraced by another of the clanless. Although they
are not unknown at Cainite gatherings, all Cairiff are
distrusted, treated like mongrels, little better than dogs
Cautitt
achieve any real standing among their clan-born brethren.,

are tolerated in Cainite society, but they never

The clanless are doomed to exist as second-class citizens at
|‘v-|_ and outcasts at worst. They become easy s Apegoars,
and they have no rights in most principalities. The stigma of
being Caitiff is steep — a curse on top of being damned.

* Autarkis: These vampires have tumed their hacks on
Cainitesociety, refusing to live by anyone’s rulesexcept their
own. They defy the Old Ways and the War of Ages, wanting
nothing more than to become masters of their own destiny
For thisreason, the elders consider them subversive and treat
them like a threar. Once branded Autarkis, a Cainite ftaces
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the night as a renegade, hunted by princes and elders and
condemned to Final Death if caught. Some, however, con-
sider this danger a small price to pay for freedom.

The Prince

Since the time of Enoch and Caine, lone vampires
known as princes have ruled over clutches of others —
serving as leaders and protectors. Blood and age shape
Cainite hierarchy, but it is the rule of princes that gives it its
draconian and predatory nature. Indeed, a prince does not
rule for altruistic reasons, he does so for his own security and
to teed his need to dominate other Cainites. Among the
Children of Caine, there is neither equality nor democracy,
only the rule of the strong and the cunning, who use the title
of prince to symbolize their dominance. Throughout the
ages, the title and duties of the princes have changed, usually
influenced by the civilization to which the prince was born
oroverwhich he ruled. Although princesare common, soare
kings, dukes, Caesars, archbishops and countless other titles
borrowed from human nobility and religion. Women who
rule as prince (and many do), traditionally assume the title
of queen or duchess it Tllc\_' wish for a !_!('I'L'\it‘r-\l‘t‘(lllt' title.
Princess is uncommon, and many simply go by prince,
gender be damned.

Traditionally, as in Enoch, the eldest Cainite inan area
serves as prince — his age conferring this honor. Such is
r.kn'l\' thecase int llt"-t‘l!'l_!_'}ll\, th nl:h. ']'lhm‘ \\'ll\‘;!n' strong
and powerful rule, all others are either vassalsor rivals, Asthe
Warof Princes marches on, younger, more ambitious Cainires
dare ll"\lll'l‘ln'__: i‘l’lll\'t'lll ms from i‘]LIl'I'. \l!”l[‘l‘lk ¢nt \'.”lli‘]]-'\"‘,
In turn, many elders realize the obvious dangers of holding
the title of prince and either bequeath their title toa younger
Cainite in hopes of hiding in the shadows or slavishly defend
!i\l‘ll' LII Mnan, creating a sc []1\”! I‘L'l\\-L‘L'{l Youmnge <|"L1 ( ‘lkl.

Domain

Vampires are territorial creatures, as most predators are,
and a prince’s domain is his font of power. Withour a
fietdom, a prince is nor a prince. A prince’s domain can be
anything from an isolared hamlet in the Bavarian mountains
to a vast expanse of lands overlooked by a fortified strong-
hold. The larger the territory is, the more prestige and
influence the prince holds. Usually, a prince rules overacity
and claims domain over its walls, taverns and estates, forcing
all Cainites within (through torce or oaths of tealty) ro
acquiesce to his rule,

Domain is critical for a prince. First, it grants influence
and temporal power. The prince often has agents and observ-
ers among the mortal institutions of the ciry. Through favors
orguile, the prince knows what the merchants are smuggling,
who the archbishop invites into his chambers at night and
just what can agitate the nobility into marshalling troops
against a rival city. Domain also grants the prince and his
subjects feeding grounds, the most prized commadity of all.
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Agents of the Prince

Princes rule through the right of fealry. No single
vampire could effectively enforce his will across such vast
territories without having trusted vassals. By offering do-
main to those whoare loyal, the prince assures their support
In return for her fealty, the prince grants the new vassal a
domain to hold asher own. Princes seldom rule theirdomain
without the support of other Cainites. Smart princes court
other influential Cainites when making their bids for power,
creating a council of advisors and lieutenants to handle
some, or all, of the administrative duties of ruling their
fiefdoms. Although the titles may change, most princes rule
with the support of the following Cainites:

® The Sheriff: The prince's enforcer, the sheriff nor-
mally handles matters of jurisdiction and security. It is the
sheriffand his cronies who keep young neonates from causing
LOO MuC h LT ‘ll}‘lt' <!n\[ “'l.ll\tb SUTE 110 'l“]\\'i{l“.k'Li C ‘.llllit\.'- ILl\".'
infiltrared the ciry. During times of war, many sheriffs he-
come sergeants, coordinating the efforts in defense of the city
while the prince and the warmaster take to the battlefield.

® The Warmaster: The leader of a princes army, a
warmaster, serves only a truly powerful prince or lord who can
marshal enough forces to justify his post. While the sheriff’s
primary duty is internal security, the warmaster is a ractician
and leader without equal. Many warmasters of recent times
have come from the ranks of the Brujah or Ventrue.

® The Seneschal: The prince's right-hand man, the
seneschal, occupies his nights with the minutiae of the ciry's
administration. The seneschal is first to hear all complaints
before choosing (with the right bribe or promise) which ro
bring to the attention of the prince. In some principalities,
rl‘li' senesc lli ii 15 T II}HHL‘ maore ril'.l” asecretary, a I:K'I\'L'\_' .lI]lI
personal attendant of the prince. In others, the seneschal
wields more power than the prince and is the real power
behind the throne.

¢ The Keeper: Most princes understand the need of
having the counsel of a mystic or spiritual advisor. Long ago,
princes used Malkavian or Nosferaru oracles (and some still
do), but in the Christian atmosphere of the time, most turn
to ashen priests — adherents and reachers of one of the roads
of Caine, Princes use ashen priests to lead the sacraments and
advise them on matters both political and mystical.

® The Chamberlain: As the social heart of a prince's
court, the chamberlain organizes feasts and tournaments,
welcomes out-of-town dignitaries and attends to the prince's
person. The chamberlain’s main talents are gossip and ru-
MOor-mongering. l |l WEVET, 1“ l"rlllk'l'.* l]lldvl’*r.lnui I}\L' I“t’nl'h‘{.\
of having a chamberlain, and most allow them to feel the
[‘UIFL‘ ol Elll'[[ .\lli‘}L'LI'\ .HI\.] “'(.'t'\l ot a1y |‘l ‘ll'l"l'.l] \It'll-il Lors,

® The Scourge: The sheriff maintains law and order
withinafief, but the political nature of the position often ties
his hands, making him unable to \hnp;mh swilt jusrice
withour provoking the ire of the prince’s detractors. This is

where the scourge, the prince’s private executioner, comes
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in. The scourge's duty is simple, to patrol a prince’s domain
[l?r|}1L‘||H\\'il”tl.'\t—{. ‘.1[[ltl.,’\l][-lrl’\l\l]illli'rlli.'T'l]nlll"'l[ilhll'\

and either bring them to the prince or destroy them
outright. The position of scourge is a solitary one, and it
carresa IIL'.!'\'\ stigma. Few Cainites trust sce WITEEes, and many
tear them outright.

Rights andAesponsibilitics

There is no universal code of princely conduct. Aside
from the loose interpreration of the Old Ways, a prince is free
to govern his domain as he sees fit. However, a prince’s rule
is measured by, and depends on, the power and influence he
wields over his vassals. In some cases, the prince is nothing
}\nl a Ttulll'vhi':ni. ol m's‘r{t-.“ to eftect any .'h:ml_:r\ un]r“ h('
has the support of his elders. Then there are princes who
stand like tyrants, ruling with impunity and calling blood
hunts on any who whisper against them. Most princes lie
somewhere between these extremes, secure in their influ-
ence, knowing that the threar of violence and censure is
often all that is needed to keep the peace. This game,
however, is a dangerous one to play, for complacency has

I‘L'l.'ll |hL’ \." ﬂ\'ll'.l-" of many a primnce.

ARights

As prince, a Cainite is entitled to the following rights:

* Destruction: Only the prince can destroy (or order
the destruction of) another Cainite. Princes hold the power
of Final Death over their vassals as ultimate proof of their
l'I:”I“ |l|;‘”T]L{.'\i\‘1"‘

® Siring: According to the Old Ways, only the prince is
allowed 1o sire freely, while other Cainites must first ask
permission. Those who don't, or who disobey, are destroved.

* Domain: Any Cainite within the domain of a prince
effectively becomes a vassal of that prince. The prince is also
within his right to assign and bequeath domain to those who
dare ilT\Hl ds “.'\\-'II'\I." oreven l‘l‘ll‘L"" In return tor IIIL'” SUPM™ irt.

® Feeding: It is the prince who establishes feeding
groundsand any rules associated with its practice (only by the
lighr of the moon, afrer a certain hour, no killing and so on).

Duties

The title of prince obliges the Cainite to meet certain
\"\'l‘L'LT-”l' ms lil'l.\.' Tll“]” certam i.!k”lk“. i}ll me \\ill\ IHnore
their responsibilities quickly find themselves without sup-
port and facing an angry populace. The responsibilities of a
prince include:

* Upholding the Old Ways: The Old Ways grant a
prince charter, but this charter requires the prince to uphold
and enforce all the Traditions of Caine. Complacent princes
can only hope to rule through force if they fail to adhere to
the Old Ways.

® Protection: Just as the prince can count on the
protection of his vassals, the prince must be ready to defend
his subjects. A prince who looks the other way when one of
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his subjects is destroyed (by a rival or another vassal) stands
to lose all credibility and support. The honor of princedom
requires eternal vigilance. Those who are ambivalent may
soon find themselves facing the merciless sun.

¢ Shepherding the Flock: In order to keep the peace,
the prince must ensure that there are always enough humans
to sustain his vassals. While the prince sets hunting limits
through feeding grounds and domains, he must also shep-
herd the mortal flock. Without a healthy supply of mortals,

the prince's vassals would soon be at each other's throats.

The Traditions

Much of a prince's authority is derived from the Tradi-
tions of Caine, or more properly from the so-called Old Ways
the largely oral tradirion of inherited vampiric codes of
conduct based around the Traditions. The Old Ways under-
pin Cainite society and are the only real social compact
between the fiends of the night. Cainites abide by a strict
sense of tradition, driven by fear of divine retribution. The
Old Ways are the remnants of Caine's rule in Enoch; hence
they are respected but not always strictly followed.
Regardless, the Old Ways form the compact from which
all princes (and lords) draw to legitimize their claims and
r|1;|1l~ a5 '[‘l‘flll"t.'\. The Traditions .liwn figure t{i l1|‘|ll'|;|l'!ll\ mn
the education of childer. Many elders do not consider a
childe a vampire unril his sire recites ro him the Six Tradi-
tions, sealing their convent with Caine.

The Fivst Travition: Covenant

“Thy blood makes thee my brood, crafted in my image. My
cirse thine, my salvation thine. | stand before and above thee as
pod-regent. [ am the way, my Traditions covenant. Renounce me
and renounce all hope." Thus spoke Caine

The notion of covenant is central in understanding the
Old Ways in the Dark Medieval. It is through the First
Tradition in particular, and all the Traditions in general,
that Cainites recognize Caine as monarch of the nighr and
affirm their lineage as sublime beings, both cursed and
blessed. Cainites look to the Old Ways and the covenant of
Caine roacknowledge theirspiritual link to Caine. Through
the dictates of the Old Ways, Caine is present and nor a
figure of myth or legend. In adhering to the traditions,
Cainites confirm their faith in Caine and their damned
natures — for betrer or worse.

Those who abhor the curse look to the First Tradition
in he pes ol I||h|tnn_; salvation, that in fc -|Iu\\'|n¢_: Caine's ways
they will find redemption. In turn, those who seek power
follow the covenant, believing in its hidden promise of
power in return for faithful service. Princes and lords, like-
wise, look ro the First Tradition to legitimize their rule. Like
mortal kings who rule through divine investiture, princes
cite the First Tradition, and Caine’s covenant, as proof of

their mandare to lead just as Caine “stand|s] before and

above” all Cainires.

The Second Tradition: Domain

“As I am master of Nod, thy domam is thine own concemn.
I'hou art its master, and all will vespect this or suffer thy wrath
All will present themselves when entering, and thou shall protect
them in tem. By vight, thou art allowed to hunt within the bounds
of thy domain, its blood thine oun. Accept its responsibilities,
minister thy domain and pay others the same respect thowexpect.”
Thus spoke Caine.

The Tradition of Domain has always been central to
Cainites, and such is especially the case in these times of
feudal relationships and vampiric overpopulation. For the

|;1\[ .3'\\\\

years, Cainites of all ranks and clans have been
desperately fighting over shrinking domains, reaching a
murderous frenzy in the last few decades. Domain often
denotes more than influence and protection, it grants the
Cainite sole feeding rights within its boundaries. Claiming
domain over a tavern means a near limitless supply of
victims, while an isolated hamlet would be hard pressed to
sustain more than a single vampire. A Cainite will not go
without blood as long as she claims domain (regardless of its
size) and she can protect it by keeping other Cainites out.

Holding a domain also requires the Cainite, be she
prince or neonate, to offer haspitality to those vampires who
enter and present themselves. While in the domain of
another, a Cainite can expect to be treated with respect. The
owner of the domain is responsible for the safety and well
being of guests, and she must share her feeding grounds with
them. However, guests who abuse their stay may face strict
sanctions. Recently, as rensions flare between princes and
elders, a few have closed their domains to visitors, isolating
themselves and sentencing any and all who enter their
domain uninvited to Final Death.

Domain is also the feudal cormnerstone of the rule of
princes. In this age of Cainite lords and monarchs, domain has
l“\'L‘l me of PAaranmi wint |||1Pl"r|:1nt'|.‘. \ prnce L‘Xf('“kl‘i h].\
ll'l”lll'nl't‘ }‘\' dl L|l|||'||]l_f maore LIH'[]].!I]'L‘\. I }l!]n:_' S0 .l“l‘\-\'." }ll'l' o
grant portions of the conquered territories to her loyal vassals,
hlnhl'r cementing i]t‘r 1\'1\\1’r iill\] atrracrting more .II‘ni maore
Cainitesto herbanner. Justas mortal regents claim ownership
over their knights, some Cainite lords have gone as far as to
L'L]lll'l Lll malnover ]Thll\'lxill.ll C :-Ilnlti'.‘ l}ll']l]?\(‘l\'t'\ :IIIti l'.‘l‘l.'l'l
their vassals to supply them with rithes of blood and victims
in return for their royal “patronage” or grants of domain.

The Third Tradition: Progeny

“Thou shalt only sive another with the permission and
blessing of thine elder. To create is the providence of those closest
tome, for they shall be accountable. Break this, and both thee and
thy progeny shall be slam.” Thus spoke Caine.

According to the Third Tradition, only the eldest
vampire can grant permission to sire a childe. However, for
as long as most Cainites remember, the princes have held the
'[IJ\‘
need to control and limit the Cainite population in their
domains. The more childer one's subjects Embrace, the

privilege of the Third Tradition. The reason is simple
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higher the demand for blood and the scarcer feeding grounds
become, taxing a prin\:c\ ability to pr wide for his vassals.
Princes also hold dear the right to create progeny to limit
their rivals' ability to amass legions of newly sired vampires as
shock troops. A prince canalso promise permission under the
Third Tradition as a gift to obrain tavors from another
Cainite, or as a reward for loyal service.

Those vampires who Embrace without permission usually
face the destruction of their childer and, if the offence is severe
enough, themselves. Few princes waver on this point. In truth,
the act of monitoring who is Embracing and who isn't is
impossible. It is often easy for a sire to send his childe away and
keep her a secrer until the time is right. Therefore, any prince
who wants to hold his fief needs to severely punish those who
are caught. They mustserve asan example, or the prince’s other
subjects will begin to question his power and authority.

The Fourth Tradition: Accounting

“Those thou create are thine oun blood until veleased from thy
charge. Unuil that moment, their sins, their blood and their punish-
ments are thine."” Thus spoke Caine.

A prince never grants lightly the right to create. Once
bequeathed, the sire becomessolely responsible for herchilder's
actions. This Tradition warns all Cainites to choose their
progeny wisely. The Fourth Tradition requires the sire to both
educate and protect her childe, the [‘L'I‘l.ilt\' ofdoing otherwise
the sire pays for her childe's indiscretions and
crimes. Those who are wayward in their duties as sires, and
who give their childer too free a reign, eventually face the ire

is simple

and condemnation of their prince. Fearful of the conse-
quences, some sires force their offspring to swear blood ocaths.
These oaths, which involve repeated drinking of the sire's
blood, make the childe intoasupernaturally bound thrall, thus
guaranteeing loyalty. Most vampires abstain from this practice
because it also tends to make the childe into a sycophant.

The custom of the Fourth Tradition also requires the sire
to present her childe to the prince for approval. The prince
decides if the childe is worthy of joining the ranks of the
Cainires as a neonate or it he should be destroyed. Many
princes use this custom to keep their vassals in check
offering the right to Embrace, then destroying the childe
citing improper turelage.

The Fif th Tradition: Destruction

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

Princes jealously uphold the Fifth Tradition, using it as
a buffer to keep their vassals in line and to remove any
potential troublemakers. The right todestroy another Cainire
is the final cornerstone of a prince's authority. Nor only can
da prlnn' sire l'('('l\' .H.'Il.l C l.l] I \_il nnaitn, [IL' can ‘ll.\ﬁ ’LICL lk{l_' \\'1]\!
meets Final Death. The prince can use the Fifth Tradition to
punish any crime, no matter how trivial or minor it is under
the Lextalionis — the Cainite version of hiblical justice.
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In the feudal climate of the Dark Medieval world, the
right of a prince to destroy another Cainite is often conferred
as a gift. Cainites of rank, such as the warmaster or sheriff, are
usually granted charter of the Fifth Tradition to dispense
justice and enforce the prince’s rule. However, most princes
are cautious when ordering the destruction of Cainites who
dre TI“' \'.F'*‘\il.]\ o an 'IIK'!’ ]lITL] oar |‘“Th ¢ .'\I'}Il 'l]‘_!h some
princesdonot hesitate, others who are more guarded send the
offending Cainite back to her prince for punishment. If the
accused is then not punished, this may be grounds for war.
The Sirth Tradition:

The Silence of Blood

“Never shalt thou reveal thy true nature to those not of the
blood. Doing so shall renownce thy claims o my covenant.” Thus
spoke Caine.

Cainites may be supreme hunters, but being careless
and alerting mortals to their true nature never bodes well for
them. Vampires depend on a certain amount of secrecy and
deception to keep their nighttime realm secure from the
masses of dormant mortals that surround them. Most medi-
eval mortals know that things stalk the night, but they are
much less clear as to just how to deal with these things (other
than avoiding them). Were humans to fully understand the
weaknesses and customs of the race of Caine, a great purge
would become paossible.

Therefore, princes enforce the Sixth Tradition in vary-
ing degrees. Some, especially princes of large cities, hold the
Silence sacrosanct because they wish the mortals to delude
themselves that walled cities are somehow safer than scat-
tered hamlets. (In facr, the h'n}mu is much easier with
mortalsall together in one place.) In other principalities, the
Silence is paid lip service and largely ignored. There are
places where Cainites boldly and openly attend mortal
courts, ruling through terror and confident in their domi-
nance. Unless they are secluded and miles away from other
mortal settlements, however, such fiefdoms rarely last for
more than a few decades before they are put to the flame by
the Church or other Cainites. Generally, Cainires allow
(even encourage) manifestations of their damnation that
are likely to keep mortals fearful and cowed, and they ban
those that are likely to bring oreanized resistance. Seeing the
difterence is the mark of truly skilled prince.

Lertalionis

A prince enforces his rule though the Lextalionis, the
body of vampiric law as set forth by Caine's and expressed in
the Old Ways. The Lextalionis is not codified or bound in
dusty scrolls. Rather it is a code of just retribution, outlining
the rights and powers of a prince, allegedly created by Caine.
This code follows a single simple precept: Those who break
a prince’s law are slain. The Lextalionis is rooted in biblical
justice — “An eve for an eve, a tooth for a tooth” — and it
grants the prince tremendous power to punish anyone who
disobeys his laws. Through the Lextalionis, a prince can strip
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a Cainite of her domain, exile her or, for truly heinous
offenses, order her destruction. The Lextalionis is also not
the sole providence of the prince. Any Cainite can evoke the
Lextalionis to air grievances, but only the prince has the
power to enforce it. Princes who abuse the Lextalionis soon
find themselves victims of their own punishments. A prince
cannever hope to have the Lextalionis enforced without the
support of his subjects, so he must walk a fine line berween
strong-arm justice and leniency. The prince can choose how
strictly or loosely to follow the Lextalionis, and he is free to
determine the style and severity of punishments or what
constitutes an offense.

Blood Hunts

Blood hunts are both common and violent, a death
sentence [I];II lew Cainites esc ape. -I-h\‘ prince must 1 PI'IH.'.I”\'
announce the hunt, allowing the accused an opportunity to
escape the city before midnight. Once the huntis called, any
vampire is free to hunt down and destroy the offending
Cainite, though usually the sheriff and his cadre lead the
hunt. Some princes even offer a reward to the Cainite who
destroys the renegade vampire, such as the hunted vampire’s
domain, thereby unleashing a murderous, blood-hungry
lvnch mob. Ifa Cainite is unfortunate enough o be the target
of a blood hunt, she is dead to all other Cainites, for all
intents and purposes. Anyone caught aiding the fugitive is
considered an accomplice and usually becomes the rarger of
her own blood hunt.

Traditionally, one calls a blood hunt only in extreme
cases, bur as domain grows scarce and tensions between
princes flair up, no one is safe. Political enemies are usually
the targets of the hunt, but anyone unfortunate enough to
cross the prince can find herself running for her unlife.
However, even in the violent nights of the 1 3th century, few
princes call a blood hunt lightly.

Branding

Cainires can easily resist almost all physical wounds, but
not burns. Therefore, those who commit minor infractions
.Il'i'll“”.lll\_' |1-T'-‘|'l||i'\|.lh('n"\illlll"' \']*l}‘lt'll'iill- ]“[I‘l\'lllln\llt-
\1(““;”“ .I“\i lh('“ e TIIL' most commaon reasons tor i‘l‘.‘]hl'
ing. Upon being found guilty (often ar the whim of the
prince or sheriff), a mark is bummed onto the Cainire’s
forchead or arms and then rubbed with salt to slow its
h\’i'“"u- ["L'l‘k'l]\.ll'll‘.: un ‘ih.' severity, [}ll.' l‘r.lllxl lNl‘._’}li I'“.'
applied every few weeks to prevent it from fully healing.

Erile

Some crimes are not severe enough fora blood hunt, but
still serious enough to have the Cainite exiled. Considered
.':\“'iifl\ 15, I!H"l'l Alnires are l"['-lnt.ll'l.l ilnll lilL‘l'I. cast out trom
the prince’s domain. The fate of such unfortunates is seldom
pleasant. Without rights or the protection of the prince,
many are hunred down. Those who escape to other cities are
usually turned away and left to fend for themselves in the
wilderness. Few survive for long, but some form bands of
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brigands and outlaws. In Cainite circles, these outlaws are
L'L{[It'\i I"ihu?':'\.

Ordeals

Borrowing from mortal society, the prince can call foran
ordeal and allow the offending Cainire to prove her innocence
through a challenge.
though many are designed more to be entertaining (1o the

The challenge can vary in severity,

prince and assembled court) than to be fair to the Cainite on
trial. The most common ordeals include trial by combar,
ordeal by fire, test of the Beast and the purifying light.

® Trial by Combat: The most common manner in which
a prince can settle the matter of a subject’s innocence is
through trial by combar, which pits the accused against his
accusers. Princes and elders are traditionally offered a trail by
combat to prove their innocence. Lesser Cainites seldom get
the privilege, unless the prince is bored and in need of a
spectacle. The prince sets the conditions of the trial, naming
arena, weapons and rules (though fair fights are rarely the
norm). Although the trial does not have to be to Final Death,
most end only when one of the two combarants drinks the
\'rT[]('r'~ |\l( W nl.

® Ordeals by Fire: Another popular alternative to the
blood hunt is l}u's irdeal |‘_\' fire. Inan ordeal by fire, Thl‘-lL\'Ll“('kI
is forced to walk over burning coals or tied to a wooden stake
that is then set ablaze. If the accused survives, she is presumed
innocent and set free. However, few Cainites do. For less
severe transgressions, a prince might order the accused to hold
a burning coal or reach into a fire to retrieve a ring or other
Although not fatal, such
ordeals require great will on the part of the accused — so much

ul\]l'\'l o prove their mnnocence.

so that innocence rarely plays a part in the outcome.

® Tests of the Beast: Inspired by tales of Byzantine Cainites,
the test of the Beast consists of caging the accused, usually in iron
cages suspended in midair, or in dank cells, denying them any
sustenance. Cainites who frenzy are summarily destroyed, while
those who resist their Beasts are pardoned. However, even if
pardoned, there s little guarantee that the accused will be set free.
Many are condemned to spend the remainder of their unlives
either caged like animals or in torpor.

* Purifying Light:
survive the purifying light. Those who are condemned to the
puritying |1_&:hl are locked away on rooftc Ps, open attics or

Like the ordeal by fire, few Cainites

courtyards minutes before dawn. If the Cainire survives for a
period as set by the prince, she has proven her innocence and

is freed. If nor, Final Death proclaims her guilt.

Lhe Rocturnal Wobility

The Dark Medieval night belongs to Cainites. They exist
by their own rules, firm in their command of the time from
dusk 'til dawn. In cities, the breathing head home or to the
tavems .lnd i‘l'l'lllt‘l:\ o I'rI.L'L' retuge from l}l\' ..l;trkm'.\s .-md
drink their fears away, leaving the streets vacant and quiet.
Even nobles and knights refrain from stepping our into the
cool night — allowing Cainires full run of the cities. In castles
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and royal palaces, Cainites gather and hold their own courts
of blood once the mortal dignitaries have gone to sleep. The
world of mortal kings and kingdoms fades, and Cainites
become the nocturnal nobility, concerned with their own
goals and inrrigues. Princes and lords only care about mortal
kings and queens when it concerns their immediate survival
or plans. After all, a breathing monarch rules for no more that
a few decades, making him almost insignificant in the eyes of
Cainite princes who have existed for centuries, Mortals— the
kine, to use the Cainite’s derogatory term — inhabit the world
of day and vampires that of the night, and rarely do the two
collide. Rarely, but not never. When they do, the results are
usually violent and Lil[;l\.l\_‘\llll\ !lmkiilu_' the streets with
blood and filling the sky with ashes.

Even short of such pitched conflict, the schism berween
the Cainite and mortal spheres is neither clean nor toral. The
relationship isakin to that between natural predarors and their
prey. Cainites do not control mortals any more than a wolf
controls a herd of deer. Instead, the wolf reacts to the herd's
movements and influences and alters the flow of the herd in
turn. The worlds of Cainites and kine exist on two separate
levels, bur both react and are influenced by each other. In
time, this relationship may change, but for now, Cainites are
confident in their supreme mastery, and they have developed
their own form of feudalism to fill the nights with conflict and
intrigue, just as do mortal rulers living by day.

Seudal Leytalionis

Cainite society has reached its teudal apex, creating a
society of the night that is both complex and beautiful in its
intricacy. Cainite feudalism, more commonly known as Feu
dal Lextalionis, is the heart of Cainite society and what drives
the War of Princes.”
of the Road of Kings, whose members are concerned with the

The system is closely tied to the reachings

proper distribution of authority, Not all rulers are followers of
the road, but most pay lip service to its precepts and have
advisors who are schooled in its teachings.

'he Cainite nobility is replete with ranks and ritles.
Some are ceremonial, and othersare tied directly toa vampire’s
status. Unlike the mortal nobility, gender does not divide
Cainites; there are probably as many male princes as they are
female ones. While some male Cainites might hold on to their
mortal preconceptions about the “fairer” sex, only the truly
foolish underestimate their female counterparts.

Wonarchs

Monarchs stand above all others, tl ey are regents of Cainite
kingdoms who rule over courts thar span across Europe and reach
to the Holy Land. Maost, if not all,
Cainites who remember the nights of Rome as clearly as most

dare Mclilll‘vl:l.llir-. dancient

neonates remember their mortal lives. The monarchs were once
lords themselves, exiles and survivors of Rome's fall, who grew
powerful when Europe was still young and unknown. In the War
of Princes, the monarchs goad their lords and princes to battle,
trying to secure themselves for the uncertain future that unfolds
with each passing night. Some fear that the age of Cainite
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dominance iscoming toaclose, and that they will eventually have
to hide from humans and rule like lepers in the night. Others long
for bartle, centuries of absence making them thirsty tor contlict
and strife

I'he monarchs keep their physical locarions well hidden,
known only to their most loyal lords and attendants, and they
don’t claim domain over vulnerable cities that can be burned
down by Cainite rivals or zealous mortals. To exert their
influence, they sponsor powerful lords (through force, coer-
ClON OF Promises ( -['|\. wer), effectively claiming domain over
them. Doing so provides a lord with the backing of a potent
Methuselah, and it grants the monarch agents in return with
which toextend his influence, without having to compromise
or expose himself outright. This last element is key, especially
N} \Ilf‘-hll'T:IN'._' T|1(‘ fact lll.lT SUITIE MONAr ]'l" ll.l\ ( }"L‘L‘Il in Tpor
for centuries and their power bases have eroded. Yet some
monarchs, such as the Ventrue Mithras and Hardestadr or the
Lasombra Montano, are very active in the War of Princes.
[hey do not shy away from making a personal appearance or
leading the occasional charge,

Lords and Ladies

Although they are nowhere near as powerful as the mon-
archs, the lordscommand vastdomainsand armiesof loyal princes,
harons and knights. Lords rule termitories analogous to most
Medieval kingdoms, which are divided in rum into a number of
principalities held by vassal princes. Most lords hold their own
courts only once or twice per year, spending the rest of their time
traveling to the courts of their vassals, settling disputes and
.l['I\'I]LlIH',Z cerenmonics and tournaments.

Brinces

The most active rank in the War of Princes, prince is a
generic term fora vampire with domain overasignificant, and
strategically vital, rerritory and tied to the feudal system. This
domain is usually one of Europe's cities — which are growing
in number — or large towns or even key castles, Princes who
|I1I\'LI |IlL'1T 1|\‘!\in Mns before Tht.' f.'lrwl (.'rllﬁ-.!du are comnu 1111\'
called counts or dukes to distinguish themselves from younger
princes. Although they are impressive titles that command

MK || respect, count, \{llh' or l',lr'] dare I‘Jnr[n;IH'.' hong IT!IIII(.

Barons and Baronesses

Asaides-de-campand companionsof princesor lords, barons
are the field commanders, sheriffs and chamberlains of the
nocturnal nobility. Although most claim a domain of sorts (a
hamler, guild, bridee or even castle), the rank of baron is be-
queathed inpart because of the skillsand talents of the vassal. From
the title of haron, many Cainites eventually eam their own
fiefdoms and become princes themselves. While princesand lords
are the plotters and schemers of the War of Princes, barons (and
the knights below them) are Cainites of action.

Ruights

The lowest rank, but in many ways the most important,
vampiric knights are usually neonates and ancillae who have
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proven themselves and sworn fealty to a baron or prince.
Although it is a common rank, knighrt is a noble title and a
privilege that puts the vampire above his kin and ties him to
official vassalage. Knights are usually disparched to rival
courts as messengers and spies, or they are granted a small
domain to test their worth and devorion to their prince, lord
and monarch. In the War of Princes, it is more often the ashes
of knights and their squires that cover battlefields, left to
scatter with the moming winds. But it 1s also the neonate
knights who stand to gain the most. Many inherit vast
domains as spoils of war and become forces to be reckoned
with in the War of Princes. Knights have little to fear. Most
are too young to dread eternity, so they throw themselves into
the fray with reckless abandon. Europe might belong to the
lords and monarchs, but the battlefields belong to knights.

The Lo Clans

The Low Clans are stigmatized under Feudal Lextalionis.
Although individuals are routinely welcomed at court, their
broods rarely receive the same treatment that a Lasombra or
Ventrue's might. It is possible for a low-blooded vampire to
rise imnt iTlu‘ ATt !}‘I“I\ ) 1‘1|T .~!u‘ Must we rI'l\ twice J\]hIILI ;m\{ tace
constant second-guessing. It is far more common for low-
blo kit’d v :|l]‘|1‘irl'.\ll !l‘L’:!]\'L’il.l pOstat court without the noble
rank that usually accompaniesit. Malkavian mystics, Gangrel
sergeants, Nosferaru spies and Tremere sorcerers are becom-
ing more and more frequent at court, but even being knighted
for their service is a rare blessing.

The War of Princes, however, has started to blur the lines
separating High and Low Clans. Many Low-Clan Cainites
take to the battlefield under the banner of princes and lords,
which has given them significant leverage in recent vears.
Their status STOWS W ith L'.u.'h 1‘.|It1i_'. and some have even
received domains as their reward. And of course there are
several powerful low-blooded vampires who have simply
claimed and defended domains, earning the title of prince
without some high-blooded fool's approval

Sealty

Fealry lies at the core of Feudal Lextalionis, as a network
of vaths and alliances that tie the many courts of Europe to
their lords, and through them, the monarchs who are the true
powers of the Dark Medieval. From the knights to the
monarchs, fealty is represented by oaths and vows that under-
pin the courts as social bonds and governing institutions.
Wheneverone Cainite acknowledges anotheras her superior,
she is pledging her fealty in return for protection and support.
The Feudal Lextalionis fosters ties from the lowest to the
highest strata of the nocturnal nobility.

Inswearing fealty, the vassal, be he knight, prince orlord,
offers support and loyalty to his liege, both military and
political. The vassal also vows never to atrack her liege,
though in the turbulent War of Princes, such is not always the
case. In return, the liege usually, though not always, grants the
vassal adomain, to rule as her own. Thesize of the fiefdepends

on the rank and status of the vassal — knights are usually
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given taverns or small neighborhoods, barons larger estates or
providence over a guild for example. Finally, the liege also
VOWS TO protect Tha_' \ .l\\.!l on [l!\‘ I‘-I[[It'l.lt'hi .illli At court. T]h'
Traditions of Caine help institutionalize the act of swearing
tealty and, thus, the feudal system as a whole. The Traditions
of Domain, Progeny and Destruction cement the rule of the
liege. They allow the liege to both protect and offer domain
and other gifts (such as the right to create progeny) to vassals
in return for their fealry. They also allow the liege to punish
any transgressions.

At the bottom rung of the feudal ladder, a knight offers
to protect the liege (usually a prince, but sometimes a baron
or even a lord) and support his endeavors, by acting as
emissaries or on the field of bartle. In return, the prince (or
baron or | ird) grants the knight adomain and all its privileges,
and he [‘Il'llt:t"- [O protect his vassal. Most princes also require
a tithe to be paid, usually a percentage of any income that the
uil'll!-li'[l generates or, i nmes of war, to raise a troop ot
vampires or ghouls under the prince’s banner.

.-'\l‘l we Tlh‘ l\'I‘IILlhl. princes I\-\\' l.Il W o l\ m]\ or mon-
archs, but the bonds of fealty are nor as strict. Many princes
hold their fiefdoms because those fiefdoms were bequeathed
tothem byalord— or because the prince pays the lord enough
tribute to prevent him from marching in and taking over.
Even so, a goodly number of princes see themselves as
and they only ally themselves with a lord to
present a united front against mutual enemies. The rival of a

AUTONOMOuS,

prince whoisunder the banner of a lord ormonarch had better
think twice before starting a war, at least withour the backing
of his own lord. Furthermore, for a lord to hold his domain, he
must maintain the predominance of his vassal princes. There-
fore, Feudal Lextalionis provides a system whereby arival lord
(or monarch) can usurp control by setting up his own “rival”
princes or extracting feudal oaths (by force, coercion, erc.)
from vassals of the first lord.

Thevads
~2DELVAVS

The rule of kings and the power of the Church are often
entwined, creating a complicated system that has found a
tenuous balance inthe 1 3th century, and this is no different for
the courts of the nocrurnal nobility, Marrers of faith (eitherin
they

In the
medieval mindset of most Cainites, roads are not only ways to

God above or the roads) are not trivial or academic
underpin Cainite society as they do mortal courts.

deal with the darker urges of vampirism, bur also a measure of
a vampire's worth. Those who are faithful and pious in their
road are respected, seen as noble in body and soul and hence
worthy leaders. The sinful, on the other hand, are no better
than devils, and a prince or lord of low road standing must
usually resort to tyranny or violence to cement her rule. The
roads, like the Roman Church, are powers onto themselves.
While they are nowhere near as organized as the Church, the
roads are part of the Feudal Lextalionis nonetheless.

The rise of the roads in Cainire society has mirrored the
rise of Christianity. Most roads, which started as small cult-
like faiths in the nights before Rome, have blossomed into
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quasi-religions in the 13th century, complete with rites,
liturgies and priests. Although not all roads have developed
these trappings, the religious atmosphere of the age means that
all roads possess a spiritual and political dimension. While the
nocrurnal nobility rules the night, the roads hold domain over
the souls and Beasts of all Cainites, and this the source of their
political power. Even roads like the largely apolitical Via
Bestiae carry a degree of power that helps counter the estab-
lished rule of lords and princes. All Cainires claim duel fealty

to their liege and their road. One protects the vampire from
her rivals, the other from her Beast.

Many princes, like their mortal counterparts who look o
the Church, use the roads to legitimize their claims ro the
throne. Most undergo elaborate coronations in which their
right to rule is conferred, not only based on their claim of

domain and enforcement of the Lextalionis, but by the bless

ing of their road. In other cases, princes and lords court the
roadsand their priests for their backing and the support of their
followers. The result has been a slow but gradual rise of the
roadsas political entities. As princesand lords look to the roads
for support and offer gifts of domain and other promises, the
roads and their clerics grow in prestige and influence as

advisors or outright feudal powers.

Ashen Priesthood

The term “ashen priest” derives from the pale cloth
French followers of the Road of Heaven wore in the early
11005, but it has come to refer to any Cainite who has been
recognized as a legitimate teacher of a road. In the feudal
system, they fill a role similar to that of mortal priests, bishops
and archbishops: to counter-balance the power of lords and
princes. Many claim domain over their followers, just like a
prince claims domain over her subjects. The difference is that
the ashen priesthood does not require oaths of fealty, but
rather asserts that anyone following a road automatically fall
under their providence, and hence, domain.

Duringthe 1 Ithand 12th centuries, many roads (namely
the Roads of Heaven and Kings) began to take on the
trappings of organized religions. Ashen priests began appear-
ing ingrear numbers, divorcing themselves from the burgeoning
feudal movement. In time, various elders and princes adopred
titles such as bishop and archbishop, both out of piety and to
counter-halance the growing influence of the lords and mon
-H—L'h‘\- -I_}“‘ I5 €5 |.|”\ true of Ti“.' L'-“'l\' 1 :‘[II century, \\'}\l'ﬂ
resourceful and independent elders refuse to bow down ro
lords and their monarchs. They use their roads and followers
to gain influence and power instead, creating a parallel to the
mortal schism between king and pope.

The role of ashen priests is complex. They are spiritual
advisors and mystics, wise in the ways of the roads and grear
scholars of Caine, They are also political enrities, throwing
their support behind princes or lords who promise them (or,
from time to time, their roads) more influence and respect.
The backing of an ashen priest might be enough to grant a
prince, or rival, an easy victory over a conrested domain.
Ashen priests also have the power to depose a prince, citing
sins against their road as breaking the covenant of Caine
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anaccusation that severely tarnishes a prince's reputation and
influence. For this reason, few princes suppress the roads and
their priests, knowing that doing so might be enough to touch
off a revolt or expose themselves to their rivals. This is not to
Sy tll.N 1\!]\!] priests who l'i'l- mny to i]l\' SAIMEe I I.IJ\ dare
unified. Discord and intrigue are just as common among the
Cainite priesthood as it is among the nocturnal nobility. This
contflict serves to keep the ashen priesthood from becoming
too powerful. Also, savvy princes rarely letasi wle road grow
-.i- Mminant m '.]h'l.’ hets. ]!'Mt'.hi, L']'lL"{ apen [E'n.']l ~_]- Ors Lo as
many roads as possible, forcing them to compete for whatever

influence a prince grants them.

-~
Sects

Although the nerwork of Cainite teudalism dominates
the Dark Medieval night, not all vampires choose to exist
under the banners of the lords and princes. Cainite society, tor
all of its appearance otherwise, has always been fractured,
composed of cults and blood families. In the shadows of the
courts, 1 handful of other sects exist. Some are nothing more
than secret societies, while others are rivals to the princes and

l\!r\L\\'l 'Il'ﬂ' €T,

The Juconnu

When Rome fell, many of its old and ]\un'.\l-r!n| Cainite
simply vanished — fading into the shadows never to be heard
from again. These secretive and melancholic vampires make

up the Inconnu. Unlike the monarchs, many of the Inconnu

choose to remain hidden. They are rumored to lair beneath
ancient cities, watching their younger brethren make the
same mistakes they made with Rome. Some try to guide and
help; others are vengeful and proud and only wish to see all
Cainites suffer as they did when Rome collapsed. [tis said that
the Inconnu played a role in the fall of Constantinople. If so,
this is acrime for which the sect may never forgive itself. Since
the dawn of the 13th century, the Inconnu has pracriced a
policy of non-interference, only going as far as dispatching
spies and envoys (“watchers,” to use their term) ro keep tabs

on the lords and princes. The Inconnu is also leading efforts

to safeguard Cainite knowledge as the War of Princes rages,
and old and precious manuscripts go up in flames

Most princes and monarchs discount the Inconnu as a
rumor — superstitious babble of ancient *bogeymen.” Behind
closed doors, however, those who remember Rome remember
the powerful lords of its nights and know betrer than ro

provoke the anger of the sleeping dragon that is the Inconnu

The Order of the Bitter Ashes

The Cainite knights of the Order of the Bitter Ashesseek
the redemption that Caine rejected and devote their unlives
to the Light of Gad. Its origin is shrouded in mystery, but the
Order is present in Europe and the Holy Land. It pursued a
mandate supposedly handed down by Christ himself, Most of
its followers believe that it is their duty to safeguard and
protect holy relics — tangible proot of God's existence

from falling into the wrong Cainite or mortal hands. Count
less rales of the Order exist. Some claim that they ride ghoul
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stallions and fight infernal forces in the name of God, or that
Cainite knights of the Order have partaken of Christ's blood
and been freed of the torments of the Beast. Only the knights
of the Bitter Ashes know the truth, and few are willing to share
their sect’s secrets with outsiders.

However, the Order is past its prime. Both internal
intrigue and external enemies have eroded much of its influ-
ence. Many of its holdings in the Holy Land have been lost,
al mng with its relic S, because of the l.‘rm.l\iw and Cainite
infighting. Even in Europe, the Order is on the defensive.
Although the Order was once a power to be reckoned with in
Languedoc and Iberia, the Albigensian Crusade and the
Reconquistahave made ruins of many of the ¢ Irder'skeeps. Only
its headquarters, the Castle by the Lake, in Scotland remains
hidden and sate — but for how much longer none can say for
sure. Still, no matter the setbacks, the knights of the Order
remain faithful to their mandate, and they are always on the
lookout for those who are worthy of God's redemption

Although the Order is waning, this has not stopped its
knights from continuing their holy mandate. Across Europe,
from Provence to Northern Germany, Grail Knights search for
lost relics, following rumors and legends to the dark concerns of
the known world. It is said that a Grail Knight sees more of the
world in a single year than most elders do in centuries of unlife.
However, as the Order comes into contact with the blood
courtsof princes and lords, itsknights find it hard to avoid being
drawn into the conflicts of the War of Princes. This is proving
to be a losing battle. Many princes and lords have baited Grail
Knight into fighting for them with promises of relics.

The Furoves

The nights are changing. Cainires are pushed further and
further into the shadows and the young chafe under the
oppression of the old. Wherever there are those with power,
such as lords and princes, there are always malcontents and
outlaws. Among Cainires, these outlaws have a name — the
Furores. Most Furores, be they brigands, bandits or rebels, refuse
to bow down to the archaic Traditions of Caine and the rule of
the elders. They see unlife as a gift that liberates them from the
oppression of their mortal lives. Towillingly subject themselves
to servitude, wherher ro their sire or prince, is unforgivable.

Chaotic free spirits, the Furores are growing bold, The
rise of the cities and its middle class of guilds and merchants
}]'.I\'(' ‘|”i ‘\\'l‘\i Tht' |‘ln'- ires to carve out lht.'lr OwWn L'II]LIL'\"['I'I\
under the noses of the lords and princes who would nor dirty
their hands with the likes of artisans, performers and laborers.
It is not surprising that the ranks of the Furores swell with
neonates of both Low and High Clans who are tired of being
um‘rl'\\nl by their sires and princes.

Furores might share a common bond and desire, but they
are no more united than the courts of blood. Furthermore,
they face a nightly \[rtl_u:,'lv tor survival. Many live as outlaws,
forming colonies of Furores in the wildemness far from the
reach of princes and their sheriffs. Others, hide in the cities
using the guilds to mask their movements and agendas.
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Over the last few decades, the port city of Marseilles has
become a haven for the Furores, a constant source of embar-
rassment to St. Regis, the Toreador prince of the city. Asmore
and more Furores flock to the city, tensions inch their way
toward open wartare. St. Regis, however, is figshring a losing
]‘.HIIL: s !‘lL‘ s 1.\-\'].”;‘\' from ]‘n ‘[!1 Tl'l\' Courts of I ove .|1‘l\1 IP-II'I\
because of the Albigensian Crusade. Many among the Furores
|1\l1d ot h\ pe Ih,!l MJI"-(‘I“\'\ W l” ]‘\‘\nlm' a free ity i‘t_"' e

the end of the decade.

The Prometheans

The Prometheans remember Carthage and long to rec-
reate it. Taking their name from Prometheus, who defied the
godds and gave humanity the gift of fire, the Firebringers (as
they are also sometimes called) wanr to enlighten both
L ‘.Hl'llh“ulnd mortals. Tiu'\ wint rntlwliﬂ N a new age \\|1t'l'|
both the Children of Caine and of Seth live as one. Dreamers
and idealists, their uropian vision of “New Carthage” unites
the Prometheans with a common goal. The sect artracts
Cainites from all strata, from princes and lords to those of the
Low Clans. Like the Furores, the Firebringers hope to effect
change from the bottom up, targeting young Cainires and the
burgeoning mortal middle class rather than going after nobles
andelders. More organized than the Furores, the Prometheans
have influence over the growing criminal elements in cities,
as well as the merchants and guilds.

The Cainite Heresy

Dreaded and feared, the Cainite Heresy is a stain upon the
nights of the 1 3th century. Tainting Gnostic and early Chiristian
dogma with lies and Cainite apocrypha, the Heresy's origins
stretch as far back as the first centuries after the birth of Christ.
Since then, it has used its blasphemous teachings, coercion and
outright manipulation (not to mention evangelism and prosely-
tzing) toincrease itsce mgregat mand weave itstentaclesinto the
Church and many of the royal houses of Europe.

[he Crimson Curia, a body of the cult's most influential
priests, leads the Heresy. It is the Crimson Curia that sets the
Heresy's doctrine and attempts to coondinate its movements, a
task near impossible given the Heresy's fragmented nature. The
Curia espouses that Caine was, in fact, God's favorite and that his
mark was a sign of God's favor, not a curse. In tum, having been
touched by the hand of Gaod, all Cainires are akin to angels,
revered asdivine beings and true prophets and messiahs. Since its
early nights, the Cainite Heresy has infiltrated and subverted the
Catholic priesthood, amassing great wealth and influence in the
process. It has even woven its tendrils into the Road of Heaven,
ruming « si]u.'n'.'iﬁcph wis Cainites onte uh].l.l'l\'t'l’l‘.llll thar can lead
todarknessand damnation. In tum, some prominent followers of
the Road of Heaven have started to focus their attention on
t‘r“.nh\';mn]_: the Heresy.

More pressing for the Heresy is the belief that the year
1239 will herald the coming of Gehenna. Many of its follow
ers, both mortal and Cainite, are busy preparing for this
eventuality, convinced that Caine will return to pass his
judgment before the decade is over.
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A History of Blood

(My Dear Dracon,

“How will it end?”. :
You asked me this once, many nights ago, when Constantinople still stood, a simple question to
which 1 did not have an answer. Yet your words have haunted me ever since and filled my nights
with uncertainty. But what else could.) expect from the ineffable Dracon, the phantom of
Byzantium, rogue childe of Tzimisce and inheritor of the Dream that was Constantinople? Where
were you when, twenty-six years ago to the night, it burned to the ground? Did you watch as your
lover, the Patriarch Michael, became ash? What of your ¢ childe, the Cainite Saint Gesu? Did you
sape him or condemn him to darkness? What of your monasteries and books?
You asked, How will it end? Let me ask a better question, “How did it all begin?” What rough band
of fate threr our kind’s lot and cast us adrift on a sea of blood and ashes? | finally undetstood that
you were asking, not about the future, but about the past, the past that shackles our kind and
condernns us to repeating the same mistakes for eternity. .

- Preamble

Qur history is one of cities — have-you not found it curious how we mark time by the pass-

_ing of great cities? Sivst €noch, cradle and birthplace of the clans. Then came the Second City

and the strife that destroyed. it. (Mighty Rome and its decadenge. Carthage razed and salted
haunting us to this night, and more vecently Constantinople. All gone, all nothing but memo-
ries that only our cursed race remembers. What is our infatuation with cities, and why do our
mystics — like yourself and even Caine himself — abandon them? '

Another note before continuing. Throughout my treatise, 1 vefer to our hlstorv in the plural even
though | never walked in the Second City or through Rome in its heyday. 1 do this because | believe
we inherit more than blood when €mbraced as |1 am sure you, in your mutability, agree. Like a
hydra, our kind has marty heads (the clans) and many gasping maws (our brethren) but a single
body — Caine. There is one beginning and one end. All ¢lse is meaningless.

. ' Roots

Of the Sivst City, of the creation of our founders or of the righteous flood that washed away

€noch, no more needs to be said. The legacy of the Sivst Nights is our heritage. This we cannot
escape. When we made ourselves gods in €noch and €mbraced without limit, it 9id not damn .
us in the eyes of Caine or God. We were already damned, damned by our very own existence
and our future writ in blood. The truth is that €noch was only the first, and we have tried so
hard since the time of the Great §1ood to rebuild it from brgken promises and memories only
to destroy what we have built. €noch is A memory and nothing more, A memory that drives us
to destroy what we build, A memory to remind us that nothing we touch can last. It is the
memory of €noch — that promised land of our kind — that set us on our dark path. This-is
why Caine turned his back on €noch as the rain fell and why he left us.
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Our history begins with the Second City and not with €noch. In €nocl our kind did not have a
choice. Those of the second and third generations merely followed Caine. But after the Slood, our kind
Oid have a choice. The Antediluvians could have scattered to the darkest corners when the waters
receded and waited for that final night. Some did just that. Others chose to craft an empire in their
image, and they built the Second City! And like €noch, the Second City was doomed from the start. It
was not the hand of God, or even Caine, that destroyed it this time, but the Antediluvians’ own jealou- *
sies and vendettas. By this time, the Second City teemed with our kind, and the clans grew fat and
proud knowing no limits to their excess. However, | hear whispers that you remember this time, so |
will not pretend to know what that city must have been like. What 1 know is that the clans started
bickering and this poison ran deep.

Whatever started it, | pray we never know, but the Autcbllum.\ns fivst slew Iimr omn sives and then
warred with one another until the Second City was nothing but ruins. Caine is said to have returned
one last time in the wreckage and cursed them all. Yet, this was not enough for the Antediluvians. They
powed to have their vengeance one night, for they all blamed one another for the destruction of the
Second City. And so, the War of Ages began.

Che Great €xodus and €arly €mpirves
After the fall of the Second City, many of our kind scattered far and wide. Of the Antediluvians little is *
known after this point, but their influence flowed from their broods (which would eventually grow
into the clans), which they quided and coerced in the invisible pantomime that is the War of Ages,
Still, the world was a diffevent place back then, and a wide gulf separated the many Children of Caine.
Our Kind walked across lands that would one day be called Babylon, Britain, Egypt and beyond. The
world was young, and in hundreds of diffevent places, A hundred tnmhs were cr.xﬁ-.b In‘time, they all
fell one by one.
Wherever our Kind settled, strife and conflict followed. Cainite rivals would maneuver empives to
defeat their age-old foes without a single thought to the mortals who perished or the civilizations that
were destroyed. Although kine needed no help to start wars, our kind was all too eager to goad em-
pives into battle, as we still do. Often; when the mortal fighting would end and night fell, Cainites
. would take to the batflefield. They would feed from the dead and dying, then continue the fighting
with A fevocity and savagery that knew no cqu.\l A mighty clash of titans shook the earth and drew
storms from the heavens.
As mortals spread out and grew more numerous; however, our kind was forced into hiding — for
protection from both overzealous humans and Cainite rivals. Although our numbers were small, our
feuds and vendettas were not. Srom open rulers, we fell into the shadows where we discovered we had
more room to maneuwer. In thisamanner, we settled in Greece, among the tibes of €urope, in Persia
and even the unknorn €ast. The memories of €noch and the Setond City are nothing but legends,
and we repeated the same mistakes. Wherever A city was born, our kind flocked to it — and nowhere
was this more devastating than in the €ternal City, Rome. ;
Whata wondrous place Rome was. Not that dirty shautytown of ruins that exists tonight, but a
labyrinthine city of columns and temples that became a nexus.for our kind, as if its very streets beck-
oned us. Sivst the Ventrue and Lasombra ¢ame, then the (Malkavians and Toreador, each taking turns
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“whispering into the ears of the Senate and then the Caesars. Our population swelled. Never, not
even in Constantinople, had so many of our kind dwelled within the same city. We laired in the
catacombs, in the hillside temples and luxurious villas that make the castles and cities of tonight
seem like primitive abodes, And how the blood did flow.

Slaves died by the cartload, and ng one seemed to notice. The colisewum held bloob feasts in

the dead of night, and this without our doing, though our brethren were all too happy to ;
partake in the festivities. We just rode the wave of mortal excess and took it to new levels,

Still, there was hope during the early nights of Rome. Perthaps Rome, named by some mortal
poet as the €ternal City, was the bastion that would dutlast our wars and remain until the

§inal Nights. Many held this to be true, as | am sure your companions Michael and Antonius
did. But again, our jealousy and hatred would make sure that this was not to be. How many
more times Are we 1o repeat the treachery of the Second City?

Carthage,
Carthagg The word still resonates, even for those of us who were not born when the Roman legions
matched over its vemains. Carthage. Writing that word echoes with the cries of the many whe lie in
torpor below its vuins, eternal witmesses to the highest of Cainite folly and pride. To this night, we're
still deeply divided over events that transpived more than A millennium ago. Its memory is still fresh |
and painful for those who survived those frightful nights.

Carthage. Damned city. | hear it was the Brujah that made Carthage their oron under the shadow of
the Romans, They built a mighty empire and sent their trading ships across the (Dediterranean
while Rome was in something of a decline. However, this was not enough of an affront to wareant
its obliteration. No, instead the Brujah and others who flocked to Carthage ruled as Caine himself
had done in €noch. They didnot hide or prowl the streets like wraiths. They ruled in the open,
demanding blood tithes from the mortals who gladly gave their vitae in veturn for their protection.
Many called Carthage the New €noch, and this enraged Rome’s Ventrue and (Malkavians. Accusa-
tions of sactilege echoed across the Senate at night, soon replaced with Carthago delenda est:
Carthage must be destroyed. And so the legions were unleashed, and the fiest great war between our
kind came to pass. S close 1o 50 years Brujah and Ventrue, Carthage and Rome fought.

" In the end it was Rome that won. ] can only imagine what it must have been like to witness such
tervible destruction, and 1 wonder if perhaps you witmessed it: to see the legions march acvoss
Carthage led by Ventrue and Malkavian (and if the rumors ave true, some Gangrel) generals. All
life was extinguished, Amd it is said the Ventrue ordered the legions to salt the earth as morning ~ »
came, trapping hundreds of our kihd in torpor for eternity.

Rome paid equally, however. Once the legions and victors vetirned, hope seemed to vanish from
Rome. Do longer was it a magical place for our kind. It was a peminder of the terrible mark we
carry and the fate that we seemingly cannot escape. Some turned their backs on Rome and left,
including you and your lovers, the Toreador Michael and the Ventrue Antonius. (Dany more
decided to stay, terrified of the dark world that araited beyontd Rome. Although Rome and its
empire lasted for a scove of centuries after Carthage, its magic was shattered and all that was left
was decadence ad petty intrigue. Rome had died for our kind, but many would ignore this until
the beginning of the Long Night. '
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Cbe Long Night

When the barbarian hordes descended on Rome, o quiet fell acvoss our kind. Broken and lost, we
scattered once more. Some headed back to the sands of the Levant, others to the wilds of Curope.
Rome became a silent city, its ancient Cainite masters either destroyed, jn torpor ov in hiding, The
younger ones I¢ft Rome to carve out their own kingdoms; nothing more than a ruin remained. In _
A short century, they became lords of the so-called Long Night. All across the darkened land,
Cainites prospeted. €ven the young, those only a few decades old, became like kings and chief-
tains, ruling over domains that would bear witme 5510 the rise of the kingdoms of €ngland, Srance
and Castile.
It was a grand time for our kind, and the Long Night seemed to stretch into eternity for those who
walked under its veil. Vast insurmountable distances separated one domain from the next, and
Cainites gathered in courts, not out of necessity, but for companionship. In this time of quiet, the
War of Ages raged nonetheless, but it had lost much ofits vigor, which allowed many Cainites to
craft new kingdoms, but nothing on the scale of Rome. Some vanished while others grew to
become jewels in the mq})t and here | spc.\k of your city Constantinople — that Dream crafted by
the faith of a Toreador, the pragmatism of A Ventrue and the vision of a Czimisce. Sor close to A
millennium, your city withstood the stife that evoded so many of our vealms. €ven after the death *
of Antonius, the Dream infected all those who walked its cobblestone streets. Perhaps
Constantinople was the closet our kind will ever get to Heaven — and now it too is gone. Its shell
vemains, but like Rome, its essence is lost. But, there is more to speak about before mentioning that
terrible crusade that ended your Dream.

= CTheNight Shattered
Che quiet of the Long Night was, upon reflection, a fagade and nothing more. Our kind
prospered because €urope was dark and few dared to venture far from their domain, not
because we finally learned how to coexist in peace. Perhaps fitting then, that it was the kine
who roused us from our sleep. Below our noses, the Church grew strong and unleashed the
Crusades to liberate the Holy Land from infidels and creatures of the night. To our surprise,
~ the faithful (and misquided) sailed across the Mediterrancan in unprecedented numbers.
Chey flooded Jerusalem with blood, and still we ignored the signs. Battle after battle raged
in those sacrosanct-lands, and with each one, the ancients stirred in their slumber — includ-
ing the Antediluvians themselves if we ave to believe some of the tales. Many Methuselahs *
left the Holy Land and settled atvoss €urope, eager to stretch their long dormant limbs, Yet,
they were not the onily visitors. The Crusades provoked the ite of our Islamic brethren, and
another great schism among the race of Caine tan ved with hate. .
But still our kind remained blind. We had-our kingdoms and cities, we enjoyed the culture
of the mortals and were content. We had grown complacent and heady, but we all heard the
final scream of Saulot as Tremere himself, once a mortal magus, drew his blood and obliter-
ated one of our best. Not since the ancient Brujah patricide in the-days of the Second City
Bad one of the 13 met §inal Death to be replaced it blood, and the crime was far worse this
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time. This was no familial dispute, but the usurpation of blood and heritage by outsiders.
How blind must our kind have been to ignore the signs, and how much more desperate

were we to ighote the rvise of the Tremere and stand idly by as one our best was extin-
quished? 1t is true, your Tzimisce clanmates have fought the Tremere since the Usurpers’
catliest nights, but this was never to avenge Saulot. The struggle is about pride and
jealousy. After-the diablévie of Saulot and the fall of Clan Salubri, only the foolish failed -
to see that the Long Night was ending.

CThe Present

It wasn't until the words “Constantinople burns” echoed, however, that the veil of the

Long Night finally slipped away, and an uncertain century was révealed in its place.

Again, our kind would want to claim credit for the fall of Constantinople — blame the

jealousy of the Second City — but the truth is that our kind had little to do with its

destruction. It was mortals who burned the Second Rome, and our kind could only-stand

by helplessly and watch the ashes fall. When the fives dimmed, a new world emerged, one

where the night no longer offered us succor.

The kine ave claiming more and more of the night, pushing us into the shadows. Their

- Church, strong and united, knows of us and sends its hunters after us with their torches.
Cities are becoming overcrowded, and the law of domain isrignored as Cainites starve for
blood. This is the first time of weak blood, and Cainites twelve times removed from Caine
have appeared among us. Like mortals — how often do we ape their customs, their
cultures and wars — our princes fight for domain, waging terrible wars that echo the
destruction of Carthage. Our elders hide, fearful of those who are creatures of this violent
age. Co the neonates and ancillae of this age, Carthage, the Second City and even Rome,
are legends. They see the night as endless and are desperate to claim theiv shave. €very-
thing is fraying. Prince fights prince, sive betrays childer, and childer sacrifice sive. Our
time of ascendancy is coming to an ¢nd.
This age will be kngton as the: War of Princes — our last stand before the uncertain

* future takes hold.
How will it end...?
Constancia of €rciyes,
Childe of Japheth,
Childe of Cappadocius
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The War of Princes

The détente of the Long Night has finally crumbled
and given way to a time of contlict and strife for the
Children of Caine, when yvoung and old alike take to the
battlefields. Across Europe and the Holy Land, the War
of Princes rages. [t rallies lords and their vassals to maneu
ver against their rivals, to vie for power, to conquer or to
\\‘Tllr ancient 5_‘,!11«'!_&‘\.

the War of Princes is the intense
handful of powerful and acrive
Methuselahs, the so-called monarchs of the Dark Medi-
eval night. The conflict gets its name from rhe

At its most basic,
conflict between a

princes
who direct many of the battles and the principalities thart
are their major prizes. Unlike the lords and monarchs to
whom they swear fealty, princes control discrete domains.
These domains can be artacked by force of arms, usurped
through intrigues or swayed to switch overlords through
enticements and threats. It is the princes who have the
most to I\'\'.' .l[]\{ rhl' most o gaimn from lliL' |‘|'L"\L‘I'|l
l.'l]nl]]l'Ti IE'IL'T("”F(', It 1s Ti}-.'lr war

As was the case in the Second City, Carthage and
Constantinople, the War of Princes has already over
flowed its bounds. What some thought would be just a
settling of status berween the monarchs has become a
generalized state of conflict and strite. Cainite plotters
and knights move from fiefdom ro fiefdom taking what
they can. Even the most conservative among the Damned
must react, either by retreating into the shadows or by
striking out before they are
I'he complacent feed the pyres while the bold seize what

SErig Ll'[l \lt W ||Il‘|1l“L'[\. s,

Iilt'\ Cal,

Origins

Like any storm, the War of Princes had been brewing
for some time before some Cainite troubadour gave it a
poenc name. Nll\ltuh' event caused r}n‘ war, l‘lll d series
of |Ll|‘1‘\-ni|1'.:‘~ gradually fanned the flames of strife inro
the inferno that now rages across Europe and Outremer.
Many of these preliminary conflicts seemed quite minor
at the time. French Toreador withdrawing support from
the Grand Court in Paris, for example, seemed like just
But
suddenly weakening the powerful Ventrue Prince
Alexander led others whom he had held in check to
move. In the Holy Roman Empire, the agents of High

another Cainire scheme amidst so many others.

Lord Hardestadt suddenly had far more freedom of action,
and they were able to renew their expansion east. This led
to greater conflict between German Ventrue and the
Tzimisce to the east, which sowed chaos in Hungary and
gave the Tremere blood-sorcerers room in which to grow
INLO 4 power o be reckoned with. This process of isolated
incidents building upon each other repeated itself time
and time again throughour the 11th and 12th centuries.
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Of all events leading to the War of Princes, however,
none can compare to the impact of the slaying of Saulor.
Almost single-handedly, the magus Tremere changed the
world of Caine' race, striking a deep and terrible blow that
caused even the mighry Anrediluvians roshudder in their
For all the jockeying and intrigue of the War of

i Ih'

amnite

sleep.
Ages, never had an Antediluvian fallen ro such a toe.
diablerie of Saulot sent shock waves through (
courts that still reverberate in these nights.
|1 15 h.ll'\”\ COINC 1\]&'!1T.I| ll‘.l.ll 1!1\' rise of ll'll' | remere
was soon followed by the reappearance of the monarchs
mighty Methuselahs stirred from torpor and hungry for
Methuselahs had
|\I|\il||l'|.

the Toreador Parriarch of Constantinople, had shepherded

power once more Ot COLrse, some

remained active throughout the Long Night.

his golden city since the third century despite growing
religious mania, and Montano of Sicily had attended to
his torpid sire, the Lasombra Antediluvian, for countless
centuries. But starting in the 1 1th century, several of thei
contemporaries in the Blood rose from slumber or con-
IL‘HI}‘].ITILII! Lo !.Ik\' d muc Il maore acrive !'u|l.' in T]IL' attairs
of Dark Medieval Europe.

]\IlllT Upon Vvampiric issuces to ]l'il\l f}lt‘[ll o activity.

In each case, mortal events

In Britain, the ancient Ventrue Mithras had slum
bered since the Roman nichrs, bur he woke shortly afret
the Norman Conguest of 1066. He rose to become Prince
.1[1\[

of London and gathered the Venrtrue of England

Shortly thereafter, as the First
1096,

Assamites rose to

France to his banner.
t'.iilph Jamal of the

I]id.‘

Crusade ook Jerusalem in
warrior caste of the action in
Levant, calling his clan to push back the Frankish vam
pires who accompanied the crusaders, Perhaps in response,
over his Christian

Montano exerted ‘-ili‘lll.‘ Illl]lll‘l]\ (&

clanmates in Iberia to commit more and more to their
“Shadow Reconquista” looking to push Muslim vampires
from that peninsula. In Germany, the Ventrue High Lord
Hardestadt marshaled his forces to push east into the
[zimisce homelands and secure domains across the Holy
Roman Empire. To the west, perhaps fearing the influ
ence of powerful Ventrue in England and Germany, the
agents withdrew their
Ventrue Prince
of Paris. Other, more subtle Methuselahs played deeper in

Toreador Marriarch Salianna's

longstanding support from Alexander, the
Ihc '~|1;1L|-1\\'\. lnt'|tuill1u T]'n‘ l'.1|"[‘:ul{ W han .|.i|'|1\'l|l ‘.In.\
\H'L‘I‘- IwL’]‘L’I"I .m\i 1];(‘ AT f!fivlh| \'nlnL. }n'_:ll priest of Ihc
Tzimisce Cathedral of Flesh. With equal shares of cun-
ning, coercion and charisma, these monarchs crafred
nocturnal kingdoms from the loose conglomerations of
Long Night

1= L’Hl\”t'\i .lTl\i new

lords and princes that had characrerized the |
In the process, old rivalries where re
llh'

By the end of the 12th century,

powder keg of the War of Princes was in place; all that was

ones set ablaze.
needed with the spark to ignite it. That spark came with
the Fourth Crusade.

The events of the crusade of 1202 Iilhnlt_’]l 1204 were
traumatic enough; its implications were far worse. In the



daylight, the crusaders ended up sacking Constantinople,
TI‘[L' '.._'I'.H't\ik‘~| ol Christian Cclties, and never once |;Ixt‘\|
Muslim opponents. The so-called Army of Christ ended
up carving up a Christian empire and serving the interest
of French nobles and Venetian traders. The New Rome
was sacked, burned and parceled like a roast hog. For the
scions of Caine, matters were even more chaotic, as
taction after taction tailed to exert more than the slighrest
influence over the crusaders. Assassinations, petty wars
and power-plays all failed to ride herd on the mortal
masses. Constantinople, which had been the grand ex-
periment of the Toreador Methuselah Michael, came
crashing down as he met his end. Many of his powerful
subjects, from the Ventrue tyrant Caius to the Tzimisce
visionary Gesu mer similar tares.

l:l:t[\tn'.\ had fallen before, of course, and the ancients
had all seen childer and siblings meet the Final Death
Hlll ‘.\Il}l IE]\' [CNs1ons .llu':u]\ in [‘l.l\ &, T]l('\]i‘l".l&. l\' vam
pires would come to call the Bitter Crusade, made two
things abundantly clear. First, a time of reckoning was
coming. The mortal herd was hardy and angry enough to
lash out madly and take down its predators. Second, no
one's safety was assured. Michael has been among the
most potent active Methuselahs, and in the end, all he
had built turned to ash with him. It he could sufter such
a fate, so could anyone else. Theretore, a potent vampire
who wished to survive needed o both secure his own
position and move against any enemies betore they had a
chance to do so

[he war was on.

Battlefields andIntrigues

As the century marches forward, the princes and
lords of Europe fight the War of Princes across a multitude
of fronts, some as obvious as night-shrouded bartlefields,
others as subtle as the play of influence over merchant
houses or mortal kines. From the cloaked valleys of
['ransylvania to the courts of France and the cathedrals of
Italy, the War of Princes rages in conflicts both small and
large. Vampires are competitive predators, and they have
been warring with one another since biblical rimes, but
the last 40 years have seen that conflict take on a whole
new intensity. Where Cainites might once move with
lrll]l\ ny patence, 'IL'.hl\ ingy \\]h .I(- generations ot agents
and catspaws to bring down their rivals, they now marshal
nocturnal armies to settle matters in blood. Intrigues and
honeyed words still have their roles to play, of course, but
the quiet game of the Long Night has become a cutthroat
~|| niuu war ot 1|n|l'\1n-|\ .l[ui i‘x'Il'.I\.|]~ [.'[hi\'1'-l\l[h[1[l'.:~
that have kept the balance of power since the nights of
Rome fall by the wayside as ambitious princes grab what
they can before another grabs it from rhem.

The most obvious sign of all this change is the
upsurge in all-out battle between Cainire forces. The
term “vampire army” is something of a fallacy, since even
the largest vampiric forces at battle rarely contain more
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than a few dozen of Caine’s brood, but these few can bring
to bear terrifying destructive power. In the valleys and
crags where they fight, only destrucrion reigns. Add to
them their entourage of ghouls, thralls and catspaws, and
the War of Princes takes on a very literal meaning. But as
always, for every unliving prince who leads his troops on
the field of battle, there are five more who use guile and
more subtle ractics to further their interests. Every noc-
turnal court in Europe sees its share of ambassadors and
spies, of new alliances and betrayals

Of the mulriple intrigues and conflict, the following
are the most active:

The Castern Warches

Eastern Europe is the traditional nesting ground of
Clan Tzimisce, bur its hold in the region has come under
increasing threat. Ever since a cabal of mortal magi used
Tzimisce blood to make themselves into the nucleus of
Clan Tremere, the vampiric voivodate of the region has
tried to wipe out these usurping warlocks. This conflict —
sometimes called the Omen War
for almost two centuries with little sign of letting up, and

has raged unchecked

nn!\,‘ succeeded in \il.'l.‘l‘-l.'lli'!'l‘_: the hatreds of all those
involved. The Tremere have sought out allies where they
could, using the traditional Tzimisce isolarionism against
the Fiends. After a few false starts, the Usurper clan has
found that many princes are willing to make unofficial
deals and provide covert support in exchange for working
blood-magic and performing special favors.

This long-standing conflict has turmed into the breed
ing ground for much of the fire of the War of Princes. In
courts and castles across Europe, Tzimisce and Tremere
envoys play a game of car and mouse while various lords
try their best to capitalize on the situation. The Ventrue
of Germany and Hungary in particular see the Omen War
as a chance to cut into the Tzimisce heartland, and they
have fought several campaigns in Transylvania itself, as
well as further afield in Prussia and Livonia. Gangrel war
parties, Nosferatu plague-bearers and demagogues of all
the roads only add ro the endemic chaos. Rumor even has
it that other mortal wizards have joined the fray, or at least
are using the nightrime wars as an excuse to sertle their

OwWn scCores.

The Crusades

Although principally a mortal concern, each call to
crusade drags more and more Cainites into its grasp. In
the decades since the turn of the century, the Fourth
Crusade has marched into Constantinople, the Fifth ro
Damietta (in Egypt), and the Sixth has reached Jerusalem
itself. Meanwhile the Albigensian Crusade has hunted
Carhars across I <II'1L‘L1u]~ W -.md ht‘h"n' \]v\tl'ﬂ\ the :Illll‘l'
tions of Toulouse and Aragon alike, while the Livonian
Crusade has launched German knights into Prussia and
the Baltic. A goodly number of vampires attempr to ride
the waves of these crusades, from the French Queen
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Esclarmone la Noire (who broke from the Courts of Love
during the Albigensian Crusade) to Lord Jiirgen of
Magdeburg (whose thralls among the Teutonic Knights
fight in the Livonian and Prussian campaigns). Others
simply take advantage of the bartles to claim domain o
hunt down enemies, leading to further retaliation. Still
others must simply deal with the chaos of marching
armies and shifring borders. Outremer — the thin strip of
Christian holdings in the Holy Land is a warren of
desperate and ambirious vampires, each fighting for pre-
eminence and facing the enmity of Muslim clanmates and
outsiders alike. Clan Assamite, arguably the most power-
ful among Muslims, has called for its warriors to push back
the Christian vampires who claim domain in the region,
leading to further bloodshed.

The Inquisition and the Cainite Hevesy

The Albigensian Crusade, aimed at heretics in Eu-
rope rather than heathens in the Holy Land, is in the
midst of giving birth to a wider papal initiative to hunt
down and punish heretics of many stripes: the Inquisi-
tion. In 1230, all the elements are there, but the hammer
has yet to fall. However, in the shadows, select agents of
the ponriff have been operating for several decades to
uncover the “night devils” that they know lurk across
Europe. This shadow Inquisition, which seems to include
lay operatives, monks and monastic knights, is bringing a
whisper of fear ro the Damned. Armed with the armor of
their faith, these holy warriors (or raving fanatics, de-
pending on one's perspective) are a growing threat, Still,
most princes refuse to believe the rumors. Only a few,
such as the Cappadocian oracle Constancia and the
ashen priest Anatole have taken notice. Anatole has
even started his own pogrom against these mortal Inquisi-
tors, launching a bloody shadow war.

The Cainite Heresy, which blends Gnostic tradition
with Cainite apocrypha, also has much to worry about
tfrom the rise of the Church’s hunt for all forms of heretics.
The Albigensian Crusade already cost it dearly, and the
involvement of its Archbishop Narses in the Fourth
Crusade has convinced many princes and ashen priests
T}Ii!I Iil\' time has come to ‘]L‘\l!ﬂ\ the I It'lt'\\' :\;UI 1“ of
its enemies are zealous or motivated by pious concerns;
many are simply jealous of the Heresy’s power. From
England ro its cradle in Iraly, the enemies of the Cainite
Heresy sense its weakness and are preparing to move in.
Yer, few are aware of the full influence and power the
Heresy wields. (Should a full-scale war erupt, it could
dwarf the Omen War in comparison.) The Fourth Cru
sade also left the Crimson Curia »1I\'1L]\‘L|. and internal
strife has plagued the sect since, spilling over into many
of the Italian ciry-states and beyond.

The Shadow Reconquista
[he last stronghold of Islam in Europe, the shrinking
lands of al-Andalus stand against the Christian kingdoms
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of Aragon, Castile-Leon, Portugal and Navarre, and their
Reconguista. The once-great cities of Sevilla and Cordoba
face the brunt of the ¢« myuest, while Granada braces for
the conflict to hit it as well. Nevertheless, it all remains
a bastion of learning and the domain of many Islamic
Cainites. Indeed, while uniting the mortal kingdoms of
Spain, the Reconquista is tearing Clan Lasombra apart
Once united and powerful in their influence over Spain
and Iraly, the Magisters are divided. The heated debates
of the last century as ro which side O support have given
way to an unofficial civil war as Muslim Lasombra fight
their Christian brethren. From the Castle of Shadows in
Sicily, Lasombra himself stirs, and it may be only a matter
of time before he becomes involved

TheAise of the Low Clans

lgnored and overlooked, the Low Clans are growing
tired of the arropance and intrigues of the High Clans.
While most princes have their eyes focused elsewhere,
the young and outcast are starting to make their move,
Tired of centuries of oppression, the Low Clans are ready
to claim their starus as equals. While princes and lords
grasp for crumbling empires, the Low Clans are making
theirstand as bandit kings and infiltrating the burgeoning
i:l]ll\.l.\. -:q';llt'}'i seCrs as Tl]L’ },rl'l].l'..'lll'..'.u‘lk }Inki [}IC I_lll'l‘rt_“\
whisper of a mighty revolr and have begun preparing for
its glorious arrival.

Prominent Courts and
Fiefdoms

The monarchs, lords and princes at war in Dark
Medieval Europe exist in a complex system of allegiances
and oaths of fealty. Although many of the monarchical
domains are akin to mortal nations, matters are much
more flexible on a nightly basis. Norall princes ina region
swear fealty to the same lord or even the same monarch,
for example. The following are the most prominent
vampiric monarchical domains, but many others are
spread out across Europe.

The Fiefs of the Black Cross

Monarch: High Lord Hardestade (5th-generation
Ventrue)

Prominent Vassals: Lord Jiirgen (6th-generation
Ventrue, Magdeburg), Julia Antasia (5th-generation
Ventrue, Frankfurt)

Key Domains: Magdeburg (and areas east), Cologne,
Munich, Leipzig and various fietdoms along the Rhine
River and the northern Alps (mainly Bavaria).

The Fiets of the Black Cross have lullj.: been bastions
of Cainite feudalism. Although vast forests (rumored to
be the homes of ferocious Lupines) separate the fiefs,
Hardestadr and his lords maintain an iron grip over their
domain. Despite the fact that the Holy Roman Empire is

in something of a decline, it is still prosperous. There is
also no shortage of conflicts. With predictable regularity,
the nobles of the Holy Roman Empire skirmish with each
other and their emperor, often betraying the machina-
rion of Hardestadt’s court. In recenr years, the Black
Monarch, as Hardestadt is known, has ordered that his
vassals shall no longer expose themselves and their nature
to mortals, enforcing the Silence of Blood with the threat
of Final Death. This proclamation has caused a number of
Cainites to leave the cities under the banner of the Black
Cross, but those who remain have found that secrecy
often works better than outright conrtrol.

Although the court is firmly in the hands of
Hardestadr, Lord Jiirgen has come to the front as the most
influential of his lords. His recent forays into the east
(moving his court to Magdeburg) and frequent clashes
with the Tzimisce voivodes have thrust him and his vassals
into the limelight. Using his ties to the Teutonic Knights
and Livonian Order, he's embarked on a campaign to
reclaim the east from the Fiends. Jiirgen suffered a setback
five years ago, when he was forced o retreat after the
Battle of Tuzfold in Transylvania against Voivode
Rustovitch. However, the arrival of the Byzantine Myca
Vykos, now a lord under the Dracon, cut Rustovitch’s
victory short and ended the first Ventrue-Tzimisce clash
in a stalemare.

Currently, the Fiefs of the Black Cross face a
number of issues. The conflicts between Rome and the
emperor of the Holy Roman Empire continue to bring
Hardestadt and the Lasombra lords of Traly into con-
flict. To the east, Jurgen is moving his forces into pagan
Prussia and Livonia, facing Tzimisce and other en-
emies. The Hungarian brood of Ventrue known as the
_‘\r|\;|l|\ |1u|\'r also \Iill‘!‘nllnl\ tn'.nlll.linn| I|1c1r Ilhlt.‘-
pendence from the Black Cross and have their own
schemes afoor in Transylvania. Bohemia is also cause
for concern as Shaagra, a powerful Tzimisce ancient,

moves in the shadows to push west into Germany.

The Bavonies of Avalon

Monarch: Mithras (4th-generation Ventrue, Prince
of London)

Prominent Vassals: Baron Stephen (5th-genera-
tion Ventrue, Lincoln), Baron John (6th-generation
Ventrue, York), Archbishop Adrian (8th-generation
Toreador, Canterbury), Baron Nathaniel (6th-genera-
tion Brujah, Carlisle), Baron Gerard le Vieux
(8th-generation Toreador, Bordeaux)

Key Domains: Large swaths of England, parts of
Scotland and the Duchy of Aquiraine

The island of Britain is firmly in the hands of the
Mithras, ruler of London since the earliest Roman nights
and godhead of his own soldier's cult (having usurped the
role of an ancient Persian deiry). Mithras’s domain is
organized slightly differently from the other major mo-
narchical courts, however. Although Mithras’s cult and
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influence never vanished entirely from the British night,  the barons of York and Carlisle) whisper that Mithras is
he remained in deep torpor for six centuries until he growing weak and is leading the court of Avalon into
awoke around the time of the Norman Conquest in 1066.  decay. Although no one has mentioned the word revolt,
In order to reestablish his power, Mithras reached accords  the air in London is tense. This would nor be the first time
with many Norman clanmates and other vampires of  Mithras had faced a coup attempt — and he is prepared.
influence. They stand less as cowed subjects and vassals -

than as independent petty lords, who can shape the fate :’.[)C Q:QurtS 0[ Love

of nighttime Britain acting together. They grudgingly

3 _ 5 Monarch: Matriarch Salianna (5th-generation
acknowledge Mirthras's claim to England in return for

+ . . . 3o _[“HIl".ItInI)
certain rights and considerations. Chief among these is g = y _ - = :
Prominent Vassals: [souda de Blaise (7th-genera

tion Toreador, Queen of Anjou and Chartres), Héléne
La Juste (6th-generation Toreador, Queen of Cham-
pagne), Etienne (5th-generation Toreador, King of

that Mithras cannot raise or marshal armies aside from a
small personal retinue (an attempt to curtail the popular
warrior-cult that Mithras has wrapped himself around).
Instead, only the barons are allowed ro have official
troops. In turn, the barons swear, some by blood oaths, ro
defend London and Mithras. Although it would seem to
put Mithras in a compromised position, it's actually one

Poitou), Geoffroi du Temple (5th-generation Venrrue,
Prince of Paris)

Key Domains: Western France

While the Fiefs of the Black Cross embody the
harshest essence of feudalism, the Courts of Love shine in
pomp and luxury. Like many things influenced by the
Artisans, these courts meld the political, social and mili-
tary into a seamless whole. The Courts of Love began as

of his strengths — no single baron would dare attack
London for fear that the others would retaliare. And in
the 170 years since, Mithras has been able to turn the
system even more to his advantage. Many of the smaller
baronies have come under more direct sway as their rulers
have joined the monarch’s cult or taken the blood oath.
Only a handful of more powerful barons approach Mithras

a social movement among Toreador of Western Europe
taken with the emerging concepts of chivalry and its most
in status and can make demands of the lord. By right, PO€tic expressions. In Iberia and the Holy Land, they

these powerful barons should be counts or dukes, but they evolved into various chivalric orders associated with the
eschew those titles since Mithras's formal pledges are  War against Islamic enemies and instruction in the Road

with the baronies of Beitgin. of Kings. In France, though, they became something more

akin to gathering points. Those interested in aspects of

Mithras is also one of the few monarchs to rule an
chivalry were made welcome and played for favor and

actual domain, arrending to visiting envoys and keeping )y el
his barons in check from his palace in London. He's been ~ POSIHOR among their Artisan hosts. Those who proved
known to travel to the Courts of Love in France, and he
regularly visits his Ventrue brethren in the Holy Roman
Empire. Although his enemies are many, Mithras is a
popular monarch who is happy to ride the prosperity and
stability of mortal England while other courts face more

their worth through skill at arms and at court gained
status and followers, These fortunates came from many
clans, most prominently the high-blooded, burt included
not a few Ravnos and Malkavians, and even some others.,

With the Children of Caine, however, nothing is a
|‘l|n‘|\_ social exercise. The various princes of France

pressing matters. " ; : :
found the favors of the Queens of Love were of a great help

Mithras's chief concern is the rise of the Tremere,
and he unofficially supports the Tzimisce in the Omen
War. Doing so has placed him ar odds with Hardestadr
and Jiirgen's agenda of eastern expansion, and both

in securing their domains and advancing their agendas.
Soon enough, thar advantage became an outright re-
quirement and the Courts of Love had become the major
axis for intrigue among French vampires. The queens had
become lords of the night, a position reaffirmed when
Salianna, their Martriarch, made herself known as the
sponsor of the whole system of courts. A childe of the

Ventrue courts are moving apart. Although Tremere
have crossed the English Channel, Mithras keeps a watch-
tul eye and has his barons curtail their influence at every
corner. The dynamistic troubles in France and England
and the loss of Norman holdings has strained the once-
cordial relationships between Mithras and the Courts of
Love. The unstable situation in Paris only makes matrers
worse. The Matriarch of France has established stronger
ties with Hardestadt, presumably to cement her recovery
of the Grand Court in Paris. There remain baronies that
harbor druidic vampires called the Lhiannan (whom
Mithras has fought for centuries) and other forms of

semi-deified Byzantine Toreador Michael, she provided
the final center of power needed and became the vampiric
monarch of the region. Rumor has it that she had been
active in France for centuries but had kept to the shadows,
perhaps put in stalemate by the Ventrue Methuselah
Alexander, who ruled Paris. Indeed, shortly after Salianna’s
appearance, the French Toreador withdrew their support
from Alexander’s so-called Grand Court, isolating him to
such a point that he was forced to leave Paris in the 1220s.
His childe, Geoffroi du Temple, now rules the city and has
established a rense rruce with the Marriarch.

bandits and enemies.

The problems in France and the rise of the outlaws
are also at the root of current unrest among the powerful
barons. Although none dare say so aloud, some (namely
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The Courts of Love are hardly immune to the chaos
of the times, however. Queen Esclarmone of Toulouse,
once a loyal vassal of the Matriarch, took rh\‘ﬂmu rrunity
granted by the Albigensian Crusade to break away from
the Courts of Love and establish her own independent
fiefdom
Salianna sees the War of Princes as nothing but a prelude

perhaps with support from Iherian Lasombra.

to an even more devastating conflict ahead, and she is
tryving to establish some common cause with High Lord
Hardestadt and others. To this end, she has sent envoys
across Europe and Outremer to find princes willing ro

cooperate to stave oft further bloodshed.

The Sea of Shadows

Monarch: Lord Montano (4th-generation
Lasombra, voice of his sire)

Prominent Vassals: Sylvester de Ruiz (6th-gen-
eration Lasombra, Lord of Iberia), Alfonzo of Byzantium
(7th-generation Lasombra, Prince of Constantinople),
Miriam bint Aisha (8th-generation Lasombra, Emir of
al-Andalus), Nastasio the Galician (7th-generation
Ventrue, General of the Reconquista)

Key Domains: beria, Sicily, Mediterranean islands
and coastal regions, Byzantium

The Eldest of all Lasombra is said to be the most
active of his generation (save perhaps for the Usurper

Tremere) and is thoughrt to reside in an isolated castle of

~|1.IL1\ ws on the Sicilian coast. Monrane )y hiseldest x'|\||\|c.
speaks with his authority as one of the monarchs of the
European night, with tendrils reaching far into the Le-
vant, where his clan is well-established. But Montano's
main occupation seems to be rending to his sire, who is
said ro spend erernity in contemplation of the great Abyss
of Ahriman. Add ro this the ambitious nature of all
Lasombra and the facr thar they can hardly prevent other
clans and groups from acting in their traditional Medirer-
ranean domain, and the so-called Sea of Shadows is
turbulent indeed.

In the last few centuries, the greatest divide has been
the Shadow Reconquista, the effort by Christian Lasombra
and their allies, ro pur an end ro Muslim power in Iberia,
displacing their Muslim clanmates and their Assamire
(and other) allies. This effort is hardly an exclusively
Lasombra matter — Toreador, Ventrue and others play a
major role in the struggle — but it does look to Sicily's
Castel d'Ombro for ultimare justification and the lord of
[beria is the Magister Sylvester de Ruiz. His childe,
Archbishop Mongada, only adds to the explicitly Chris-
tian tenor of the court, calling for the eradication of the
Cainite Heresy and expulsion of Muslims.

Obviously, the many Lasombra raised in a Muslim
who call their bloodline the Qabilar al-Khayal
(or Clan of Shadows) — have little tolerance for this

soclery

policy. They see de Ruiz and Mongada as great enemies
and pay only formal respect to Montano. So where once
Sicily's influence girded the Mediterranean, it is now
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mostly concentrated in Iberia and lraly. Even in ltaly, the
Heresy is very popular, and many others see their cities as
independent enough to set terms. Thus tar, Montano has
been unable or unwilling to bring them into line. Venice,
Genoa, Pisa, Milan, Naples and Florence all have vampiric
masters who pay lip service ro "Old Man Montano” bur
are happy to deal with all others as well.

Montano stands above this, saying he is but the voice
of his father, and uninterested in petty struggle for terri-
tory or even faiths. De Ruiz is glad to take that
non-interference as support and marshal the prestige of
the monarch to his cause. For the most part, this remains
the expulsion of Muslim vampires and their mortal herds
from “his” peninsula. One recent external success, how-
ever, saw him obtain the fealty of Prince Alfonzo of
Constantinople, a former Heretic who became prince
after the city fell to the Fourth Crusade. When the choice
came down to continuing on as a heretical bishop of the
city (and facing his enemies alone) or rejecting his faith
to become a vassal of an Iberian lord, Alfonzo saw reason.

Other Courts

The vampiric courts at play in Britain, France, Ger-
many and Iberia are the most iconic of the War of Princes.
They are the most clearly feudal and those most closely
tied to mortal kingdoms and their fates. But they are
hardly the only courts or lords ar play. Some of these are
also feudal in nature, others use other bonds and reject
feudal Lextalionis altogether. Some of the most promi-
nent include:

® The Obertus Landholds: Once an order of purely
Byzantine Tzimisce and revenant monks, the Obertus
have spread across parts of Europe in the wake of the fall
of Constantinople. Acting in the name of their hidden
III“I'I'-lrl'h. |h{' |‘r;1\'im, ||1l' |!]l]n]\‘ }l:l\'t' el Il&'l\\'llrl\' l".
monasteries and diplomatic contacts in many domains,
In Transylvania, the Obertus Myca Vykos has established
domain over parts of the Olt Valley as a buffer between
Hungary and the Carpathians, but there are landholds in
the Balkans and as far away as Livonia. Although the
Obertus are not a powerful military force, they are privy
to many occult secrets, and they often serve as diplomaric
envoys for warring partics.

® The Voivodate: Long before the establishment
of the Feudal Lextalionis, the Tzimisce of the
C :i]I'!‘i]rll'lill'l." I'll[nl OVEr Craggy xII'I.LI mist "}\Tl“ll]t't] I\'II]_L"
doms. Established in the seventh century, the voivodes
T\'rll?l'l:l.'\l TI]U Li!l.“ll]'\"ltl&' \\'Ilh Iill'li lI]IlL][Il'.IIl li}‘l‘llll‘
nations. The most esteemed and powerful Tzimisce
Il'll‘l.l, or l\'ﬂl’.‘l. ‘_!'.IIIH.‘LI \IIII.‘ I'I‘J}n :H]\I l"rl\'lll‘!_!t.‘ over I}'lt'
1]'[1”'{.]' rl!|vr ot rh\' region P.i\'l“l\_: '}'It.' way fnr rh('
L|1'.IL'l\|"ll'.|T'l i||"li.i I‘illlhl\ L'UI'IT]IL'I\ Thi” h:l\'l.’ h[IL‘tI lhl.'
Transylvanian mountains since. Until recently, the
voivodes were content to fight their own wars, bicker-
ing with each other and only making the rare foray
against Constantinople. However, the arrival of the
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Tremere changed everything. Although the voivodes
still fighr against each other, they now know a common
enemy. The Omen War still rages to this night, and it
has dragged in other courts. For the first time, rhe
voivodes are beginning to look beyond the Carpathians.

® The City-States of Italy: From Venice 1o Pisa,
Milan to Florence, the system of lords has all but broken
down. Here, powerful and egortistical princes rule inde-
pendent of lords or monarchs, gladly flaunting their
freedom and attracting Cainites from High and Low
Clans to their bustling cities. Here, a new Cainite order
is emerging, one thar has an easier time adapring to the

changing mortal world. The Cainite of the city-states of

Italy hide from mortals, existing as shadowy benefactors
of !}'I(' rising '._'Illl\l\‘ [IlL'rL’}]:l“T Or T ’}‘lt'\. I l‘ WEeVer, I}]L'Tl'
is a price ro pay for their freedom. Both the Courts of Love
and the Fiefs of the Black Cross cast an envious look
roward the riches of Florence, Milan and the like. Also,
the dreaded Cainite Heresy lurks within these cities.
Only rthe Lasombra elders of the Sea of Shadows can bring
significant influence to bear here in the name of clan
bonds, but even this task is made harder by the position
of the ciries.

® The Midnight Crescent: The Holy Lands and the
Islamic kingdoms of the Mediterranean are terra incognita
for most European Cainites. Strange tales of divinely
blessed Cainites and rumors of lairing Antediluvians I\'L'l'p
most European vampires out of the lands of the Midnight
Crescent. Those who do make the trek find a land that is
eXOric .llhl .IHHTII‘:_L:. llt.‘T't'. ||1l.‘ Kii”].\ |].l\'\' \{R'\'l.'ll'l"t'kl d
different social structure than in Europe, hiding among
caliphs and pilgrims. Relationships between Westerners
and their Arabic counterparts, the Ashirra, are strained,
and a wide gulf separates European and Islamic clanmates.

Leyicon of the Damned

The vampires of the Dark Medieval use a variety of
terms all their own. The following are some of the most
common and important ones.

Amaranth, the: The acr of drinking the blood of
another Cainite to the point of destroying him and
assimilating part of his essence. Also called diablerie.

ancilla (pl. ancillae): An “adolescent” vampire, usu-
ally between one and two centuries old; no longer a
neonate, an ancilla is also not yer an elder.

Antediluvian: A vampire of the third generation,
who survived the Great Flood to found one of the clans.

ashen priest: A vampire who leads services or offers
instruction tied ro one of the roads of enlightenment
Most often used for teachers on the Road of Heaven who
adopt the manner of Christian priests.

Autarkis: A vampire of nostatus in vampiric society,
cast out from all domains.

Beast, the: The destructive drives and urges that are the
most basic effects of vampirism, including the hunger for
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blood. Many Cainites think of the Beast as a sort of wild devil
inside them, one they struggle to repress or control.

Becoming, the: The rransformation into a vampire,
also called the Embrace.

Bitter Crusade, the: The vampiric struggles that
accompanied the Fourth Crusade (1202-1204). The Bit-
ter Crusade saw the destruction of the Methuselah and
monarch Michael of Constantinople and ignited the War
of Princes.

blood oath, the: A supernatural bond of fealty im-
posed on anyone who drinks the blood of the same
vampire three separate times. The oathbound person
(whocan be eithera vampire or a mortal) is called a thrall,
and the vampire who's blood he drank is the regnant.

Book of Nod, The: The closest thing to the Cainite
Bible; a collection of texts supposedly going back to the
earliest nights. No complete text exists, although the so-
called Erciyes Fragments are becoming influential

Cainite: A vampire, descended from the biblical
Caine. (Certain vampires do not believe themselves to be
descended from Caine, bur the rerm is still almost univer
sal in Europe.)

Caitiff: A vampire with no known clan affiliation,
either because of banishment, an anonymous Embrace or
weak blood. The lowest of the low in Cainite society.

childe: The progeny of a vampire. A vampire who
has yet to be presented to the local prince and released
from his sire’s responsibility

clan: One of 13 extended vampiric families de-
S0 x'n\im] from tht' ,‘\t‘ln'x'[]:l\'l;m\-:# llu' II1IT'«| '.,'t"m‘r;lli-m
Clanmartes share certain characteristics of the Curse,
such as specific weaknesses and a propensity for key
Disciplines.

consanguineus: One of the same lineage, usually the
yvounger childe of the same sire.

coterie: A group of Cainites who cooperate, usually
in order to stake a larger domain than any could alone, or
to accomplish some rask.

Damned, the: Vampires.

diablerie: Informal rerm for the Amaranth.

domain: The fiefdom claimed by a vampire, usually
.\l!illl.‘l"ull\.! of .~||]\.‘-I,|1‘n ¢ 11L{' a \'ill‘lg.:t'. CItY Or county. I}»\_
rradition, the vampire has exclusive feeding rights and
other powers in his domain.

domitor: The vampire who has fed blood to a morral
to turn her into a ghoul.

elder: A vampire of at least three centuries of age.
[‘:Illt‘r.\' are very Pl l\\'t‘rt‘“l l‘ll[ NOoT SO« Pltl A5 to }"\' llT.l\\'n mro
the torpor and madness of many Methuselahs.

Embrace, the: The act of creating another vampire
by draining a mortal of all her blood and feeding her some
hack ar the point of death.

Erciyes Fragments, the: A version of The Book of Nod
(or extracts from it) promulgated by the scholars of Clan
Cappadocian (and named for their temple at Ercives, in
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Anatolia) over the last 30 years. There are nine fragments,
including three supposedly penned by Caine himsel.
fledgling: A newly Embraced vampire.

Gehenna: The vampiric vision of Armageddon, in which
the Antediluvians return and feed on all other vampires.

generation: A measure of how far removed a vampire
is from Caine, the first of their kind (and the first genera-
tion). Thus, a 10th-generation vampire is nine steps
removed from Caine. The lower a vampire's generation is,
the more powerful she can become.

ghoul: A mortal (human or animal) who has in-
gested significant quantities of vampiric blood. Ghouls
stop aging (as long as they have vitae in their system), and
they can use the blood to heal damage and power certain
Disciplines. Most ghouls are under the blood oath.

Golconda: Apocryphal state in which much of the
curse of vampirism Is lifted, mn.'iudml_: the |11|ng:cl' tor
bload. Once a popular aspiration for religiously inclined
Cainites, it is now widely dismissed as a pagan falsehood.

haven: The home of a vampire or the place where she
sleeps.

kine, the: A contemptuous term for mortals, often
used in opposition to Cainire.

Kiss, the: Vampiric feeding by blood-drinking, and
the ecstasy that results in the victim. Sometimes used as
a synonym for the Embrace.

Lextalionis: Cainite law, based upon the Traditions
of Caine and other established pracrices. Lextalionis in
Europe is feudal in nature, emphasizing the bond between
lord and vassal.

lineage: The bloodline of a vampire, traced by Em-
brace. If clan is a vampire's people (like the morral Franks
or Catalans), then lineage is her !.lmll\_,.

Long Night, the: The period roughly lasting from
the fall of Rome to the burning of Constantinople during
the so-called Bitter Crusade. It was a time of both prosper-
ity and stagnation for the Cainites, who mostly ruled as
independent princes across Europe.

lord: A vampire with an exrensive domain and several
princes as his vassals. Most lords are themselves vassals of the
great monarchs, but some have independent domains.

Lupine: A werewolf, the mortal enemy of the vam-
pires.

Methuselah: A vampire of the fourth or fifth genera-
tion, who has been unliving for millennia. Methuselahs
are subject to long periods of rorpor, and very few are
acrive on a nightly basis.

monarch: The most powerful of the vampires in the
feudal system of Europe. A monarch typically rules a
domain equivalent to a mortal kingdom with the help of

various princes and counts who are his vassals

+ CHAPTER ONE -

neonate: A young vampire, usually no more than 25
vears from the Embrace. Neonates are nonetheless full
members of vampiric society, having been presented to
T!]\' ll\\'ili |‘['|“\'L' i‘“\l ]’CIL‘-’IH."LI from T}]t'lr SIres.

Old Ways, the: The Traditions of Caine and the
associated tradition of Cainite law. Lextalionis.

prince: The preeminent vampire in a region, usually
acity of county. Prince is the rraditional terminology, but
lilll\t‘. }".H.'lll'l. IL'lki i!ll\l '\Illt'l'll are .i]‘ﬂ‘ ll?"l‘\] l‘\' sOme il]L]I‘
\'I\Ill.t|.\ often to convey a lesser or greater sense of status.

progenitor: The vampire who founded a recognized
line of vampires. Caine is the progenitor of all vampires,
“‘IHIL‘ (I\l‘ .'\"Il’\]l]ll\’l]”\‘- dre Tl]L' I‘ll"',_'{'””l s ol lht' (]:1“*.

rcgn;ll‘ll: \ \’i‘TI'l["ll'{' [ (&) \\'II\"II! anot I\L'l’ s l‘l 'll“n.] |‘\ [Ill'
Ml IH\] n;ith.

revenant: A member of a choul family, born with the
ability to create small quantities of vampiric vitae.
Revenants families are bred by Clan Tzimisce.

road: A vampiric system of belief and behavior that
keeps the Beast at bay and allows the Cainite to exist
wil I]lllli I‘I.'l’lﬂl”ll'_' anunt |l|T'|L INg monsteet I ]1L']'l' dare ']\'L'
major roads (Road of the Beast, Road of Heaven, Road of
Humanity, Road of Kings, Road of Sin) and countless
smaller paths. Sometimes called a road of enlightenment
or via l.;\], viae).

sire: The vampire who Embraced another (hischilde).
The act of Embracing.

Thaumaturgy: Literally “the making of miracles,” it
is the complex form of blood-magic developed by the
magi-cum-vampires of Clan Tremere. [t isa potent weapon
that makes the small clan very dangerous. A practitioner
15« :I“l'L] a Th‘ullll-lrul'un'.

Third Mortal, the: Caine.

thrall: One who is bound by the blood oath to a
vampire.

Traditions of Caine, the: The six key laws of vampiric
culture that structure their nocrurnal society. They are
the Covenant, Domain, Progeny, Accounting, Destruc-
tion and the Silence of Blood. Sometimes called simply
The Traditions or the Old Ways.

vessel: A potential or past source of blood, typically
a Illll“-ll'l-

vitae: Blood, most often vampiric blood.

War of Ages, the: The ancient battle berween the
Antediluvians, said to be fought from torpor in slow
moves and subterfuges. Called the Jvhad in Saracen lands.

War of Princes, the: The battle between the vampiric
princes of Europe, waged on many fronts. The so-called
monarchs are the ultimate faction-heads in this struggle, but
It 1s princes ;In\i |~’I’L|.~ \\'|!n |1.|lr|v un m'_'lll -In-muhl |“|\'1~.
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5 am surprised to see you heve, OGbertus.”

The statement came from a chorus of voices, coming from a choir of inhuman mouths
adorning the walls of the cathedral. Viykos did not shudder, despite the display of author-
ity. To show fear was to suggest weakness, and weakness would not do here.

“l was not aware,” he said, “that one could surprise you, Excellency. Certainly not in your
very home.”

This time, it was a single voice speaking, coming from a throaty gullet that opened at
Vykos's feet. “The ever-changing has no home, Obertus. This is a church, not a nest.”

“Ah, yes. The Cathedral of Flesh. My apologies, Excellency.”

“Yes, the cathedral. Have you come to pray? | think not.” The old man emerged from the
membrane at the far end of the room, sinew not so much releasing as birthing him.

“I bring a message from my Lord Dracon, and | will be sure to let him know that the mighty
Archfiend Yorak has blessed me with a sight of his true form.” Actually seeing Yorak in
anything resembling a human form was a rare honor indeed.

“You goad me, Obertus. You know as well as | that no form is true for those who embrace
change. This is but a transitory aspect.” With that, it folded back like skin peeled from a
corpse and the voice continued from the vibrations of vocal chords stretched across the
vaulted ceiling of the cathedral. “What is your message, then?”

“The ambitions of Voivode Rustovitch have apparently fallen your way, Excellency. Our
nominal overlord believes that the hold you have over other Metamorphosists in our clan
poses a threat to his power. He plans to erode that support.”

“And how does he plan to do that, Obertus?”

“This is unclear as yet, Excellency, but your brother in the blood felt it wise to pass on
what warnings he could.”

With that, and without waiting for Yorak to dismiss him, Viykos turned and left. There
was no way the archfiend could dismiss such a warning, but he would have to expend
resources to confirm it. Resources that could then not be spent limiting Obertus move-
ments in the Olt Valley.

“Well played,” a disembodied voice said. Yorak apparently understood Viykos's scheme, and
the Obertus felt a brief surge of the elation of victory, a feeling to which he was becom-
ing accustomed.

“But remember, Myca Viykos,” Yorak continued, “l know of your lies. All of your lies.”

Vykos felt the dark cold swirl of dread in his unliving gut. This was a feeling to which he
had not become accustomed.
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For what you have done | will curse you all
Not merely with a handful of words,
But each ;u:cording to his nature,
Each one ac :c':ording to his crime.
Let my curse reign in his blood forever,
Let it be passed down through his embrace,
To each of his childer, and to their childer in turn.

—The Erciyes Fragments. VI (Transgressions)

\)
' \ The Embrace is both a death and a rebirth. The fledgling is ripped from the mortal coil,
| and her inr.il}'llnuJ.l\\ end. Matters of family, race and '.,'cm]n.'r all fade before the Curse and
the Blood. Bur just like a human child arrives in this world with the inheritance of its
[ parentage, the Embrace conveys its own legacy. The vampiric childe literally receives his
sire’s blood and rakes a grear deal from it. This legacy includes a propensity for certain
Disciplines and certain curses passed down from the Antediluvians. Clan also has a social

lll]}‘li\'.ll ion just as mortal parentage does. Some clans are thought to be made for |u|c1\hlp,

' ! others for scholarship, others for less savory tasks. These beliefs are most obvious in the
: ! divide berween the High Clans and Low Clans.
Al Bigh €l
\! The High Clans
i\ ) In all societies, there are those who are destined to rule, even among the Damned.
A\ Especially among the Damned, some would say, as the Beast drives many Cainites to
! dominate, influence and enslave those around them. Over the millennia, this quest for
N power has taken many forms. In the ancient cities of Mesopotamia and Greece, Cainites

stood asnocturnal gods and demigods, pagan monsters who exacted a price in blood for their
Y favors, InRome, they were emperorsand senators of the night, ruling in councilsand holding
¢ the grandest— and most depraved — of orgies. In the frozen woods of the far north, vampires
' lurk as spirits of war and wood. In Eastern Europe, they are ancient masters of inbred families

1o _,‘* boath noble and villainous.
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Many of the Damned have adopted a feudal system of
rulership in the last few centuries, and the High Clans are
those whoexist in its ruling class. Cainite feudalism grew out
of one of the same processes that led (and continues to lead,
as of 1230) to the spread of mortal feudalism: the need of
rulers and ruled to establish secure personal relationships
with others. The glue of the teudal structure isan oath, sworn
by ruler and ruled alike, that binds the two together. The
ruled swears fealty to his lord or lady, providing the support
of his knighrs during times of war and part of the bounty of
his lands during times of peace. The lord, tor his part, swears
rner A1 hht care ot ]l|~ \'.I\.\.Il\, not to overtax lhrm .11‘n| to
provide them with the stability and security needed to
prosper. In times of instability and chaos, the personal bonds
of vassalage add much-needed strength and proximity to
relations. Loyalty is not to some far-off emperor or council,
but to a baron or duke one knows and deals with regularly.

Ifanything, this impetus isstrongeramong the Damned.
Cainites are willful, independent creatures who distrust
relations with those whom they cannot see. Therefore, oaths
of fealty (sometimes backed by rhe preternarural power of
the blood oath, see p. 260) are far more trustworthy than
bonds to sect or clan. Being the prince’s vassal is a personal
bond, one undertaken berween individual monsters and
backed by their own willful ways. This relationship is a
mutual and flexible one
counterpart’sfeelingsand his own with each decision. When

eac |1 participant must gauge hl.'i

the various monarchs stepped from out of the shadows as the
Long Night came to an end, the feudal structure gave them
an excellent way in which to organize their broods. Crea-
tures who had once ruled as gods (like Mithras) or high
priests (like Montano) became kings.

The High Clans are the six major bloodlines who have
acceptedand integrated into the feudal structure most strongly.
Much of their clan identity — ar least as it is expressed in
Europe — is based on their participation in the feudal or semi-
feudal power relationships. A “typical” Ventrue, Lasombra or
Toreador is a vassal to some prince who respects that prince’s
position (at least for the time being).

Theole of Sceions

Scions (followers of the Road of Kings) have a lot to be
proud of in the Dark Medieval. Indeed, the current state of
Cainire feudalism owes much to their teachings and to their
teachers. It was Scions who promulgated the feudal system
among the Damned, taking its first stirring among the mortal
herd and applying it to their own condition. And it is the
Scions who provide much of the feudal system’s strength. Its
teachers and scholars often serve as witnesses to various
\I;Il|1\ }‘l'[\\'(‘l‘l] \.1\~.I|~ .Ill\t |UI'LI:\, 1—'%‘\' \II.\I’\‘ stories l't.
oathbreakers and others who reject the system, making sure
they receive no shelter in other courts or orders. Rumors
persist of Scions who take it as their duty to hunt down
oathbreakers and Aurarkis.

Wyths and Convenient Fallacies

Only the very young and inexperienced can doubt thar
the divide berween high and low is not set in stone. For one
thing, secure princes who hail from the Low Clans are

> ’—\\\,'\....__ . -:b
—
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scattered across Europe, including Rogue of Pamplona and
Etienne of Acre. Individual achievement goes before pedi-
greealmost withoutexception. Eldersalso rememberprevious
social orders in which a different assortment of clans ruled
the night. In Rome, for example Lasombra, Ventrue and
Malkavians held the balance of power, with the supposedly
high-blooded Brujah and Tzimisce treated as foreigners and
ne'er-do-wells. Those who have traveled extensively in the
Levant, speak of asociety of the Damned in which Assamites,
Lasombra and even Nosferatu are the highest clans.

Nt‘\‘('l"hl'll'\'.\ with the Children of Caine, blood does
indeed run true. Clan is more than a convenience of Embrace,
and the high-blooded can (and do) point to many stories to
reinforce []]L'” rule. TIlL' [Il'”U\\.lIl'," are the most I-I'L'L|IIL'I]L'

® Primogeniture: The most common justification for
the primacy of the High Clans is that they are the descen-
dants of the eldest of the Antediluvians. According ro this
belief, the progenitors of the High Clans were the first clutch
of the third generation to be Embraced, and they may have
been the only Embraces allowed or planned out by the
second generation. Thisgives them an elevated statusamong
the Damned. Beyond this basic belief, the primogeniture
theory has many (and often contradictory) variations. Clan
Ventrue says thart its founder was the first childe of Enoch
(first of the second generation). Others say that all the High
Clans descend from a single member of the second genera-
tion. Orthers claim that they descend from two of the three.
Some argue that the progenitors of the High Clans were
Embraced centuries before those of the Low Clans and thar
they reigned in a perfect Second City before the arrival of
their lesser brothers and sisters. The fact thar the high
blooded often call themselves the “first cursed” has much to
do with the theory of primogeniture.

® The Blessing of Caine: The next leading theory is
that the high-blooded clans or their founders were somehow
blessed or sancrified by Caine himself. Some say that the
Third Morral sanctioned only their Embrace, therefore, only
they are his legitimate successors. Orthers tales say that the
high-blooded progenitors distinguished themselves during
their early nights (by countering the schemes of the low-
blooded, according to most tales). Fervenr adherents to the
roads [t"\}‘l.’&l-i“\ the Roads of Kings and of Heaven) are
t“![‘t'\f!il”\ ;lTIr:it'Tui InT|1|\ T|1m\r\', \.\'hll |l i‘l'llll_'.\ \\'1Til it II‘It’
promise of sanctification and perhaps salvation from Caine,
the Dark Father.

® Treason in the Second City: The flip side of the
previous theory, this one argues that it is the Low Clans who
have been punished, more than the High Clans have been
raised up. Generally this idea goes back to the destruction of
the second generation and the fall of the Second City. The
High Clans tell stories of the low-blooded progenitors (and,
usually, their ill-defined “broods”) murdering their parents
and drawing down the curses of Caine and his loyal
grandchilder. This theory is often used in conjunction with
the other two to magnity the divide between high and low.
“Nort only were we blessed,” the first cursed say, “but you are
doubly Damned.”
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The Brujah are warriors — but always warriors
for a cause. The fierce heat of passion bumns within
their cold, dead breasts and it drives them to

clan start to repeat his mistakes and give in to their
ger. In despair, he left the city and was never

seen again. Carthage fell far from thar ideal, until
champion causes that they believe can ser the

world ro rights. When Caine slew his bother, he
threw the world from its intended course.
The horror that it has become must be

even some of the demon-worshipping Baali were
welcomed within its walls. Soon, the other clans
acted under the guidance of Roman Ventrue to

= destroy this abomination.
corrected, and the Brujah intend to do just

The Brujah have fought 1 rove the Id
that. Each member of rthe clan has her own The Brujah have fought to improve the worls

ever since, but the failure of their grand experi

vision of the way the world should be, and ?
ment has made their blood boil ever hotter. As

she strives to make thar vision become a
reality through argument, manipulation and
torce of arms,

the centuries pass, the world seems to fall ever
further from what it should be. As kine phi-
losophies, religions and ideas multiply,

In the earliest nights, passion was ;
R N proliferate and die, the clan becomes more

not a trait of the }‘\I'u_]‘ih. Indeed, the
founder of the clan, Troile, was actu-
ally Embraced for his cold wisdom. His
ability to asses the virtues of an idea

divided as ro whar should be done ro make the
world right and even as to what thar right
-111 lulgi I‘L' Many of lll‘.' younger |1lt']li}‘l.'!'\ of |l1L'
clan no longer heed the wisdom of their elders

W ; i rolveme as val-
ithout emotional involvement was val Their blood calls to them to do something now,

ued by his sire and grandsire. However, :
not watch and observe for a few centuries until
in his long years banished from rhe sun,
the parterns of society become apparent to them
I hk' \'id('t\ 1't'IL'l't'|\' ‘\I'!,!L;l.' ll'nt‘lt' |'u-,n|- .11'|-.| rec :|| Ilu.'
misjudged dreams of their own youth.

he grew ever more remote from both the
humans of the First City and his own ¢
childer. What few emotions he had left

atrophied complerely. Ashe developed theo- Some Brujah follow the great philosophies and

religions of the past, while others adopt new faiths
ries, his experiments to rest them became Ll i Sl

ever more cruel. He would use and sacrifice the
living and the Damned, just o satisfy an idle whim.

One of his childer, whose name is lost to time, could no S—I'ERE(_)rI-YPES
longer stand by and watch this cruelty. He dreamed of a world
in which the humans and Cainites had at least an understand-
ing. Even then, he thought that genuine peace was too much

The High Clans: They cling to some ideals,
Loy I‘L' sure. T-hn olten, tIll m-_:ll. 11IL'\L’ ItIL'JI\ are

to ask. He tried to convince his sire to abandon his ruthless selfish and achieve nothing more than the ad-

behavior. Troile's arrogant dismissal of the childe’s arguments vancement of asingle Cainite at the expense of his
drove the childe to the very edge of frenzy, and he threw fellows and the world itself.

himself at his sire. Long out of practice in hand-to-hand The Low Clans: Some are dullards, worthy of
combat, Troile eventually fell beneath his childe’s fists and neither our attention nor of the effort it would
fangs. Once he had rasted his sire’s }‘l\‘k‘tl. the childe was I.-ILC |u‘_||~.._];|1|| T]u_‘n]_ A few l"l'lll'_( new ]\h'.:\ []],!I
unable to stop himself drinking. Within minutes, Troile was we would do well to examine.

no more. -
RS Lasombra: These shadow lurkers are every-

From the shadows stepped Caine himself, his face thing that is wrong with the world, locked up inan

clouded with fury. “Never before has one of my progeny ey
danimate corpse.

drunk the very soul of another. | curse you ever to aspire to ; £
Malkavians: Where wisdom drives us to an-

ger, insight drives Malkav's children to madness.
You can learn much from their words, as long as

you stay wary of them.

your sire’s wisdom, but also to be prey to the very fury which
i

led you to this diabolic acr.

The childe took the sire’s name and position among the
third generation. He assumed the burden of Caine's curse, but

alsostrove towards hisown vision of a better world. His passion Toreador: Like us, they seek wisdom in the

seemed to spread like wildfire through the line of his childer, ways of man. Unlike us, they seem to find nothing

and at first he rejoiced in their crusading zeal as they worked but distraction and games.

to make the world a better place. Ventrue: We hate them for bringing an end
In the city of Carthage, Troile (the younger) and his to our greatest chance to make this world right.

childer worked to establish what he had dreamed of in earlier We pity them, for they are unable to do anything
tumes: a society in which mortals and Cainires coexisted for

but shore up the established order.

their mutual benefit. Bur again and again he saw those of his
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and ideals with equal vigor and convince themselves that the
salvation of the fallen world lies there. Some even jump from
idea to idea in search of the
one thar tires their imagi-
nation and drives them ('/
toward a better world. All of
them pursue their ideals with

a vigor and commitment that

would put a hardened crusader
to shame.

Sobriquet: Zealots

Appearance: The Brujah
have always chosenamong the best
of humaniry for their childer, so
most of them are strong, well built
.|T1.] ||'||I‘\"\]'|1'_.'. |{l‘\\'('\i'1\ Tl'li'\ l\‘l\\]
toward the ideal of fitness, rather than
simply transitory notions of beauty. The
women are striking, rather than beauti-
ful, for example. The clan's adoprion of,
and commitment to, mortal philosophies .
and ideas keeps the Brujah in touch with \
mortal fashion, and most dress in ways that
match the local area. Most tend to be @
extremely neat in their dress, as if perfec
tion in attire could help their quest for
perfection in the world.

Haven and Prey: Almost withour ex-
ception, the Brujah choose to live amid the
bustle of humanity, usually in a city or busy
town. They pick places where exceptional think-
ers or believers make their homes. Often a sire
and childe haven Iw_:L'lhrr. with the sire .‘-Hl‘]t'\.['
ing the fledgling to long periods of tuition and
physical training. In recent years, small groups of
young Cainites with similar beliefs have set up com-
munal havens. Most Brujah prey on the dull, the \
weak, the ignorant or those who choose to take astand
against the idea that the Vampire espouses. The dull-

ards should perform some small service, even if they Q&

can't see the truth.

The Embrace: The Brujah look for three qualities in
recruits: commitment to a cause, the intelligence to com-
prehend that cause and the passion needed to make it a
reality. Most choose their childer from the upper ech-
t'lnlh ol soCiety, assuming T}I.IT Tl'lr Most L,lp;LHt‘ cian |1L‘
found in theirnumber. A small but significant number of
the clan, however, were low-born in life bur showed
enoughdrive, beliefand spirit toatrracr the
attention of an undying Zealot. o

Character Creation: The majority of the
clan takeseither Physical or Mental Attributesas
their primary group. Younger members of the clan
are slightly more likely ro have Physical Arrribures
as their primary choice. Social Artributes almost
always fall a poor third. Their Demeanors are often
cold and aloof, but all have Natures that are passion-
ate, even ageressive. Most have a decent balance of
martial Skills and Knowledges. The newly Embraced
sometimes have Talents as their primary group, as their

sires plan to mold the development of promising childer so
that they come to espouse the correct ideals. Most of the clan
can be found charging along the Road of Humanity, the Road
of Heaven or even the Road of Kings

Clan Disciplines: Celerity, Porence, Presence

Weaknesses: Thanks ro Caine's curse upon the first
diablerist, the fury of the clan’s founder runs through the veins
of all Brujah. Their tempers are always close to the surface,
which makes them even more prone to frenzy than other
Cainites. The difficulty of a Brujah's roll ro resist frenzy is
always two higher than the listed number.

Organization: The Brujah have found so many different
ideals to espouse in the Dark Medieval
world that they find it increasingly

hard to work rogether. Often a sire

\ and her fledgling stay together for

A '. some years, with the childe acting

/ as an apprentice to his sire.
The childe usually finds
hisown cause and sets
offalone to pursue it
wherever he

& | thinksbest,rather

__ﬂ'. than waiting to
¢ Pd b formally re-
r— leased. In some
major cities,
groups ol
Brujah
gather
eEvery
few vyears
for perand
councils in
which each puts
forward his or her
view of the world and
the clan's role within
it. Sometimes they
" achieve great things at
rlww coung llh. 411\1 a
great and passionate
speaker wins over many of her
fellows to a particular cause.
More often than not, though,
4 they become week-long
‘.&' exercises in circular
debares and all-our
conflict.

Quote: With
the wisdom of a fewmore
years behind you, vou will
be able to see why what you
propose is urong. | mudy believe

that my way of addressing this chal-
lenge will achieve the best vesults for us
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For members of Clan Cappadocian, bloodline is
often as much of a philosophy as it is a lineage. The vast
majority of (f;11‘|‘;|-.ixrt_i:l[|~ are fascinated
by the concepts of death and undeath

most specifically with whar re-
mains once the eternal soul has left
the body. Some were scholars in their
mortals lives, while others were men
of faith or philosophers. Such inquisi-
tive natures remain vital even after
the Embrace, and although rthe
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are rumors of temples more secret and more
terrible still, including buried necropolises of
dges [‘\I\‘

With its broad scope and well-trav
eled members, Clan Cappadocian has
Cainires all over Europe and even to the
"“lﬂ!l rlll\l ¢ast. t:”‘“ IC monasteries in

Africa are havens to Graverobbers, as

are the courts of ;‘.hh;h beyond the
Levant halls of

and even rhe the

( f.l|\1".ui1 cians’ bodies resemble those of

Giovanni, a Venetian merchant family

rumored to be skilled at the arts of

the dead, their minds are quite alive with
the metaphysical secrets of the night. Their
studies and obsessions manifest most
potently in their twisted Discipline of
;\I\'I'li\.

Within thisarchetype, however,
these so-called Graverobbers vary
\\‘lx{t.'i\'- };l‘r every one \\'}'I" Wwis a
priest following the events of the
L.‘-E'li\'.ll.ll_"‘\ 1!1('1’(.' 154 C L'I]llll:l!t‘ “’Ihl
was a knight fighting in those same
holy wars. While the Cappadocians
are not politically powerful as a clan,
they do earn their place among the High Clans with their
knowledge, wisdom and contacts. The most politically
active act as advisors to princes, viziers to mortal kings
and even tutors to royal families, while the scholarly more
typically haunt monasteries or plunder graveyards for the
“subjects” of their inquiries beyond the veil of mortality.

The clan s suspected of originating in the depths of
Anatolia or Armenia; several clan legends mention desert
sands, subterranean cities and rolling plains. The progenitor
of the clan, known only as Cappadocius (“of Cappadocia™),
gives his childer great berth, merely asking rhar they uphold
Tl‘lt‘ quest tor answers to |}IL’ llIh{L‘;hl state, Sc }I- lars ]"L'|1L'\'L'
that many Cappadocians either spend their nights in the
L‘i‘l\} arms ll‘t- I« npor or I'l'.l\'t' I[]'I[i“::l‘.lll‘l' Into TI_J(‘ Hjll'.\t-('n
East, as Cainirte history implies that they were once far more
common than they are tonight.

Although they are disorganized and far-flung, many
revere knowledge and congregare at certain times in temples,
libraries and universities. There, they consult with one
another on what they have learned, trading secrets and
blasphemies, sainted truths and gossip. The clan’s spiritual
center is said to be in the great l-.'m['h‘ at Ercives in Anatolia,
where Lady Constancia acts as priestess and oracle, and
where fragments of The Book of Nod were gathered at the end
of the 1 2th century. Despite the fact that no outsiders—and

very few Cappadocian neonates — have seen Erciyes, there

nigrimancy. It is a cosmopolitan clan,
with as many of its members claiming
humble origins as hail from noble or
clerical stock. To the ( f;|[‘|‘\|;1| WC1ANS,

a keen mind is more important than

breeding, and any Cainite with an

inquisitive nature earns the esteem of
his sire and peers.

Other clans often regard the
Cappadocians as secretive and morbid,
|I1niu‘\1.
their practice of Mortis and related stud-

which is true to some extent

Il"I’L'L]lJ“’L‘I“I"|l‘|1! researc i] .ll]llil}"-]l'”“hll
supply of dead flesh. Members of the clan have been
known to cloister themselves for decades, emerging from
their la

oratories and havens only to procure sustenance
and subjects for their experiments — often one in the
same. Beneath this dark side, however, lies a serious
spirituality in many Cappadocians. Although their prac-
rices tend to make them cold, alien and withdrawn from
the mortal world, they delve into mysteries thar lesser
Cainites and kine couldn’t begin to fathom

e - = ;
) D
STEREOTYPIE
The High Clans: Our station is among them,
but | don't recall ever being offered a choice.
The Low Clans: Even were | capable of sympa-
thy, | probably wouldn’t spare any for these mongrels.

Brujah: Too many of them have forgotten the

first half of their roles as philosopher-kings.

Tzimisce: They are cruel and deluded; the mys-
teries they seek are merely of the transcendent flesh.

Ventrue: Arrogant and vain, but nonetheless
strong leaders made stronger by our own counsel.
[heir positive qualities are often offset by their
selfishness, however.
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Sobriquet: Graverobbers Cainite self-sufficient or at least well regarded by others.

q ] )
Appearance: Afflicted as they are by their clan weak-  Thereare Cappadocians on every major road, but most tend
ness, I he ( ‘”\ wWocians all exhibir a 1_:[1”\]‘1\' P;‘“' g toward the Roads of Heaven or of Sins. The clan’s most

and emaciated frames. Many try to hide this spiritual and morbid members follow their own

i If}“t‘[l‘xt dppearance, tlhnul: 1T 15 NOT 5O Pro- Rn.hl of ]‘\nnl_'.\.

nounced in some cases. They tend to affect the Clan Disciplines: Auspex, Forti-
tude, Mortis

Weaknesses: The

Cappadocians bear the

garb of theirstation, from the cassocks of simple
monks and scholars to the fine robes of a cham-
berlain or even the rotting rags of a gravedigger.
Haven and Prey: Cappadocians usually
make their havens away from the mortal world

visage of death, which
makes their skin appear
uFH;IIIL]uil'l"t‘hl\'c.r\.n
matter how much vi-
tae a L:;1|1[1.|¢|HL 1an

and even other Cainites, where they may
study inseclusion or conduct morbid experi-
ments without unsettling other residents.
Such havens include disused chambers of imbibes, she never
castles, out-of-the-way monasteries, ne- shows the “flush of life”
plected cellars and Roman-era sewers or that other Cainites may
cisterns, choose to display. This grim
condition also exacerbates

with age, and some of the most

Ofall the High Clans, the Cappadocians
are probably the least exclusive when it _
comes to choosing prey. Indeed, many venerable Cappadocians liter-
Cappadocians see the Kiss as little more than ally resemble nothing so much
a function, and they deny the emotional as shrunken cadavers. Diffi-

charge it gives to both predator and prey. Few | culties of Social rolls for
Cappadocians any roll in-
volving a Social Artribute

increase by one.

t'.1|'|‘.1\1|ml.m\ 11.\\\' any reservations about
!\'t'\!ﬂhj from <Illllll.tl~ Or even Corpses, !‘ll[ 1!'\‘\!1.
|1l|ln.|[| blood is still more delectable. \\'Iwn Ihc\' L'l'
feed from mortals, Graverobbers are often as unobtru- Organization: While
sive as they are in Cainite society, discreetly feeding ( "||1|":u|- )ians may seem soli-
from the dregs and untouchables of humankind. tary, their inquisitive narure
leads them to seek at least cor-
respondence with others. In

some cases, they form fraterni-

The Embrace: Being possessed of somewhat
morbid mindsets, the Cappadocians usually Em-
brace those who are interested by death or work
with it in some fashion, or those whose scholarly ties or societies of like-minded
talents may be turmmed to the Graverobbers” own scholars, while others form co-
teries whose journeys may lead
to the recovery of a lost relic.
Others are simply cabals of fel -

intellecrual and spiritual pursuits. Soldiers, priests,
hermits, pilgrims, gravediggers and supposed
witches have all been Embraced into Clan
Cappadocian. Additionally, the clan seems in-
clined to less of the European prejudices than the
other clans exhibit, Embracing such far-flung folk as
Persians, Moors and other foreigners.

low intellectuals who share
their observations. The clan as
a whole has no formal hierar-
chy (although most voice
Character Creation: Mental Attributes and respect for the priestsat Erciyes),
Knowledges tend robe primary among Cappadocians. so it is up to individual
Concepts, Natures and Demeanors lean toward the Graverobbers to provide for their
introspective and contemplative, while social urges individually.
Quote: Isourundeathacurse
or an exaltation? No easy answer

exists. It is the question that has

Virtues lean toward one extreme or
the other, either very developed or
callously ignored after the Em-
brace. Backerounds, like othet Pl(l_l:lu'LIIl.\' smce Godcastout Caine.
aspects of the Cappadocians'
personalities, usually fo-
cus on making the
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Devious and refined, the Clan of Shadows sees itself

.i\T}'IL' superior l"l.l- -\HI.I'.L' N awor Li 2oy

erned by superior blood. Lasombra
I‘.'rlh'\'i_' TIMI.' whereas Tl‘.c Low
Clans exist to shoulder the bur-
den of Caine's curse, the High Clans (A
— led by their highest clan, natu- g‘@
rally funcrion as the inheritors of

his majesty. They are the embodiment of
Divine Right, and the absolute epitome of
Cainite existence. As a resulr, the Lasombra
accept no other Cainites as equals, although
they readily admit thar each clan has its
place in Cainite society. Thar place simply
lies benearh thar of the Lasombra.

From its earliest nights, Clan Lasombra has
i‘n'n S5O0 LllL'.l '.\'H|'| r]h' |.1H.I'- .||n|in-.i Iin'
Mediterranean Sea, where the clan’s founder
15 \.n.] | (%] l|.|\\' l'n'vli }‘4 Lk ill\l hirst ]‘l\l'\l'_’:;ll
IIlhl'.l[L]r.llll SOV IMAny IIII“L'[II:I_I AP0, DINce
then, hisdark seed has crepr ourward, touch
ing all the surrounding coastal lands and
isles, including Iheria, Italy, North Africa

and Byzantium. The center of this dark do

e of Shadows) in Sicily,

wherein the Eldest himselfis umored ro lie in fitful sleep. Tothis

main is the Castel d'Ombro (Cast

Il.l-_[l|1 \ ]'lil_:! tms of ]..|~. ymbra's line ¢ e froum 1|| OvVEeT to visit Ilh_'
shadowy isle in search of an evening's discourse with the parri
irch of their blood the Cainite king of kings or his
venerable r gent, Montano

One characreristic endemic to the Lasombra characrer is
an insatiable appetite for power in all its myriad forms. From the
||ll\[u'\l\!||.ll ters of closrers to the glimmering halls of roval rule,
Lasombra seek ro enrwine rheir shadowy rendrils around every
realm of influence available to them. According to clan lore,
]'I' Wever, suc ll |||l‘!'IIl iwn s |“L']L'|\ l] e Outw .H\E manifestation of
their internal struggles. The Lasombra claim that it is their curse
to exist as erernal conduits to the Abyss itselt, thar they might
be }‘\'l|:‘-\'l'||.|”\. i 'Il‘l'\'llll'.i. |'\ l]n' Inner li.lrLIIl'-\ of the llll.]l‘:hl
form. This curse has given the Lasombra an instincrual aware-
ath is much more than mere teral subsistence, and
many seck their own mastery of this eternal conflict through a

ness that und

reconnection with the divine. One clan rendency feeds into
1w '1||l'l. as "E‘i[]'!l.ll :('\l'l.l“\'li ~][1\ S IMany ]..I\I ‘llll'].l e |]]l'
arms of the Church — the grearest single source of power in the

Medieval world. As such, rhe entire monolithic organizarion,

trom its lowliest parishioners to the papacy itself, crawls with the
machinations of the clan and its numerous mortal agents.
Indeed, many of the clan’s most prominent members are those
with the strongest ties to mortal religious institutions, such as
Archbishop Ambrosio Luis Mongada, a Casrilian ancillawith a
great deal of power across the clan

The spread of Islam throughout the Iberian peninsula,
however, saw a terrible rift appear throughout the clan. During
the golden age of the Cordoban Caliphate, many Muslim

—_— ~ Vo f Fa
- g - — . F -
— e ~ L - ‘=
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™ — et

..i\\']”E‘T.h |.H'|'|ll".|\.i\llil'“ll"‘l]("l]‘..il .\!'.l:l-llll‘.
signaling the dawn of a shadow war with
entrend 1‘\'\{ \ Il'k'l":"ll in c l 1mn me [H}'l'["
already in residence. Even the Amici
Noctis (“Friends of the Night™), the
secretive ruling council of the clan,
_"_‘j wWis -\[‘ltl }‘\ F'l'IEI'._'I\ s .il'.!\'h'lh (383 Fu-‘r
I\
)),0‘ as many clan elders supported the
mortal Reconguista as railed against it
The Christian faction mounted a “Shadow
veconquista” to eject their Muslim clanmares and
the tide of mortal fates have turned their way in
b 1
recent rimes. Rumor has it that Monrtano has
brokered a secrer accord to ensure thar Muslim
Lasombra who accept the mounting Christian vic-
tories (and abandon their Muslim allies of other
clans) can maintain their domains in the expand-

» Castile-Ledn. If this agreement does exist,

ti]\':l'.”\'u\'[l.”!il'\ ’ I ‘||]l'[.|\\[i"|\'|\'\‘ 1L, SLC }i

18 the zealous Sultan Badr of Granada
Although they are bitterly divided over

Iberia, Christian and Muslim Lasombra find

~ -y ~
STEREOTYPES

The High Clans: Those who fancy themselves pre-
tenders to the Lasombra throne. What more need be said?

The Low Clans: Ineverysociety there are those who
lead and those who must follow. If they do nor like it, they
can always return to the leprous pit from whence they
came. It is high time that the underlings of the night
recognized that they have masters in eternity.

Assamite: "Tis a shame that the Children of Hagim
have nort learned from the failings of their contempo
ies. In their fervor, they have become as blind as those
against whom they would spend an eternity at birter odds.

Brujah: In taking up the sword, they passed the
torch of scholarship to those better suited rosuch pursuirs;
a decision they rue to this very night. Indeed, it would
seem that the Zealots spend a great deal of time nursing
regret.

Ravnos: Graciously welcome one into any court at
which you may be an advisor, then graciously watch as the
Charlatan tightens the noose around his own incompe-
tent neck.

Tzimisce: The epitome of the vampiric noble-sav

, although typically a trifle heavy on the savage part.

Vatch their war with the Tremere Usurpers closely, for it

may determine our outlook regarding further interaction
\\'“]1 il‘t'\l_' \\'.lrl' Irll\.

Ventrue: Alwaysstay at least one \IL‘l‘;llu';hiut these
Tl_'!l.ll MIC Curs, .uhl at -.tH rimes, |r,1\| thvm o l‘v]ivn‘ l]t.ll

Ih\", are at least three steps behind you.
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common cause in hatred for their clanmates in the Cainite  prize Mental Atributes and Talents most highly, followed
Ii\ Tesy \\ l]l]l' ||]\' notion rl“l.li |]1‘.' L I.i]1 ”‘!l'h i1s of ‘1|['L'[|l‘[ lll |\l']\ F‘\ \\ii.”l'\i'r|[.!”"[lll'\.1[“1‘”('rl'-llll['l"' |1'.I\[lil'[ l|Ill."\'ll'l

]"I'('\'-_i]l\‘_: APpe .|}- toeven I'L'IIQI. s i..r\. rT]l]‘l'.‘, I'l‘.t v \|1.1\\ ']'lt 1!‘\!' at Iilﬁ\iill s ..\h]'u HI:] 1 Imany ‘\‘.llil['\"- AT appropri-

1 r}u' system of ]‘l'ill"\ 1||| wse n lin‘ ”\'In'\', J-\tl pr. |..|--'Ilr|‘l.| ate tor l ASt I!||i‘l' 14 }|.|!.u Ters, lhl S |]| it favor

Hererics have proven both subtle and powerful, and they ambition or guile (such as Autocrar or Peda
comprise the majority of the Crimson Curia that rules gopue) are the most common. Influence
r|1.1r WISt i\ ]um I-. } i- WEVET, sincet hn' recent ] lli'.‘ i :1|1~| Rw. WITCES Aare Comimon I:‘.l\_L\'.:h .‘l|r1n|\
_\'.||~¢-- ol \.n‘lilu ¢, one ol 1]:;' SeCr's most prominent -|1|ll‘!l‘.:<\i-l‘_:|"r\'|‘,-|“ e 1‘|1lu'l I Jomam
Lasombra, the Heresy has suffered many losses and or Mentor, bur rarely l'nu!]].]_.|~-us|u{-|.|
found irself in a state of turmotl. Some feel that the end do not appreciare being openly vassal
to anvone. The majority of the clan
walks either the Road of Heaven or the
Road of Kings, although a dedicared
few preach the clan's own puritanical
Road of Night.
Clan Disciplines: Dominare,

Obrenchration, Potence

of the heretical movement may now be in sight, and
prous Lasombra are debating putting aside their
sectarian differences in order to crush the Her
esy once and for all

Sobriquet: Magisters

Appearance: Lasombra hail almost ex-
clusively from noble families, particularly
those of ltalian, Moorish or Spanish extrac- Weaknesses: Magisters cannot
tion. Features are often fine and well-bred, be seen in mirrors or in other reflective
with dark or olive skin draped in the finest surfaces, such as pools of still water or
raiment \\'\.'.|!!|1 cian [‘rl '\'l'\ll' ]E!l' UX( l'["l 1o to |{|||L L\“ll\'i'l' ]“ .|\!l|'||i\ M1, as creatures of

this rule lies in those Lasombra connected with holy darknessand shade, the Lasombraare greatly

orders, who often dress in vestments or other simple pained by the garish presence of bright light,

ittire as befits their service ro God ind rhey suffer an addirional

Haven and Prey: Often born into wealth, level of aggravared damage
from any exposure to sun-

light.

many Lasombra rake refuge in the manors on

landed estares of their own mortal tamilies

Some Magisterssimply engage inaclevertranss = Organization: On the
feroftitle by masquerading as theirown inheritors whole, the clan's onziniza-
ifter their rransition inro un\iv.irb. .|Hu\\\'|nl._' tion is a structured one, with
them to retain pecuniary control over any position often stemming trom
formet I'.\-Htl}:\_ Such manecuvers .1i\i~ 1”1 "y da \-\111|"1I1.:II.II| of factors \II.L]I
for convenient feeding, assignificant num-

bers of live-in mortals are required to

as age, ancestry and past accom-
plishments. Although few
maintain such domains. Lasombra lurk- decisions thar affect the entire clan
ing among churchmen often feed from are made in formal gatherings, the
the lay of l]u' congregation, .t||}l' -I_Is{l; presence of T]I\' Armict Nocts pro-
some feel a compuncrion against this videsan overarching semblance of
sort of behavior u-.l.l “L'\'L OUL sInners to orderfor the clanat L:r\_'\- opC 1h-
l\|;|'|g|~!| with 1\'\\11“'_: cally, the Friends are 1&\[\-1!»[!‘!\'
The Embrace: Lasombra typically for the disposition of the Courts of
Embrace from among the most highly Blood, a method of clan jurisprudence
Ic l_:.lr\ll'nl [“L'Hl.l‘l.'r\l i \\']'|.IEL'\|_'T' sOCIery \\.l]K'T\'l‘\ o I.,]\. '”'l]‘]nl”l-l\ t-i”]- U} Iil\'
they belong to. In these nights, this blood of another, petitioning the
lh“l ICTION Mg EH\!L"' 1!\\{]\ |\|l]-|i" ol 11t l( l'Tk'H\I\T‘ ‘r[h\'rl'.:hT tOCOmmir Th\'

Amaranth. Otherwise, much of

clan policy is established in pri-

and station or {n[n.l“\ as often) men
and women of the cloth. Innare apti-

lllllu are llll,_'|1|\ I L_'.]I'\il'\i as '.l'L'“, a5 viteg i|:111I|\'T\}\'l\n't'n.l‘lﬂuit'
the Lasombra tend toview the Cainite Lasombraand his visitors, orin

condition as |||L'|l']\ A magnihication x‘;lc[.i\-l\\n'll.lilll\'.niM.l'_:

of an individual’s larenr capabiliries. ister and his Cainite lieg

Many Lasombra take pride in those or prey.
Ql.lﬂlv: Naturally, |

would like to be of assistance,

whom they would Embrace, woo- e
ing their would-be childer tor

I!hI[][l\‘u revenyearsat anme .1'.‘,'.! NOUY armiment s .'I‘.JI..C._J‘I

Indeed, the length of this dark compellmg ome. Whether ornot [

n-ulhln;'I‘.l::-N\lin.ih:irh n ol can comvince his I'_-m!\!':r[' af your
mnocence is another mateer. P

1 1
theve were good enoughn cause Jor me o

the sire’s esteem for her fledeling.
Character Creation: Magisters

respecty mlyexcellence. Theretore, they intercede on your behalf
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COREADOR

The moment the blood of Caine
flows through a fledgling, his
days asa human are over. Each
new night edges him further
away from his living roots
Of all the clans, the
Toreadorare the most
likely to fight against
that distancing from
mortal society, keeping
Thl'n}\\'i\'\" L']t“-t_' o th']]’
prey. Understanding and
maintaining relarionships
with the kine helps them
keep a rein on their Beast,
or so they reason.

Thart, at least, was the belief
of one of the three vampires of
the Second Generation. He
saw others of his generation
and their progeny grow ever
turther from the brearhing folk who
had spawned them. Caine himsel
came to his childe, and expressed
his frustration with the incompre
hensible kine and their now-alien
viewpoints. His childe promised to bring
him an answer to his misery.

The childe chose one of the greartest of the arrists among
the humans, one Arikel, to be the instrument of his solurion.
She labored for him every night, crafting an expression of the
mortal plight in Enoch. With Caine in artendance, she
unveiled a mural of stunning beauty, which the legends say
brought into stark relief the relationship berween God's curse
upon Caine, and his race's eternal problem in controlling its
Beast. In their anger, Caine and his childe never saw the final
section, which showed how Arikel thoughr the vampires
could rerain something of the human soul. Caine destroved
the mural and ordered his childe to drain the artist dry.

Looking at the dving husk of the artist, the Third Mortal
spoke: “As you have distracted me from important marters, so
shall your attention ever been consumed by thar which you
deem beautiful.” He then ordered his childe to Embrace her.
Such was the power of his blood that every member of Arikel’s
line felt Caine’s curse.

..l.-\ill.'l C h‘]-lt'!. ]u WEeVET, '\T']Ll_'l also |‘.1“n_'\i l]ll.' secret of
controlling their Beasts: Through an appreciation of beauty,
they can continue to understand what it means to be human.
Every time a member of Clan Toreador seesa truly outstanding
work of art or another supremely beautiful thing, she feels a
rush of passion that reawakens the emotions that the Embrace
atrophied. This sweet reminder of the pleasures of life, some-

times compared to suddenly remembering to
breathe, is supremely intoxicaring.
The quest to regain this rush de-
stroys the weak of will, but others
can use it to regain some Owner-
ship of their damned souls.
Theretore, the clan con-
rinues to move amidst mortal
sOCIetY, courting I] e finest arti
sdls, rlil' WISEST sC I]l ‘I:”" -|'|'|\| Tll{
most ralented artists. From them and
their work the Toreador are able to
gain an understanding of human-
ity and its troubles through every
century. This keeps a small spark
of whar they were alive in their dead
forms. While other Cainires are left
}‘x'lllr‘n“\\'\h.inu.w!.h[u. .-r‘-.l.unun.u.:r
and culture, the Toreador can con
tinue to socialize with, and subtly
influence, their prey
T'oreador remain vampires first and
foremost, ]u\\\'t'\cr, .JI'JLI IJIL' S4Ime Cursc
2 thar afflicted Caine afflicts them. Few can
resist the chance to manipulate the people
around them, setting one group of artisans
or scholars against another or competing with
others of their clan in the area to see who can best

STEREOTYPES

The High Clans: Sometimes our rivals, but
neverourequals. They failed to heed Arikel’s lesson
I_IIIIL{ s W lH never I"l'.l\ ¢ [ilL‘ RIII‘IIH" tosurvive :1.“1‘_!“_‘_:.‘-[
our prey as we do.

The Low Clans: What they find worthwhile in
the squalid depths of humanity I'll never know. The
mad, the ugly, the primitive? They are little better
than beasts Ihl'l'tl‘\l'i\'{'\.

Brujah: Their intellecrual interests and com-
mitment are laudable. Their inability to focus their
energy is their failing.

Lasombra: Dangerous opponents and worthy

friends. Existence would be poorer without them.

Nosferatu: Ugly wretches who, if they weren't
so useful, would make excellent sport for those of us
who enjoy the hunt.

Ventrue: Ruthless and competent rivals, whose
arrogance is actually a strength. Never let one know
that she is your enemy.
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cultivate theirchosen part of society. Many of them argue that - though some regard is given to Talenrs. Some choose
these manipulations give them a greater insight into the Knowledges as their primary Ability group, though. Back-
human soul, which makes these acts not only justifiable, but  grounds such as Domain, Retainers, Herd and Resources are
necessary. As they age, this tendency only worsens, and the  very common. The Roads of Humanity and of Kings are the
games they play with their mortal toys become more and more  Toreador's preferred journey through the night.

extreme. Many see beauty in the patterns of destruction on the Clan Disciplines: Auspex, Celerity, Presence
battlefields and in the suffering f those whose loved ones are

Weaknesses: Caine's curse upon Arikel is still strong,
killed in these perty skirmishes, After all, these experiences

and all members of the clan are prone to distraction when
confronted with a

thing of beauty.
Whenan
Artisan

too are all part of the human existence they must not forget.
Sobriquet: Artisans

Appearance: Theclan’sappreciation of
all things aesthertic and irs close rela-
tionship with the mortal herd
means that most Toreador dress
in the finest clothes, made by
the best local tradesmen.
Nighrtime firtings might be
inconvenient, but few
clothiers are able to encoun-
rurn away one of the ters music, a
charismaric and in- piece of art, a per-
fluential Artisans.
The members of
Illu'xthl\ll'l.'u!nllu'
whole, as beautiful

50N Or even an

" ideathar meersthar
criterion, she becomes
fascinated with it and en-

ters areverie that may last for
]'Itlllf\. T}'lt‘ St tT'\'[t‘”l‘l lin ides
what triggers this rapture, but the
player is allowed to make a reflex-

as lhcll uinlhw, :I.l'
[IllHILIh that beauty
sometimes reflects the aes-
thetic values of a bygone age
ive Self-Control or Instinct roll
(difficulty 6) to resist it. Unless that
roll is successtul, the characrer re-
mains enrapt until the end of the
scene or until the object of the

or foreign land once dear to
that Cainite’s sire.

Haven and Prey: Toreador make their
havens am mng l}lv upper e helons of soc lety:
those who can afford to pay for art and a sizeable
reverie leaves her presence. While
under this rapture, the Toreador

collection of books. Many maintain town orcity |
homes to which they add secure and comfort-
able cellars in which to spend the day. Artisans may not even defend herself, al-
though an arrack allows the player

to make another Self-Conrtrol or

are faddish abour their eating habits, spending a
month drinking from the local whores, before
devoting a couple of weeks to drinking from the Instinct roll.

Organization: Artisans typi
cally keep in regular contact with
clanmates in their vicinity. These
meetingsare hardly friendly, though

family of a local lord, for example.

The Embrace: The clan chooses the most
beautiful and \ml;l”\ .I.‘.lc[‘l.' IK'UP]L' for its
fledglings. An appreciarion of the fruits of
humanity in life isa prerequisite formain- — they are more akin to social and
taining that humanity in death, after intellecrual bartlegrounds. The
most influential of 111;'\1'_1_-:;t|1-.'lit1:~

occur in France, where the Courts of

all. Grear scholars, scribes and artists
also make for j_fll(‘\l childer. Artisans
rarely Embrace from the peasantry, Love — once a venue for Toreador
socialization — have become the ruling

structure for vampiric domains.

although they often choose artisans
and craftsmen. They sometimes even
take members of the Church into Quote:. [ thinkyou'll find this evening's
the clan, particularly those who entertainment quite fascinating. Some of the
were more concerned with secu minstrel's songs remind me of the days when....
Well, you'll hear, and then we'll decide who has

had the more profitable vear.

lar affairs.

Character Creation: The Torea-
dorvalue Social Attributes and
Abilities beyond all else, al-
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CZIMIZE

From the earliest nights, the Tzimisce have
haunted the European east, laying claim to north
ernmarsh and southern mountain, fertile plainand
trackless forest. The koldun — the clan’s witch-

priests and lore-keepers — have preserved

“No man may rake what we have claimed for
our own we are the very soul of this land,”
Tzimisce sires whisper over the ritual graves of
theirchilder. Thisistrue. Wharisalsotrue isthat

the holy ties of earth and blood are no

]l'llut'l L'llnll.l_:l'.. If the I 2imisce wish to

the tale of how the Eldest, solitary and - )
reane, turned his |'.1\L on the ruin his o survive, they must lnn1r}‘vm-=1rl:.||1.m\i
siblings' power-struggles had made of A strong enough to ‘}"’.!“" ”‘“”.' ." they
the Second City and went into the \VA o have sought to shape their world
world to build a dominion of his own S = o B\ Sobriquet: Fiends. (Some koldun
shaping. He came to the mountainous e and more scholarly members of the
heart of their homeland as though clan refer to themselves as Shapers.)
called, and there he settled. He laid Appearance: It is the rare Tzimisce
‘i\'\‘}‘ roots and foreed pacts of hlood —— "-;___‘.‘_ g that can be described as normal. Either
O Ir}_ 1

and kinship with the old gods of
the earth, binding his line to the
land in a sacred union. God-
Touc ]'uwi rhlun-_'_lu their
Hlli"l‘k'.lk.:]‘]t'T'.t'TuT|=.L' (‘.![EI:,T}M'
clan both ruled and served, offer-
ing sacrifice in the blood of the
men and beasts within their do

and

main to renew the earth,
paying the price from their own
strength when that was nor enough. This dual
ity and symbiosis persisted for millennia, and the Tzimisce
were unconguerable within their homeland.

All things come to their end.

|n Thcw ::1p|'|1\. i|1\' Tzimisce are beser from .1” ~h]r~. |-‘J'u|i1
the very heart of their homeland, the sorcerous Tremere have
violated both Tzimisce blood and domain and have provoked
the most vicious nocturnal war since the fall of Carthage. In the
north and west, Germanic Ventrue have taken the opportuniry
to invade territories left vulnerable by the strugele with the
Tremere, assaulting pagan enclaves in Livonia and Lithuania
through crusade and undermining the weak-livered Kingdom of
Hungary with commerce. Worse vet, within the clan, hereditary

rivalries and fresh resentments sabotage any attempt at unified

action. More and more of the ¢ ].:n\ eldest }‘IIH '\]~ Jhum"_:r\l:('
amid petty struggles for power, and precious knowledge is lost
\\'”h cvery nr\'lfé.'hlﬂ \\'h" I-‘;]‘\.

Tzimisce pride is the red-hor goad thar has blinded them to
their own tailings, to the undeniable fact thar there are forces
arrayed against them thar can finally drive them to their knees.
Within the most stab

e domains of the voivodate, unlife contin-
ues in traditional fashion elders rule their childer, their
childer scheme and serve in the hopes of earning favor, and they
sire offspring of their own who do the same. Among themselves,
the Tzimisce still value what they always have: respect tor | and
submission to) their elders, concemn for personal honor, adher-
ence to the demands of the family hierarchy and, above all r]w.
a fierce love of and devorion to the homeland.
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derived from revenant breeding srock
(see p. 286) or modified through their
flesh-sculpting Discipline of Vicissitude,

Fiends tend to be shockingly beautiful

) or stunninglv hideous, with very lirtle
N\ ; ;
Ej middle ground. Alrerarions in
) Izimisce directly involved in the
EJ conflict with the Tremere tend to
P~
é‘] be of utilitarian, martial nature

(semi-permanent “natural armor”
nd the like). .'\\”n‘ln'hlh o 1]:{'
Metamorphosist change-culr twist themselves into what
ever form best EXPresscs the 148 d within. Elders lean roward

1
maodifications that inspire awe, desire or fear

:» High Clans: Peers! We do not have peers,
Chll'\ll'. | I":L‘Ir are Ih\'l‘\l.‘ W |'|l.l coverw iLI[ WE POSSCSs .tI'iLI
those who know their own place — and very little in
berween.
The Low Clans: Those who know their place. For
the most part.
angrel: Our Veela, our Valkyries, our fierce and
merciless pack of wild hunters. Respect their feral self-
knowledge and the raw savagery they bring to our
cause. If we must share our homeland with any, better
these than the thrice-damned Tremere or the carrion-
eating Ventrue.
Tremere: Kill them. All of them. Do not waste
time on lessons they should not live long enough to
appreciate.

\ Atrue: Kl!u\\ Ihl\ our ~Il'|n,".,'lk'\ \\l[h rhr

are I\i” a I":l‘-_"!".“_' \I|||I|-|[‘L C t\'lh!"-.ln'\l o Il‘l'
ould-be

Tremere
conflicts we have known against this clan of
kings. Never submit to the dominion of a Ventrue
while Tzimisce blood still runs in your veins.
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Haven and Prey: The Tzimisce claim one of the largest territo-  are theaspects of the Road of Heaven that glorify the follower. Few

ries in all of Europe, from the isolated hinterland of Livonia nearly to - Tzimisce profess any open allegiance ro the Road of Humanity,
the walls of Byzantium. Their havens and herds are likewise diverse. In - lest they incur the wrath of their brethren, (especially the hardcore
the pagan north, where some Tzimisce elders are still worshipped as ~ monsters who follow the cult-like Road of Metamorphosis)
godds, richly sculpred remples, sacred hills and groves, and blood-cults Clan Disciplines: Animalism, Auspex, Vicissitude
of mortal devotees are not uncommon. In the nominally Christian- Weaknesses: The Tzimisce are arguably the most rerri-
torial of all the clans, sharing as they do inviolable ties of
blood and spirit to the land they rule. When a Tzimisce
rests, he must surround himself with at least rwo

ized south, the Fiends tend toward less blatant displays, dwelling

in fortified country manses and reigning as the cruelest
landlords local villages have ever suffered. Consciously or
otherwise, many Tzimisce place their havens near the handfuls of earth from a place that was important to

summits of hills, one of the primal confluences of earth him in life — usually either the land of his birth or

and sky in pagan koldun belief. Tzimisce cherish elabo- the soil of his grave. Failure to do so halves the

£
rate protocols of hospitality, fering those whom they player’s dice pools every night that the vam-

invite into their domains as princes and punishing pire has not rested in appropriate carth.

trespassers with a viciousness that eamned the This halving continues until all ac-
1;[‘\1[.1{?1 m |'I|I.t"\ CNoy.

The Embrace: Traditionally,

voung Tzimisce are selected from

tions use only one die. Eight hours'
rest amid the “|‘\‘|.'l.l| soil negates 1.

Organization: The Tzimisce
among the clan's revenant min- sve hivrarchical. Biuk-thay donit

ions and groomed for the Embrace follow the rigid feudal chain of
from a young age. More rarely, a lord and vassal. Rather, the

particularly gifted (or lusted-atter) in- Tzimisce are familial, nearly

dividual ¢ iprures the attention of a tribal, in narture. Most
prospective sire, or a koldun sugpests that the Tzimisce families consist of
auspices are right for enlarging “the family.” asire and her brood, bureach
The war with the Tremere and other inter of these families is connected

lopers has added a more practical impetus to o many others. There-
many recent Embraces, however. More war- fore, many tegions of
riors than “brides™ or “pets” are selected in’ the east are domi-
these nights and in greater haste. Even so, when nated By networls
at all possible, Tzimisce sires gift their fledg- of blood relations
lings with the funeral rites believed to descended from
cement the new childe's holy bond a single indi-

o the earth vidual.

Character Creation: Most Within
Tzimisce are Eastern European the
inorigin—whichcab fam-
be anything from a ily, the

pagan Baltic tribes- sldai e
man to an erudite
Greck monk. Men-

tal Artributes are

ceives great
respect asthenaru-

ral center of the

usually primary. household, while her

Domain is the childer compete murder-

MOSLCOMmon ously foracknowledgement,

Background, advancemenr and affecrion.

though Mentor (in the form of Rival families often maintain

one's sire and immediate family), running vendettas across the

Retainers (most often revenant centuries, are similarly mur-

l”llil\rE|!1'__:‘ Or \'!\i“-llll\lt'- le'hHI'-.. u_;u\'._v“'“-,i by

sculpted human or animal maddeningly complex

ghouls), Herd and Resources social protocols.
Quote: This

earth has drunk our

blood formaore years

are also popular. Most
T:IIHI\\\‘ }\L'Il'.'\'(.'.
l]””(' “”“I'l\,
that they were

than your small

bomtorule,so mind can comfre-

the Roads of hend. This is my

homeland , and I shall hold

it or die trying.

Kings is popular as
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VEINTRUE

At the end, there will be war. Mortals speak
of the Bartle at Armageddon, Cainites of
Gehenna. Either way, there will come a
night when drawn swords and
mustered armiesare all that
stand  between the
Damned and the saved.
The Ventrue take these

predictions as their

Bur the corruption of lare Rome and the indolence of
the Long Night are not easy to shake off. The clan’s
warriors clash with one another as often as they do
with outsiders, either in personal vendertas or
underthe banners of one of several
great Ventrue factions. And still
others refuse to return to the
warrior's ways. They seek power

In commerce .||1\1 mirigue in

marching orders. They
are the fearsome
knights, noble warriors
and empire-builders of
Caine's ger. Let others
“rule” as priests and po-
tentates. When the last
|\it1lv comes, |i|l_‘\ \\'l”
l‘t‘\.f tor protection ]lL\'('
all others cowering be-
hind the arrayed Ventrue
knights.
Accordingtoclan legendry,
the Ventrue founder was the first

childe of Enoch, el-
dest of the second generation. Therefore, they are destined by

special mandate to carry the mantle and the burden of
Il"r|\]l‘r"|'||l‘

In more recent night, the Ventrue identify strongly with
the late Republic and early Roman Empire, looking to Julius
Cesar and others as grear exemplars of the warrior-king ideal.
In the later Empire, however, the decadent Lasombra and
addled Malkavians were surely closer to the heart and soul of
the Erernal Ciry. The other clans rub the Ventrue's face in this
transformation every time they call them “Partricians,” the
name of the Roman noble families who became an inbred
privileged caste.

['he Long Night was not a grand time for the Ventrue,
either. Skill at arms was hardly unnecessary in the period after
Rome, but the ger of Caine were so isolared as to shrug off the
urge for empire-building. In these centuries, many who could
not prove their worth on the bartlefield chose other merhods.
They became the guild masters, the courtiers and the sen-
eschals who whispered promises of power to come.

In these nights, however, things have changed. After a
tense build-up, the War of Princes rages at last, and the
Ventrue know that their time has come. Several of their elders
have returned to the fore to gather their armies and claim new
kingdoms. The knight — a warrior-lord bound by his honor
and judged by his sword— is the Venrrue ideal made manifest,
and the clan has organized several orders of chivalry for the
Damned. The Ventrue call themselves Warlords, and it is no
empry b 1IASL,

stead.

The greatest Ventrue
tactions are the Normans
who follow Mithras, Prince
of London and Monarch of
the Baronies of Avalon, and
the Germans, under Lord
Hardestadt of the Fiefs of
the Black Cross. Borh
courts rally around power-
ful Methuselahs and claim
whole swaths of Europe as their
extended domains. Various merchant

princes who have been carefully constructing their
leadership around a system of money-lending and co pera-
tive guilds are strong as well. This new class of Ventrue still
remains a strange aberrarion to many of the more traditional
elders, but the power of these guilds is a force to be reckoned
\\'llh. Other Ventrue W.illlll\!‘- and nocturnal dukes \MLr

STEREOTYPES

The High Clans: Nobility is notsimply in the blood.
|I 15N II'I\‘ \{t'l‘\l as \\'i‘“.

The Low Clans: As long as they stay in their place,
they have a role to play in the battles to come.

Assamites: Our counterparts among the paynim,
they fail to understand the battles to come. Their hold on
the Holy Land must be broken lest it condemn us all.

Brujah: Despite their pointless grudges, they are
worthwhile. Listen to their theories and put them into
practice. Call upon their warriors’ skill and lead it to
appropriate targets.

Lasombra: Masterful schemers, useful allies and
very dangerous rivals all at once. They make good use of
words and daggers, but this is a time of swords and lances.

Toreador: Do not be deceived by their reputation as
mere artisans, as our tenuous alliance with this clan has
proven them capable leaders. But don't give them any
more credit than is due, either.

Tzimisce: They say that our eastern lords have
begun to adopt some of the customs of this clan.

. ‘ﬁ ' ’ 1‘. W ,.—
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claims of their own or under the banners of other lords,  for the Blood. Sires often train childer for several years, forging
including the Arpad brood of Ventrue in Hungary and the  vassals and lieutenants out of their progeny.
freelances who fight in Iberia under Lasombra banners. Character Creation: Physical Artributes and Skills are
Mortal sociery is important to the Ventrue, but notnearly — primary in the most martial of the clan, but rulership is more
Social Arrributes and
Knowledges are also popular. Important Back-
groundsinclude Alliesand Rerainers (for brothers

as important as what one gains after the Embrace. Only then than skill at arms, s
can the true power .||'1\1 e \!L'n'rl.ll of the ”m!‘_‘jll[\m_: be realized.

A few independents maintain influential positions within
in arms), as well as Domain and Resources (for
lands thar they hold). There are Ventrue on

every major road, but the clan idenrifies

mortal political institutionsand the Church, but not enough
to truly impact society as a whole. Any Ventrue with
ambition, however, should be viewed with respect, for the
clan is a formidable force indeed. most strongly with the Road of
Sobriquet: Warlords (some still use the less-flatrering Kings.

Clan  Disci-
plines: Dominate,
Fortitude, Pres-

Patrician sobriquer)

Appearance: Whether merchants or princes,
the Ventrue dress to their station impeccably. An
c¢nce

Weak-
nesses:  All
Warlords have a

specific limitation

impressive elegance goes a long way t ward creat-
ing the appearance of leadership, and the Ventrue
work to portray what they embody. Commonly
present too are the various arms and weapons
that prove that the Ventrue lords are both
willing toand capable of defend- on theirteeding hab-
its. They maydrink the

vitae of only one type of
mortal (priests, non-

ingtheir landsand leading their
forces ito |LH[1{'

Haven and Prey: Every

leader requires followers, and Christians, VIrgins,

so the Venrrue are never far from Englishmen, and so on),
centers of political power or from chosen art the time of char
the battles where it is to be gained acter creation. While they
Old castles and mansions make excel- can physically imbibe the
lent havens, as do fortresses built on the blood of those mortals who
frontier, be it in pagan Livonia or in the are notamong theirselected

prey, they gain no suste-

nance from ir. This

Holy Land. Younger Warlords eitherserve
under elders at a great court or head ro
outlying areas to gain power and posi- weakness does nor exrend
tion. Because of specific feeding to the blood of other vam-
habits of the Ventrue, pires, however. The
they often choose Ventrue can always gain
a haven that al- sustenance from that.

lows them Organization: The

e

access tothe spe- Venrrue believe firmly in

cific type of prey that they require Cainite feudalism, and
The Embrace: The Ventrueseek
to Embrace those who personify

1}1{'\' organize Tht'ﬂ'lh&‘l\'l"'

o T

accordingly. Oathsof loy-

——

alty (sometimes backed
by blood) are common

honor, powerandconguest. More
often than nor, they Embrace
between Ventrue of dif-
fering rank. Others join
chivalric orders of the

members of the existing ar-
istocracy and
especially rradition-ori-
ented clan members Damned, some of

which exist as a con-

spiracy within mortal
orders. The largest one
is the Order of the Black

Cross, which is hidden within
the Teutonic Knights.

even vo so far as to
['Illi‘l}lu'- ’I1I\ |}Il\‘\l_'
ot aspecihic lineage,
keeping a pure line
of descent throughour the ages. Other
powerful mortals, be they military lead-
ers, merchantsor the occasional Knights Quote: You think yourself a
Templar, also make excellent candidates ruler? | will teach you the true

meaning « it f.’li ET.
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The Low Clans

It some must lead, others must follow — or so
||u' 1 |lrur\_.' ZOes. Tl! ;IHL‘ maost L"-[I"IL' |ul\\'-|‘|m uic\i.
their status is not a matter of following but of
being different. The Low Clans are, overall,
those who do not participate wholly in the
feudal system. Many of their members do, if only
to survive, but they do not typically rise high in
its structure. The typical Ravnos or Gangrel is
not a prince and may not even be a vassal. This
does not mean they do not seek influence or
advantage, simply that they do so in other ways
or in other places.

In the feudal nomenclature, the Low Clans
are sometimes called the fallen. This appella-
tion reflects a wide-held belief in Europe that
the Low Clans have somehow fallen from what-
ever grace their high-blooded betters enjoy.
Often these stories go back to betrayals in the
Second City, but there are other stories as well.
The Nosferatu and Malkavians are almost al-
ways held up as exemplars of these theories
because they so obviously suffer from debilitat-
ing curses in the form of twisted miens or
fractured minds. Similarities to the Brujah’s
rage or the Cappadocians’ deathly pallor are, of
course, U\'\'I'IUI. \L‘\‘\l.

In Europe, the other Low Clans are usually
dismissed as foreigners and barbarians. The
Gangrel are hardly foreign, but their common
rejection of settled unlife makes them seem so.
The Ravnos have been in Europe to some degree
since the rime of Alexander the Great, but their
clan tales of life in far-off India helps brand them
as outsiders. The Assamites and Followers of Set
tend to appear in Europe only as ambassadors or
travelers, making their status dubious at best.

The Tremere are not even a clan at all, as
far as most Cainites are concerned. They are
a usurping bloodline that has offended the
Tzimisce and stolen Salubri blood (perhaps
even Saulot’s, if one believes the most scan-
dalous rales).

The Crime of Usurpation
There was once a seventh High Clan, and it
still persists in some parts of the world. Clan
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Salubri was divided between fierce warriors and
arcane mystics, and never a numerous bunch. The
warrior line warred against infernal vampiresc alled
Baali in the nights before Rome, and it has been
reduced toa stout few. The Mystics, s ilil ary schol-
ars and researchers lair in lone monasteries and
quiet merchant houses. It's said that they exist
under a debilitating curse in which the harm they
do to others is revisited upon them. Needing to
subsist on the blood of the living and saddled by a
raging Beast (like all other Cainites) this curse
causes the so-called Unicorns no end of trouble

Or so Ti'lt' stories go.

And to many young vampires, stories of the
Salubriare all that remains. Over the last century,
the clan has fallen into sharp decline. Its members
have become even more scarce, some falling to
enemies, others going deep into hiding. Where
most major courts and domains in Europe could
once count on a clutch of Salubri mystics lairing
in some [L‘I11|‘]L‘ IlL‘:||'|1\‘ often I‘c;ld\_' o serve as
advisors, power-brokers and oracles -
few make their presence known. Marked by the
third eye that grows on their forehead as a sign of
unliving enlightenment, the Unicorns were once
exotic but well known. Now, only in Outremer
are there significant numbers of them. (Thevy are
said to be even more numerous in Saracen lands,

- NOW very

but the stories of those lands are tanciful in the
extreme.)

The cause of such a precipitous fall is unclear.
Some great tragedy seems to have befallen Saulor,
the Salubri progenitor, around 1130 or so. Some
elders gifted in the Discipline of Auspex report
having experienced terrible visions of blood and
ash involving Saulot at the time. Others report
seeing a great eve close forever in their fevered
u.]'.lwimk' hlt‘t'l\ _Illhl who Illi;_:ill have \|t'slr\1\'('\i or
wounded Saulot is another question withour a
solid answer, but the leading candidate is the
Usurper Tremere. Indeed these warlocks-cum-vam-
pires were once but a troublesome minor bloodline
tied to the Tzimisce. In the last century, they have
grown in power by leaps and bounds, holding back
their enemies and seemingly forging a form of
blood-magic (called Thaumaturgy) that is supe-
rior to any other vampiric sorcery used since the
Second City. The elders of the | ligh Clans associ-
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ate r«tln.}l power \\'iI|1 [|'1L' Hn [t n_] of Iht‘ l|1||11 genera-
tion, and accusations that the Tremere stole SIGNIFICANT BLOODLINES

Saulot's heart's-blood in some ritual are growing T ha total Bataker of vampiric blood

=/ lines is, in all likelihood, unknow-
able. Indeed the term is so loose that it could
refer to almost any inherited variation from

louder. (The Cappadocian oracle Constancia is a
major proponent of this view.) The fact that the
Tremere once spread rumors about the Salubri

being infernalists — which many princes found the clan norm. The following bloodlines, how-
hard to believe only adds to the suspicions. ever, have \li.\'plil\‘ctl unique gil'[:. that m:
Bloodlines and Offshoots them worth mentioning:

The blood of Caine is not always as static as * Baali: Once the scourge of the
some would have it. While most childer do Holy Land, the Baali are debased vam-
indeed inherit much from their sires, the Curse pires who serve various demons and
still manifests itself differently in each indi- hell-beasts. They lurk in Europe as well,
vidual. In some cases, aqualitative change occurs where they have learned to hide among
in one childe and then passes on to that vampire’s the living and unliving alike.
own progeny, creating an offshoot of the main ¢ Laibon: Said to hail from the lands
clan. (Such an offshoot is usually called a “blood- of Prester John, the dark-skinned Laibon
line.”) It's a common belief among the High appear only very rarely as travelers in
Clans that this mutability is a sign of inferior Europe. They are said to commune with
blood, that it is only the Low Clans who spawn spirits and to know the secrets of
strange offshoots. Nobility runs true, it is said, Golconda, but no proof of these claims
while villainy is ever-mutable. has ever been forthcoming. They are

Princes and courtiers can site much anec- more common in Saracen lands.
dotal evidence to support this view: The leprous * Lamia: The priestesses and temple
Nosferatu and the Charlatans of Clan Ravnos, guardians of ancient Cappadocians, the
for example, are widely recognized to group into Lamia are among those who put the lie
familial broods who share characteristics. The to the belief that only Low Clans spawn
wild Gangrel — hardly a clan at all, according to bloodlines. The Lamia worship Lilith
some — are believed to have spawned dozens of and have a reputation as fierce warriors.
twisted offshoots in pagan lands from Ireland to ® Lhiannan: Thought to be an off-
Scandinavia to Rus. The Tremere usurpers are shoot of the Gangrel, these so-called
not a clan ar all, according to most, but a cre- Druids lurk in the guise of nature god-
ation of poorly understood magics. Even the desses and priestesses in pagan lands.
Saracen Assamites, who present themselves as They are highly territorial and said to
nobles of their heathen lands, are rumored to be be targets of local churchmen and
nothing but an ageregate of several bloodlines. Cainites alike.

As with most “common knowledge,” how- e Gargoyles: Strange thaumaturgic
ever, the claims of the High Clans are somewhat constructs of the Usurper Tremere, the
specious. Indeed, stories of offshoots of Clan Gargoyles are made rather than Em-
Ventrue and Brujah are rife from the time of the braced. Nosferatu, Gangrel and Tzimisce
Punic Wars between Rome and Carthage, and are said to perish in Tremere labs to
Clan Cappadocian quietly maintains clutches provide raw material for the making of
of offshoots of its own. these slave-warriors.




The Cainirte princes of Europe call the Assamites

diabolists, fanatics, assassinsand Saracens. Most
properly, they are the Children of Hagim,
the lords of the Levantine night. Al-
hl,'_:l: !.'-ln- I\l{'zl
apocryphally regard the Assamite pro-

though scholars
genitor as a traitor who abandoned
his brethren in their time of need,
Assamite lore speaks of Hagim as a

noble warrior-judge who opposed

the inhuman machinarions of the
[hird Generation in the Second City.
Hagqim’s descendants trace their roots
back o ancient Persia, the founder's

birthplace, and claim to be the Cainite

power behind the Mesopotamian,
Babylonian and Assyrian empires. Hagim laid Toes
down a series of rules to his childer in those nights,
commanding that they honor their eldest, prorect mortals
trom the schemes of other Cainires and judge (and punish)
rh.m- {l ILJI!LI wanting. since !]u' ul”.l|-~v ol '||:~“L' incent
kingdoms, the clan has come ro be associared with all the
tribal peoples of the Middle East and, through them, with
Islam. By the reckoning of most European vampires, Clan
Assamite is a monolithic army of paynim zealots.

In fact, it took many nights for Islam to be accepred as
even remotely legitimate by the Children of Hagim. From
Alamur, the clan'sspiritual heart in the mountains of Anatolia,
clan elders at first claimed thar it violared their covenant with
their progenitor. As the combinarion of zeal, wisdom and
unity that was so evident in the early caliphate entranced
more and more Assamites, a deep rift tore through the clan.
Some renounced their lineage entirely during this time of
strife and came to be called the Dispossessed. It rook the threat
of destruction at the hands of the infernal Baali for Haqim’s
divided brood to finally reunite. After a bloody and terrible
nocturnal war some five centuries ago, the clan emerged far
more unified, if only to safeguard its holdings. While a
majority of the clan does indeed now feel protective (or
possessive) of the Muslim herd, significant minorities call
themselves Christians, Jews, Zoroastrians orfollowers of other
more obscure faiths.

Beyond matters of faith, the clan is also broken up into
three distinct castes — warriors, sorcerers and viziers — and
each follows Hagim's laws in its own way. Warriors are the
dominant caste, but they have only held this position since
the Prophet’sdeath. They remain [slam's fiercest adherents in
the clan.

Assamite sorcerers claim to be the oldest practitioners of
vampiric blood-magic. Many use kalif, an herbal hallucinogen
grown through mystical means. The drug is ingested through
the blood of mortals who have smoked leaves of the plant, and
itoffers the sorcerers a glimpse ar enlightenment and a means

ASIAMITE

by which they may focus their consciousness. This caste is

s .3 responsible for much of the clan’s tight-knit orga
2 X nization, as its members excel in mystical

methods of communicarion across great
kIl“T\i[lL €5
Of all the castes, the viziers rypi-
cally '-|'r||.| the most time IIHIIII\{
Cainitesof other clans, and the caste
has cultivared nume rous contacts
in Europe. When they are successful
in their diplomatic endeavors, vi
ziers often emerge as either sagacious
advisors or .'l'[\'u rive !lllhl-]‘.l1||r~ n
various Cainite negotiations
Sobriquet: Children of Hagim;
Saracens
Appearance: The vast majority of
Assamites are of Middle-Eastern descent. Although
their dress tends toward the more traditional, a grear variery
can be found between the three different castes, especially
among those who depart the relative safety of the Levant for
destinations in Europe proper. Rather than paling over time,
Assamites are unique in that their visage darkens with age. A
true ¢lder can be marked by the ebon and somewhar lustrous
shade of his skin.
Haven and Prey: Assamites gravitate toward havens
that conceal their nocturnal activities, particularly those they

STEREOTYPES
The High Clans: It was by their command that
the call for crusade was issued among the Franj, and

it is upon their hands that the blood of those who

died yet remains.

The Low Clans: A curious epithet, considering
that the Children of 1 laqim, Nosferatu and Gangrel
in particular possess infinitely more honor than all
those who would classify them as “low.”

Followers of Set: In the Crusades, we have
found our first and final commonality with these

serpents. Rest assured thar when the last of the Franj

are turned away, we shall direct our attentions to

them in earnest.

Lasombra: Our Muslim brothers among them
made great strides in al-Andalus before their Chris-
tian counterparts set about reclaiming lands held by
!|\im' ol t}u'lr oumn Hurnf. Nv\'\’r' |1'-I\'l' I seen ‘\l_ll.'h
intentional disunity.

Ventrue: It is good to see them stir from the
complacency of their hidden thrones and fortresses.
Perhaps now we might meet them on the field of

battle — face to face, for a change.
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procure while visiting European domains. Security is always ! : :
paramount, and all but the most materialistic Assamites tavor Sorcerer Weakness: Sorcerers have difficulty hiding

a well-concealed hovel over a dangerously conspicuous pal- theirarcane nature. All mystical attempts toderermine magic

ace. When in foreign lands, Assamirtes feed with deliberate usage on and around the characterare at a2 difficulty and are
care, often uponacity’sundesirables, lest they draw unwanted considered to operate at two levels higher for the purpose of

artention from mortal or vampiric authorities. opposed powers and rolls.

The Embrace: The Children of Hagim prefer to select Vizier Disciplines: Auspex, Celerity, Qui-
erus

potential fida'i, apprentices, from the ranks of their own
tribal followers and families, although outlanders (in- Vizier Weakness: Viziers are exacting to
cluding Europeans) occasionally prove themselves a fault. Each character is considered to possess
worthy of Hagim’s blood. Beyond this, warriors an obsession or compulsion derangement as-
sociated with his highest intellecrual or
creative Ability. While this derangement is

active, the character's halo glows insuch a

value faith, dedication and, above all, loyalty. Sor-
cerers tend to Embrace mortals whose
experiences mirror the work of the undead
blood-wizards themselves, such as Sufi mys- way as to pr wide a careful observer
; with hints as to the vizier's true

Nature, as well as the object of

ticsand Bedouindervishes. Viziersfledglings
typically share an overall sharpness of mind
and keenness of ambition. his obsession, upon any suc-
Character Creation: Members of the war- gossiul uﬁ‘v ot Souialpht
rior caste typically possess highly developed (Auspex 2).
Organization:
Thanks in part to the

COmMMuUNICATION pow-

martial skills, favoring Physical Attributes and
L'l‘!lll".li .'\’\1'!1“‘\. |[! l‘!'n.i\] ST 'LL‘.‘\, SOTCErers lL‘”Li
toward Mental Attributes and Knowledges, and
viziers toward an eclectic mix of Mental and ers of its sorcerer
Social Arrributes and Abilities. Most
Saracens have at least one dor in Mentor

caste, 1|1L‘
Assamites are or-
ganized much
more intricately

(theirsire), aswell as one or two dots
in Generation, due to their prac
than many
other clans.
Overall, the
*Old Man of
the Moun-

tain”  (rthe

I]LL‘-‘[1.1]J}‘It'll.‘l[l!1}ll '.“l'\\h\'
have been judged unfit.
The Re ads of | |i.'.1\'u.‘|!'l. of
Kings and of Humaniry are
all popular, although the
most traditional Assamites
eldest childe

of Hagim not in
torpor) leads the clan from the
Black Throne in Alamut. That
honor currently falls to the sor-

follow the secretive Road of
Blood.

Warrior Disciplines: Celerity,
Obfuscare, Quietus

Warrior Weakness: The war-
riors are marked by their tradition
of ritual diablerie. Any super-
natural ability tosense the dark
taint of the Amaranth con-
firms a warrior Assamire asa

cerer Sha'hiri although he is said
to be slipping into the Sleep of
Ages. Each of the castes maintains its

own distinct T1'__’ll!'L‘hl.'ih]. and ir is these
l}ll't‘i.' l[hh\'h'lt.1|~ LHHL'L'[]\'\'l\' L.I”\‘LI
the dil'at — who are most responsible

diablerist, even if the sub- _
iecthasnevertasted the for the night-to-night operations
eC As NEVET LASLC - 4 T

of the clan. The most powerful

l“I.l.nl ol .llln1|1t’l' n 34
voice on the council is Caliph

Cainite. (Somealso
_ Jamal, the powerful sword and states-
suffer fromablood .

man at the head of the warrior caste.
Viziers follow the dictates of Tegyrus, who
once rode with Alexander the Great. The
SOTCETersS 1|.|\'\' I‘l'l'Tl iva| for many centuries 1"\

the mighty Amr al-Ashrad.

curse laid upon
them by the Baali,
and have the Blood
Madness Flaw—p. 309

— for which they gain ex ;
Quote: You, who would have us stand by as

you make aruin of all we have come to hold sacved,
shall know the judgment of Hagim.

tra bonus points.)
Sorcerer Disciplines: Assamite Sorcery (or Thaumaturgy,
see p. 171), Auspex, Quietus
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“Recognize Eden by itsserpent,’

ashen priests tell their initiates. And
the serpents among the garden of
the night are the Followers of Set, a
clan of Egyprian and Eastern vam-
pires lllrti--rn'.i to practice every
ignominy under the night sky. These
vice merchanrs are said ro truck in all
manner of desire and fancy, cultivating
a bloom of corruption and heresy across
the face of the known world by appealing to their
clients' baser wants To the Setites Thvmw'i\ es, how-
ever, they are merely practitioners of most ancient
traditions who cherish treedoms that have l‘u'il
stamped out in a world that has lost its way. They
prefer shadows because light is the vanguard of hu-
bris, while darkness breeds humility and pre )perrespect

in all grear mysteries

The Followers of Ser ¢l 1m

3

SELs 2.
ettort ~1,=u'\111:l'\:h-_: to their own vices than cultivat-
ing it in others. This is creating friction among
traditional Setites and the Desheru, who say that
’ TEI&' [L"-_:L'l‘.\t\ ol I'.'-_{'-.l-T are !.uil!i-_‘ and |]|.l|: lin\' new
Eden is Europe. Some Hierophants have responded
by traveling west and north o investigare these
claims and prove to the renegades that their hols

thriving. Only occasionally did
they Embrace Desheru (“the red
ones”) or those Franks with the

prized red-hair (which is believed

to be a mark of Ser). Now, how

L".('E|\l'|lll'||'I'\le'.'.‘li1"]{'['\i\|.l1|]l'|l|
care and establish nests in Eu
rope, away trom the conrrol of the

traditiona

caste ol ancient Setites
in ['._:\['f knownas | ilt'l-ll‘]Lllll‘ These
mongrel Serites are an abomination te

lhey ignore tradition and spend more

noty

traditions need not be abandoned

lineage to Ser himself, a deified L =

figure on equal footing with Caine,

if not God. Indeed, the Followers

dispute any ties to the supposed Third Mor-

tal. They trace their history back through to the ancient
m;’_]l!N ‘.\1\\'[1 H'u' -ii"-l rt sands were ~1!|| mountains. [I.' Was In
these mythic times that the great hunter Set tore into Geb's
bosom and drank of the Earth God's blood, thus making
himself a god by action and his children the avatars of his
marble-cold divinity. Cainites claim that these were corrupt
and debauched days, but the Setites remember it as a time of
uncensored freedom... at least until the war against Set's
brother Osiris and nephew Horus took its toll. Accounts vary
as to the victor of this bloody familial feud, with the Followers
claiming the upper hane

and their enemies asserting orher-
wise. Alas, Egypr still fell to a march of foreign mortal
conquerors, forcing the Setites deep underground where they
[‘L'FTL'([L'LI rllk'u l]l‘ll[h'”'\ wWays.

Calamity later struck again in the early nights of the first
century, when Ser vanished from his sarcophagus after plagu
ing his most venerable childer with prophetic dreams. Now,
\]l-\\'I\, the dreams come to fruition, and the Followers of Set
debare dogma with a greater interest in the world. Although
they once limited their activities to the shores of the blessed
Nile, they now wander the known world, spreading Set's
wisdom from deep inside dark caravan tents or ar the end of
twisted alleys in the city slums.

T'he Followers embrace misfortune, disease, tragedy and
calamity because such conditions create patrons in need of
theirservices. They cherish unmitigared freedom, the chaos of
tulfilled desire and the satisfaction of want... any wanr. They
revel in sensarion and pleasure, twin connections with their
god, but times are slowly changing. The Setites spread beyond
the Nile out of necessity, but they chose to keep Set’s blood

mostly to Africans and Saracens, thus keeping their traditions

y —— i
~|n|]'-|‘. because 1!!1.' site ol a

h'l']'l|‘|i.' does
Sobriquet: Serpents, Setites
Appearance: Most Followers are of Middle-Eastern or
African extraction, which brands them as foreigners in Eu
rope. In addition, the clan has adopred the Nubian practice of
scarmhcaton. I-:'\ r'll‘i"l”',_' i“}l Mo |||"\.|'|\\i Wi 'l||'l-i‘-_ rht'\ creatc

STEREOTYPES

The Hi}:h Clans: Just another l"x.mll"-]t' of the
tyranny of laws. Smile pleasantly and woo them with
their hidden wants. They can be useful tools if prop-
erly subverted.

The Low Clans: Some are willing slaves and so

the worst of fools, but others show remarkable will and
rage against the world that has damned them. Perhaps
they are touched by Set after all.
Convenient allies against the Franks,
ley. Srill 1 trust
them as much as | trust my own blade not to cut me
when held by another.

Assamites
and we must now ensure their loy

appadocians: Play the patient crocodile with
this lot. They believe themselves superior for their
scholarly pursuits, but when their precious books can
no longer sate their questions, they seek us out.
Gangrel: Laudable fury against the tyranny of
civilization, but without any plan for fighting it. Once
trained and ]‘ru”u[. as useful as any other desert .!ng_‘.
Ventrue: The Assamites’ opposite number, and
useful for the same reasons. They can grant much and
may yet use their herds to expel the Arabs from our
lands — only to be expelled themselves, of course.



patterns of scars and raised welts. In terms of clothes, most Setites dress as merchants and traders, and they are known for their
skill at travel (there is safery in flight). In private, they return to the tradition of the ancient priesthood. They keep their bodies
I I

shaved to protect against lice in the filthy warrens of Europe, and they wear neo-Egyptian robes made of linen. The few
Europeans whom the Serpents Embrace can more easily pass as Cainites of other clans, and they often do by varying their dress

and mannerisms. Manv of these Desheru are also red-headed, either naturally or thanks to henna dyeing.
Haven and Prey: While the Followers of Set prefer their lairs underground — be it in grear caverns, forgotten cisterns or

I
buried remples adorned with ancient script and linens — these trappings are the
P : I

privilege of the sect’s most venerable members. Most Setites throughout Europe

maintain sarcophagi on caravan trains or own buildings in the city slums close

to ports and trade districts. Regardless of their surroundings, however, Egyp-
tian hieroglyphs, papyrus paintings, linen draping, alcove temples with statues
of Set and temple pottery predominate the interiors of these havens. From
these remple-lairs, Setites prey on the underclass of a
European city making sure not to raise the ire of a
well-placed Cainite lest they be displaced.

The Embrace: Traditionally, only those
born of Egyptian stock or near the Nile itself
were acceprable candidates for Set'sblood,
and rhe bulk of the clan remains
- Egyptian, Arab or African.
-.... \ But the .N“' wl of Ser is re-

g served for those strong of
\'.'I“. not of a |‘.LT[|L'L||.lr
shade of skin. Most fledglings spend time as mortal (or ghoul)
retainers for their sires, a time in which they must prove them-
selves. If they are sycophants, they may be useful as servants, but
nothing more. The Embrace is reserved for those who have the will and
conviction to remain strong. The actual Embrace takes place before a
statue of Set and involves a complex (and secrer) rirual. The
Desheru tend to be more idiosyncratic and less ritualistic in their
Embracing, but no Followers of Set worth her salt, no marter
how unorthodox, would waste the Embrace on a fool or a
weakling. A majority of Desheruare Greeks
(as rtheir center was once
Constantinople), but they include a
Srowing lmmhc! or |"rr'ml\<.
Character Creation: Social At-
tributes and Knowledges tend to be primary
with the Followers, representing the
charms and arcane knowledge they bring
from the East. Commerce is also a common
Ability, and some more physical rypes bring a complement of martial Abilities as well.
Backgrounds are key to most Setires, who travel with Retainers and a Herd (their caravan)
and have significant Resources. Contacts, Influence and Mentor are also common. The most
vrthodox of the ¢lan worship Set in all they do and follow the secretive Road of the Serpent. Others
look to their progenitor as a guiding principle that leads them down the Roads of the Beast, of
Kings or of Sin. .
Clan Disciplines: Obfuscate, Presence, Serpentis
Weaknesses: Set lurks in the night and hates the day, which is the domain of the
ryranny imposed by Osiris and Horus. Therefore, Followers of Set suffer greater suscept ibility
to the sunlight, enough so that exposure to the sun inflicts twice as many levels of aggravared damage to them
as it would to other vampires.

Organization: Traditionally, Setites favor the ancient priesthood practices of Egypt, with each temple
run by the Superintendent and First Prophet of Ser. Thereafter, the remaining Setites fall into line as the
Second, Third and (where applicable) Fourth Prophets of Ser, though rhis lasrt is rare. Circumstances now favor

small intimate cults of mortal followers with the chief Setite acting as First Prophet of Set. Still, any hierarchical
structure belies the Serires’ respect tor one another as vessels of Set’s blood. Desheru are less stringent and
ritualistic. They often simply gather what slaves will follow them.

Quote: Come. | can promise you'll never desire again
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GANGREL

The natural kine tendency to gather rogether has
heen a boon to Cainites. Most choose to follow their prey
into the towns and ciries of the world, where the feeding
is easier. The Gangrel are the exceprion to this rule. From
the T.ill.l!’\ of the east to Il‘u' .'\I.Il"\ of
the south and the barbarian
tribes of the north, the
Gangrel make their homes
among the wild people of the
world.
traps wherein once-strong
Cainites grow weak and lazy.

To them, cities are

The Gangrel do not
1‘\'11\'\'\'T}u'm\vl\'v‘-ll-l‘mlt'—
scended from  Caine,
though. In the days before
history, theysay, the greatest
gods chose many ro be their
children. A pair of twins
among the gods became bit-
ter rivals. One twin, Ennoia,
chose only the most worthy war-
riorsas her children. The other, Churka, chose those best versed
in deception. The broods warred for long years, until Churka
coerced two of Ennoia's most trusted children to leave the field
of battle. In her anger and despair, Ennoia decreed that all the
children of both rwins she wild have to Jx_';‘rnJ on the blood of
others for their lives. The other gods approved of her decree,
and so Clan Gangrel, the children of Ennoia, came to be.

Members of the clan believe that their mother will relent
one nl_'.:lal and call upon them to fight for her once more. Then,
and only then, will Churka and his lackeys finally suffer the fate
that has been due them since the dawn of time. It is the duty of
the ( i-.ml,:rcl to ensure that 1|1|\_ the most h;n'\]\_' and skilled join
their numbers, so that the clan may triumph when the day of
that final confrontation comes. Then they will be welcomed
back into their mother’s love

Civilization is a trick of Churka to ensure that those who
deceive are better suited to the final conflict than those who
fight. The clan refuses to fall into the trap of their ancient
enemy, and instead chooses to recruit and hunt among the
nomadic and wild peoples of the world. The chains of master
and slave, of lord and lackey, are urrer anathema to them, and
hierarchical European society repulses them. They see the
ability tosurvive and prosperunderall conditions as the greatest
test of an individual's worth. They value simple but profound
conceptssuch as bravery, honor, martial prowess, survival skills
and kne wiedge of the land.

Necessity forces the Gangrel to spend periods of time on
their own. More than one of them preying on a particular group
of humans can quickly reduce the number available to feed on,
or rouse suspicions enough that a confrontation is inevitable. A

eood hunter knows better than to wipe out all of his prey.

Many Gangrel learn to survive alone simply because it is

all they have ever known since they were chosen. Sires

often leave their childer to fend for themselves, to see if
they have the mertle of true Gangrel.

Solitude cannot continue for
ever, however. On the most
pracric :|| 1('\"'|. there is a value in
numbers if only to form hunting
packs. But even then, unlife ishard
away from the cities. Gangrel face

constant dangers. Lupines stalk
many woods, and it also requires
cunning and stealth to carch

Ill'-|l].l|li‘['l'\ \\”hl“”.IIl'rr“l‘,:T}\l'
whole settlement or group to the
vampire's presence

I'herefore, most Gangrel
spend at least some time among
other vampires. Testing them-
selvesagainst humansand animals
is all very well, but they can only
truly test themselves against others like them. Thar means
spending at least a little time in the cities, learning the ways of
their rivals. A few have even come to live in cities full time,
prowling the night when most prey are locked up in houses. But
the weak, diseased and ineffectual humans who dwell there
with over-complicated, manipularive vampiresfeedingon them
breed contempt in most Gangrel. For most of the clan, unlife is
a series of long periods of rural solitude and interludes of a few
years among the massed herd and rival predators.

STEREOTYPES

The High Clans:

\\';!”\-.‘IH\[}lllIH.I[\ ways ma
predator and prey. They will learn.

The Low Clans: Some, like us, understand the

skills needed to survive and prosper. Others are too

Yathetic creatures who think
¢ them safe from the law of

busy submirtting to others to understand the true
nature of the world.

Malkavian: They are tormented prophets who

speak with the voices of the Gods. When they talk,

listen — but from a safe distance.

Nosferatu: Some fancy that their twisted forms
make them monsters. They are mistaken.
Ravnos: Children of Churka, our greatest foe, Do
not trust them. Kill them if you can

Tzimisce: They understand territory and the rule
even if they have a strar

of lh(‘ strong, 1\|1~\{“\\I{'r]"l

with twisting their flesh into unnatural forms.
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Sobriquet: Animals

Appearance: Gangrel develop animalistic characteristics after their Embrace, and few see any reason to hide them. Indeed,
they wear them with pride, as signs of their survival skills. Clothing, when worn, is practical and usually simple. Their general
appearance tends to reflect the people upon whom they have spent most time preying, but with a distinctly rougher edge.

Haven and Prey: It is rare for any but the few full-time city dwellers in the clan to have a permanent haven. They hunt over
a very wide territory so as not to thin the herd, so they move too much to take the time to create a safe refuge from the sun. Instead
most seek simply to merge with the earth through their Discipline of Protean or take advantage of natural shelter, like deep caverns.
Gangrel take a particular pleasure in feeding from city dwellers who are traveling through the countryside, or other humans who have
been foolish enc ul:h to wander alone at ||||L:i|l.

The Embrace: Most Gangrel come from the so-called barbarian
peoples— groups like the Tartars (or Mongols), Celrs, Norsemen,
and Livs. A growing proportion, though, are drawn from

those people in the civilized world who have jobs which
require survival skills: hunrers, foresters and other rural
tolk. Most are left to survive for months or years on their
own, while their sire keeps half an eye on them at best. If
they show the ~IIL'I1'_'I|1 Tlnn]ui O survive, rhu\ dare iI.I[IlL‘\I
and welcomed inro Gangrel sociery. If p

they don't, the sire (or some other =8,
predator) reclaims the blood. 738
Character Creation: Physical AN

)

Attributes are, by and large, the pri- 4%

7

”
Artributes often come last. Many "8

Gangrel have identical Natures and De-
meanors they are not ones for

mary choice for this clan, and Social

dissembling or deception. Talents and sur-
vival-orientated Skills are chosen before
Knowledges. Rural and wilderness-dwell-
ing members of the clan tend o tocus
their Discipline development on Pro-
tean before they develop other
Disciplines, as it gives them a signifi-
cant edge in survival. The Road of the
Beast is typically Gangrel, though Animals
may walk almost any of the other roads as well.
Clan Disciplines: Animalism, Fortitude, Protean
Weaknesses: The Gangrel'sclosenesstotheir
inner Beast tends to manifest itself in their
bodies. Every time a clan member frenzies, she
gains an animal feature (furry arms, cat-like
eves, heavy fangs, erc.). For every five such
features gained, one of the Gangrel’s Social
Attributes drops by one. Some Gangrel view
this as a blessing rather than a weakness.
Organization: The clan has little in
the way of formal structure, falling back on an
approximate status system. Childe and
sire often maintain infrequent contact
once 'Illl.‘ neonate has been trained.
When members of the clan meer, rela-
tive status is established through a
combination of recounting of deeds and whatever repuration
may have preceded the Gangrel. Occasionally groups will meet for “gathers,” where regional leaders — an
informal position ar best — and overall status are determined. Even rarer are revels — war parties of Gangrel X
gathered to face a particular threatr. 'O,‘

4

Quote: | hope the next town has worthier prey than you to carch
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[NALKAVIAIL

Medieval folk respond to lunacy with quiet fear. It the mind-boggling architecture of Creation creates a

is never clear whether the mad are touched common frame of reference and some of the
by God, the Devil or a little of both. Some
say that their ways are infectious or that

they have been rouched by the Fair Folk. In

.\I.IJIHL‘H dare ‘-iII\i [0 communicate m

‘I('[I'I

secret language all theirown. The pro
is that rhis vision is fractured and too grear to
any case, it is best to leave them alone, lest envision at once, so all Malkavians see
they curse those who come across their different portions of the picrure ar the same
paths. In Clan Malkavian, all these fears

find their most terrifving expression. Acute

rime. That is why they prize the perception
of others, if only to gain a sense of the

[I]-.I\IIR‘\‘-. ~\|'.|1_l||.]| |[]~[-__‘[||-\‘ H-;;xulp‘\ |‘I'l‘1|.|- ].IH\]'\L.!I‘L' I\L'\l |11._[ 1}]L'||' l\L'H.

tory hunger and the Blood of Caine combine Malkavians are social and often pas-

to make these vampires among the most feared sionate creatures. Some say that madness is

in the Dark Medieval night. Their merest words nothing withour company, but the truth is that

can drive ancients insane or reveal insights of Malkavians appreciate insight and adore unique

harrowing genius. In moments of perfect lucidiry, perceprions. Perhaps this is why they flock 1o

they grasp the universe and the great mecha- causes as easily as they abandon them, or why

nisms that operate the theaters of existence. they enter seemingly fruitless alliances. Un

They see everything in one sweeping pic- fortunately, while the Malkavians love
ture and touch upon God Himselt... but
only for the briefest instant. Then the truth

escapes them, remaining only as a bitterly

company, tew appreciate their companion
ship for extended periods of time. Certainly,
an ambirious lord or lady mighr tolerate an
ecstatic memory. In their quest to regain evening with them, gleaning some greater
understanding, they achieve lesser insights truth to their predicament, bur even rthar
that are still far beyond the reach of other can be a distressing experience. Indeed, it is
r.ln-[\' i.'I\'.lr H.Ill!l It 1s far too I.lt\'

whetheran individual Malkavian has crossed

vampires: glimpses of the future, the true

nature of the soul, the grand scheme of na

tions and ponriffs alike, the portents in the the boundary between dark sage and fiendish

very stars. [tall pales incomparison, but it keeps devil. Determining the polarities of a Madman

their quest for perfect, maddening apotheosis is like raking flame to different powders, trying

to determine which is the incense and which the

alive in their unliving hearts.

Thec l_m'\[w.nzrmr.\r\\,|\f\|,1]l\,n-,\\-h. ym Cainires u'xpln wive. Still, what trightens Cainites most is not

the Malkavians' own narure, bur rthar they can share

STEREOTYPES
The High Clans: They try to impose order on the
night and fail at every turn. Who are the true madmen,
l \\'{‘lhll—'l' -,

remember as the oracle and prophet of the third genera-
tion. Some legends say that Malkav delivered enlightenment
to Caine bur failed to warn him of the depredations of his
brothers and cousins in the Second City. As punishment,
Caine cursed Malkav and his progeny wirth a madness so great
they could no longer share their wisdom. Others claim that

|]I.t' CUse was unintenti '[1-|1. [11.” it came \\ilL‘ll [|1\' }“h”\l - d
The Low Clans: Far truer to the gifts of their

blood than those SUpp wedly above them. Most are still
blind to the truth that lies within, however.

Mortal shared his memories of the face of God at the moment
of his own curse, shartering his grandchilde’s mind. Srill
others claim that Caine baptized Malkav in his own blood,

Gangrel: We envy their ability to commune with
the Beast within us all. Pity they're too busy bellowing
at it to listen properly.

damning him thus.
It is something of a game among scholars of Nod to
exchange rtheories abour Malkav's aftliction, but few dare ask
Lasombra: They fill their existence with all these
wehs, then grow upset at us when we clear them away. Pray

the Madmen themselves what they believe. In truth, the clan
as a whole welcomes its so-called lunacy because, at the very

least, madness is a vibrant, creative force in their otherwise tell how are they ‘”l‘ll‘-‘”"“l to see anything otherwise!

Tremere: All that effort to venture somewhere,
and they haven't an inkling where. Never has there
been a brood so blinded of purpose and so dedicated to

dead and decaying world. To them it is not a block on their
insights, but the cause of them. Even beyond thar dynamic
seed in their breast, madness also unires the clan in a manner

tew outsiders can understand. Their shared connection with remaining blind.
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their insanity through their Discipline ot Dementation. It expressed or not —can qualify, and Malkavians can
takes great courage or desperation to court a
Malkavian's attention for long.

seek tordecades withour hearingthe elusive siren's

call of the mad soul erying for dark release. The
The history of Clan Malkavian is, therefore, a Madmen prize individuals who are possessed of
pendulum sw nﬁ:m: between respect and terror, keen intuition, madness, vision or whimsical
I\'[\\L‘t‘l! \1.|lll'~.ll1L| |\,[|||ui1|1“_-|1[, \\'ht-n ||1L-\ dare m II'I\I.le'IT. -Hll‘ll' }'.!l'l]‘]'.l\'r 1s a cause of u'll‘l‘l'.l-
the gmaces of their brethren, Malkavians are the tionfor sire and clanalike, for it offersanother
advisors, seers, oracles and shamans of Cainite pece to their fractured mosaic.
society. Inevitably, rolerance tums to wariness, Character Creation: Malkavians are a
then fear. The latest iteration of this story saw fluid lor, blessed with a maddening disparity
the Madmen fall from their mantle as one of of outlooks and aspirations and
therefore Natures and Demean-
ors. Most Malkavians possess

high Mental Artributes and a

the leading bloodlines of Imperial Rome.
Now, they bear the stigma of having cursed
I]l.ll Frear enerprise, .ilki T] Wy are \.l!\l |8}
be the agents of unholy forces. At best,
Cainites in the Dark Medieval piry and
otter L]\.Ifll\ (8] |h\' \ll}‘i\h\\”\' feehle
md infirm clan. Arworst, the Malkavians

proficiency in Talents, though
some are adepr at Social At-
tributes as well. Backgrounds
vary by the individual, bur Starus
must face persecution, torture and even I israre (but hardly unknown). There
destruction. are ;\Lllkli\'lalun MCVETY MAJOr I vad,
Sobriquet: Madmen although the Road of Heavenis the
Appearance: Malkavians do not most popular.
offer the Embrace based on any social Clan Disciplines: Auspex,
standing or regional concerns. They of Dementation, Obfuscate
Weaknesses: It is said thar Caine
offered Malkav the maddening truth, a

secret the Antediluvian forever shares

fer the Kiss to whoever possesses a grain
of madness or insight. Therefore,
Malkavians can be of any description,

any race, any class, from the wild seeron the with his progeny through his sanguine

outskirts of a hamlet to the local midwite who 5_'l.'ll|;.lln Wy, Theretore all Malkavians

teeds newbomns her vitae. automatically possess one derange-
Haven and Prey: Malkavians flock to ruin,

, ment t_\lll e at ¢ |1'.l|".lnll'i creation)
]u- It I]w W I”.I.'.{t' Jt'\.l\!.LlL‘J }‘\ [-I.u'_ul'. r]u- }'urnl

that they can never overcome, even
church, the forgotten abbey or the decrepit after spending Willpower. For more
building in the most vile slum. The interiors of on derangements, see p. 261.
such havens difter, however, according to the
lunacy aftlicting the Malkavian. Some ha-

VENSs are rep witories of .H]]H}.ll -I“LI hlilll.lll

Organization Once, all
Malkavians belonged to one of a
variety of secret orders that taught
the most arcane insights carried
in their mad blood. Now these
ordo are few, and they hide be-
hind layers of mortal cults and

other fronts. The majority of
Madmen now exist free of their

}‘1 mes, U[I\L‘I" are il\in rl'11L'\] \\'II]'[ Lh:tl"ur,lt
written script, still others are pristine and
Spartan-bare. Some of these same idio-
syncrasies manifest in their choice of

hunting stock, but many Malkavians
see their depredations as serving to
;‘Ilm.\}l the wicked. Few agree as to hierarchy and guidance,
who is and is not wicked, how- bonded only by a loose sense

Evet. y of affinity with their
4 clanmates. They turn to road

and coterie to provide the
structure they need to keep
a handle on their quicksil-

The Embrace: Most
Cainites rrear the Embrace
as an honor doled out only
tothose who prove them-

selves worthy. ver minds.
wlalkavianssee the redg- 'uo e: Mad! Are
Malk hefled N te: Mad? A
ling as the wift, bettering - E = we mad, milord, or s it,

the sire and clan. Only = perhaps, that our truth is
AT
those who have the seed - - . & maddening?

of lunacy within them
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NOBRERATU

Embraced never enrirely leaves them. [t remains a constant
Ot all the clans, the Nosteratu teel the . N it : S - e S

Curse of Caine most acutely. Their Embrace is

reminder of what they have become. Many other Cainites
) take these: tions as a visible sign of the evil within
an agonizing experience as the clan's rainred ke these afflictionsasa lesignof the f

blood bums through their dying veins, twisting every vampire, and they shun them to avoid being

remin li! of iln'l!' W famnation.
their bodies into monstrous aspects. Each saitodh ! . .

and every member of Clan Nosferaru is he members of the clan deal with their afflic-

. . e S 2 CRE v » e ‘ .
remade into a hideous, deformed horror. F1I0N 1N MAany ways, SO0me se ek solace or penitence i

Once the change is complete which can religion, hoping that the Lord will forgive them and

take up to a week — nort even the blind mistake grant them entry to Heaven. They quest as Cainite
knights, seeking todo good deeds, or they mortify their

undead flesh in the hope of winning their Lord’s

llu'lll ton |III1I1ilIl. for many of rIIL‘lII .llnr]m\-.' d

dire stench that offends ( iud—!r.lrlm: nostrils.

A mere elance at their rerrible mien con- favor. Most seek sanctuary in the Church, whose

firms that they are evil. creatures of sin offer of universal forgiveness through Christ

incarnate, forevermore set apart seems to offer the best path to redemption.
from humanity, Orhersfind the heresies of the age to offer

; stvie and a set of strictures that
Some o mmiad onde 1 lifestyle and a ser of strictures th

suits them better
they realize what has uits them betrer

Yehars: soe .
happened and have 1o Others seck to hide from

be destroved by their society, living among the lep-
sires. | he resr find rous and the -.|J“L'.I“l.'\] and

different ways to making rthemselves of some
cope, but all are use to Cainite society by bar-
changed by their tering and rtrading rthe
traumaric t'\[‘t'll\'[!{ e, intormation T}].ll [lll'\ ~\}‘[.!!|l

Many newly sired as they warch, listen and learn
Nosferatu blame the from the shadows. The High Clans
vampire thar creared look down on these wretches, yet few
them for their condirion, of the first cursed ever admit quite how

and with good reason, for he chose much they have come to depend on

them for this terrible fare. Although most them for advantage in the War of the Princes

neonates have to spend a while under the wings These Nosferatu often gather in small groups,
of their sire, they seek escape from the monster thar

made them a monster as soon as they can. These bonds of

hatred stretch back to the very first of their line, if the legends = ~ oy
:lTL'THt‘L' l‘t'!ll'\'('Li. ‘ i \(\TEIQE() [ | l)[_;b

Absimilliard, the founder of the clan, was obsessed with The High Clans: Oh, so high and mighty until
beauty — both his own and that of others. Some say that he they need something from us. Then they grovel in
led the rebellion against the Second Generation, Caine's the mud with the rest of us,
own childer. Others say that he won the affection of a mortal The Low Clans: They are as outcast as we are,
with whom Caine was fascinated. Whatever the cause of the yer too self-obsessed to realize it. That gives us an
Dark Father's anger, Absimilliard was cursed with the re- advantage.
moval of that which he held most dear. His ugliness was a Lasombra: Each one is obsessed with herself, but
torment to him. Even worse was the constant rejection from most are aware fhat informiation is the best coin,

bex — - e wheneverhe . i
eautiful people, including his lover, whenever heapproached Toreador: Their pretty faces let them play with

the kine. How can they forget how their pi.n'lllinp
would run if their lord’s true nature was revealed?

them. The first Nosteratu turned his anger on his childer, and
he is rumored, even now, to hunt them through his pawns.

Vampires of this clan have learned the ways of conceal-

ki T Tremere: Aspirant monsters who must be taught
ment to mask their . 2Woare masters ding, ;
o D ma eir curse. They are masters of hiding a lesson in what it means to be a vampire.
deception and subterfuge, both supernatural and mundane. 2w
% Tzimisce: They understand what we are, and
\\ Iuh' some of Thulr.ihllll €5 .JH. W :}n‘m tOappear nor m.\i ton
they even try to make themselves like us.

a while, the pain that surges through them when they were
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whose actual numbers they do their best to conceal found that people who are bitter about their lot in life adapr

from their vampiric neighbors. more quickly. Still others — particularly those who give

The last group sees their visages as an -themselves over to their monstrous natures —
irrefutable sign of damnation. Their souls are

corrupted beyond redemption, and they make

. choose the beauriful, successful or high-
placed for the Embrace, delighting in
no effort to win the favor of a God who has so their horror and madness as they try
callously abandoned them. Instead, they be- to come to terms with their new
come monsters seeking revenge on living and . condition.
Cainire society in wharever ways they can. Character Creation:
j Mental Attributes are domi-

nant in most of the clan,

Sobriquet: Lepers

Appearance: The defining character-
istic of the Nosferatu is their utter ugliness.
It can take many forms: anything from a
twisted, deformed b x|\_' with hunches,

although Nosferatu warriors
Lll]\] ”‘lll‘_f.“ \\'Ill\?\l.' 11r1111:|r\' '\l’
tributes are Physical do exist.
Most of the clan values

misshapen or displaced limbs and
Knowledges over Talents or

distended head through toleath- >
Skills. Contacts are quite com-

mon in the clan, but Allies and
Retainers are exceptionally rare.

ery skin, pustulant boils and
perpetual gaping wounds.

A few of the more reli-

The clan is split between those
that walk the Roads of Heaven,
of Sin and of the Beast. The Road
of Humaniry is rare to the poinr of

giously inclined members
of the clan take the latter to
sign of the suffering that God wishes
them to undergo, mirroring the stigmara of
Christ. Some deformities are passed from non-existence among the Lepers.
sire to childe, creatng distinet families
of Nosferatu. Most seek to conceal

their bodies as best they can beneath

Clan Disciplines: Ani-
malism, Obfuscate, Potence

Weaknesses: All the
Nosferatu are left deformed and
hideous for the rest of their
unlives. Their Appearance is
automatically rated 0, and it
can never be improved through
any means whatsoever (they

all-encompassing robes, often made
of rough cloth, like those worn by
mortal lepers,

Haven and Prey: Each member
of the clan finds herself a lair as far
from the mainstream of society as
she can. Abandoned, run-down or
plague-ridden settlements are a fa-
vorite, asare the Roman-erasewers

even lose the automatic dot that
all characters ger in Artributes).
All rolls involving Appearance auto-
and underground passages of the “matically fail.

Organization: Despite their appearance
and uneasy relationships with their sires,

few ciries that possess such luxuries.
Many lurk in the farthest and least-
used parts of monasteries or castles. maost Nosferaru are surprisingly social crea-
tures, at least with each other. This may

well be because only other members of

A few choose leper colonies, so that
their deformities don't stand out from
the crowd. The down-trodden, infirm or
mad are the clan’s usual prey, although

the clan don't judge them by their
appearance. Many gather in small
eroups and freely exchange infor-
mation with each other. Religious
Nosferatu usually maintain contact
with others of a similar faith to

sone It'l Ious |l1l_'|1ll WIS ‘I. th' C I\Il] LI WOSE
to teed from those who they feel don't live
up to their particular creed,

The Embrace: Some Nosferatu
choose those who are already de- encourage each other in their ef-
tormed, outcast or diseased in unen . forts.
the hope that their mindset
\\'I” |\‘ ~um-d (8] l]lc T1gors
of the Embrace.
Orthers II.!\'(‘

™ Wets W T -
. E \'\\\-__\.._._;__.,v_-;\‘-‘:";‘-_____._..," - -“'“\ -"\.._\ ~
@ R06 = mmm——— « CHAPTER TWO « e 0 -

4 " \ \ 2 --\\.M _— Al o N\




- e ® >
- o - - — — — P -
- - e " — - —
il B p— e e—— P 4 P — e e - 7 4 —
- . . e -
\‘r_ L - e 1 ™ — — o
- ——— - L -

RAVINO3

l i l”\ Wers Ot vice 1[Li.|| Cord, [l}i\lll‘uit IShiM ai mem r] ey l|‘_:]| % Hia st u-nul-]r!' “11”!“_[. what thev are seeing is

bers of a society that cannot grasp the potency of

. = é H'Ilt\ present, or some mnmasnc -iL‘i'(‘['fh M.
the Beast that drives them, Clan Ravnos's com- B : :
Bonds of family and caste, however, do Proy ide a
pulsion toward sin breeds diserust wherever its
N LK |||\']\ perx nal sense of security for members of the clan.
members travel. They are known by many, wel- :
Ravnios are \!IIEtL\ to defend members of their own Jeat, and
comed by few and trusted by almost none A
- the closer the blood relation, the switter the response. A
Travelers by necessity, they hurry from city to ;
common cautionary tale among the seneschals and scourges
city, rarely taking the time ro build permanent : g
ot [_'_m': pe ]-\[]];11 ota [\:|\'|:'.. 1\\\'3 1 .\\'.l-l",lnl-tm‘lin ]
connections or settlements. This makes the | I
d : wrongfully punished by a high-blooded prince
Ravnos ideal traders. Goods, information, |
H]h' l|\'1.s1l~ of who .l!h] WHETE « Il:ll:lL',r W Il]1 each
secrers — everything has a price, and these y Q
telling). Soon thereafter, the prince found himself
irnerant vampires 1-.lu~\'w. x-\:u!|\ \‘.h.;l o @ »
overwhelmed by “requests” from the victim's

ask in exchange.
T ; family: her sire, her fellow childer, her prog-

{ ! . g 181 -

e origins of the Ravnos are shrouded eny and soon. Open warfare isnot the style of
in mystery, even to the clan members theRavnes: but theycan beirea it to oyt
[.[lL'[H‘t‘i\'L". ”'um' \\|1n now reside in as easily ]1\ cormpting it from ,[-“.
Europe trace their lineage t« MRECLIRS OF inside. Leaders must carefully weigh
waves of immigration from the easrern

the risksof aRavnos guest against the
lands beyond Persia, dating

s far back

: legends of retriburion for expulsion
as Alexander the Great. Before that, history : ;
r Because of their reputation, Ravnos
fades into legend. While those initial waves of
often adopt one of two distinct strategies for
Ravnos have broken into several distinct jati, S
survival and success amid Cainire feudalism

or castes, lightly scattered across Europe, Africa (
Many choose to masquerade as a member of

and the Middle East, most agree that their founder still ¥ 'y
another L'].lll K !'nit EXISTINg 1N Suc h a posiron
rests in those far-off eastern lands, perhaps in India, having
3 v can be fraughr with dangers, the benefits are many.

been banished there after the Great Flood -
7 : Few other clans are as openly distrusted as the Ravnos, and taking
In the last ¢ i) L trickle of Ravnos has arrived from the guise of a Ventrue knight-errant or a wandering Toreador
[Ih‘.\l' same tar-ot |d['|.i«. ]'Ln\\r'. er, lei-i I]'u'\ weave a \\|1-IH\

different tale about the clan’s ancestry, spreading stories of 2

founder who was, at the very least, a great hero, and perhaps even 2 L
TEDEY YE
3 STEREOTYPES
The High Clans: Suchapity theyarealwayshurrying
usoutoftheirdomains. We could prove invaluable to them

a L:\-L]. } ut lhc-éu newer ['\.l\ nos ]'..L\ e ]"i_‘L'J 1 €XC u\]lllu'lj. crit lL':!I Of
their more established clan members, and little information is
forthcoming. Just whar part of this tale is truth and whar part
myth is unclear, as befits all tales of a clan condemned as

\ if only they would leamn to trust what we offer. They must
Charlatans. ’

The weakness of the clan causes great discomfort ro the
high-blooded lords of Europe. Each Ravnos is addicred to sin,
and the clan as a whole is accused of spreading chaos through the
lands in which they wander. But foolish indeed are those who
mistake the Ravnos's tendency to indulge in the whispered
urgings of their Beast as an inability to maintain self-control. An
upstart prince might be tempted to banish the Ravnos from his
lands, but the tales of the consequences for doing so are a matter
of legend among the High Clans. Banishment serves only to
bring the wrath of the victim's jati upon whoever was pretentious
enough to attempt such a feat

In the best of times, the Ravnos are a disjointed unir, and they
.INr'll}-T one another nearly as much as others distrust them. Eastem
:il'l\i \X’l"\ll'Tlll"\,l\[}. B OPPOSE Cac |'1u|]1t'1' \HIin'\]I!.I.! \'{'[\t'llh‘[k:'..Ill-i
the philosophies espoused by each frequently clash and cause tempers
to flare. Wherever they go, their (not unwarranted) reputation for
trickery precedes them. Many Ravnos excel in chicanery, and those

realize thar the illusions they build around them are far
greater than any we could provide.

The Low Clans: [t seems like such a poor distinc-
tion, this separation into High and Low, for all must be
watched with equal impunity, and the lacter certainly
trust us no more than the former.

Gangrel: They hate us with a rage left over from
their time in East. Beware their rage, but thank Caine
[ht'\_ are L'd'\i'\_ deceived.

Toreador: They publicly spurn us as any other

t'l{!l'l. but ger one alone, .|n\] lht".' x|l|l\'H\' become

covetous of what we have tooffer. A good courtly secret
and a bolt of silk can buy off the best of them.

Ventrue: Some among us whisper of shadowy
dealings with the Normans and their prince, but don't
be fooled into thinking Warlords will tolerate us any
more than any other clan.

1, T— " P
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troubadour leaves the Charlatan free o pursue his vices dis-
creetly. Because discovery means certain retribution, some

vampires spend decades or even centuries building a nerwork of

people who support their false claims. Others spurn this ap-
proach, however, along with the very idea that any Ravnos
should be forced to hide who they are. They act openly as traders,
Messengers, ‘1‘“" dal |\! mercenaries.

The dangerous trickery of the clan is made most manifest .
in their Discipline of Chimerstry. This art — which few
outsiders understand — allows the Ravnos ro conjure illu
sions big and small and twist perceptions as an artist
would clay. The use of Chimerstry brings its own
dangers however, and rales of Charlatans who have
deceived themselves are passed around the jati.

Sobriquet: Charlatans

Appearance: Those Ravnos who are open ) 8
about their clan tes often purposefully dress ina
manner to underline their exotic nature. Their
attire stems from Indian or Mediterranean origins,
and their clothing includes rare materials and dyes
from the East. Vibrant purples, blues and golds
figure prominently in the garb of this can, and the
designs are loose and less restricting than those of
the European nobility. Those masquerading as
something other, either briefly or for a period of
years, \ir\'“ a5 SULs Ilu'lr I'i"ll'

Haven and Prey: The Ravnos's reputation for
sinand revelry is not wholly unwarranted, and they
are often found in places where there are opportu-
nities tor corruption and ]‘Il‘.l\llf&' Because they are
primarily travelers, many seek out cities where
there is a large market to haven within during
their stay. Port cities serve especially well for
this purpose, though Ravnos can be found
inland as well in smaller numbers. Large
citics also allow them o -!1\.1}‘[‘&'.!!'
quickly should their presence be-
come suddenly less than desired
by a local prince. They may
feed on mortal family members
when they travel, but when a
larger base of prey becomes available — within
towns and cities those of the lower classes
serve just as well.

The Embrace: While a good number of
Ravnos are Embraced due to their successes
in life, the choice varies from sire to sire as
towhat qualities would makea good childe.
Many look for mortals with a distinet
sense of rrickery and a desire to travel, but
others seek our those who are particu-
larly virtuous in life, believing that a
person can never know virtue unril they
have truly experienced sin. Some from
|I1\' i_'..h-l .It'\ll\' o L.('L‘[‘ I!u' H\ ln\“lllt'
pure, but mortals of all origins have been
Embraced into the clan in Europe

Character Creation: Ravnos must
either be able to convince the locals of

their sincerity or trick them into a false confidence, so Social
Drifters of all kinds are
Embraced, and good concepts may vary from
wandering musicians to local guild masters
seeking to expand their territory. Talents

Attributes are usually primary

are often primary. Typical Backgrounds
include Allies and Mentor (for members
of the jan), as well as Contacts and Re-
sources (for traders and their goods).
According to most rumors, all Ravnos follow
the Road of Sin, but there are, in fact, many
on other paths, most especially the Road of
Humanity. The most traditional and danger-
ous of the Charlatans are said to follow a
secret faith of their own, called the Road
of Paradox.
Clan Disciplines: Animalism,
Chimerstry, Fortitude
Weaknesses: The Ravnos
Beast 1s a seductive mu mster, not
the mindless hunger of other
vampires. While Ravnosarestill
subject to frenzy and Rotschreck,
1 I!Il\' |“Kl‘il.-l :1|~nl‘1t~|il'~ Illl‘lH Tn\\'.il'\i maore
sophisticated indulgences. Every Ravnos
is addicted o some sort of sin or vice,
chosen at the time of characrer creation.
Pride, avarice, lust, thievery orany other
urges to use and exploit others are com-
mon. When the character is inaposition
o Ilh’ll]'._{l‘ Ill‘l vice, -]\t' .]n WS S0 |1[1]k':~'-
the player succeeds on a Self-Control
or Instinct roll (difficulty 6). Even if the
roll is successful, the characrer feels the
urge and may even hear her Beast whis-
pering in her head.

Organization: As wanderers, the
Ravnos have little time todevelop firmly
grounded contacts or holds. Their struc-

ture, like their sociery, is fluid and
unconventional. The only rule thar is
sacred among the Ravnos is “Prorect the
Family," a directive that is most commonly
witnessed through the actions of the vari-
ous jati. These jau funcrion as a sort of
extended famuly for the Ravnos. The mem-
bers are usually tied by blood, however
distantly, and they often espouse similar
philosophies. In addition, they willingly of-
fer one another protection and aid, helping
other jati members in marters such as travel
or the exchange of information.
Quote: Come, My Lord, this exquis-
itely crafted dagger must be worth at least
after all, |
would hate for you to fmd it in your
baclk shondd [ sell it to your brother

What? You didn't

20 drachmas to you

down the street
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CREINERE

eight of the
world's most .u'c.x-ln}-ihiu\i Hermetic mag

On a chill, cloudy night in 1022,

gathered in a hidden room in a hidden
castle in Transylvania, stumbling
and bleary-eyed from a sleepless
week of preparations; poised to
conclude a ritual which, they had
been promised, would put the
the key to
true immortality and limitless power

within their grasp ar long last.

Philosopher’s Stone

The promise was kept (aftera fash-
ion), but theirdeed p

uneed their
august house of scholars forever
1:1I.'n\':!w1 |11!.1!|'.\.J,|r11:1|:1:1|u'|11
as vampires through the usurpa-
tion of the Blood of Caine. Even
some among that cursed cight won-
derif even theirleader, great Tremere
himself, realized how fate would ]'-i\
}um as her tool to alter both Hermetic and
Cainite history. They wondered if they would -;'rlui the rest of
their hunted, harried existences scrambling to escape the conse
quences of this one fatal act, But then, rushing in where angels fear
to tread has always been the very hallmark of House Tremere.

The two centuries since have seen bitter theorizing from insider
and outsider alike. Is magic truly dying m the world, as Tremere and his
seven acolytes said, or did they believe so only because their lust for
etemnal youth and might ourstripped the supply? Did they not know, or
not care, what fate they drageed their brothers and sisters toward? Are
they improvising their moves now, or is it all part of some vast
incomprehensible plot... and if so, whose!

\” anyone knows is [11,1t the Tremere Frow bolder the harder
they are pressed. A once-great house of magi has yielded ro a
vampiric bloodline— the Hermetic Order banished them in 1202,
and the resultant war doomed their forlom human remnant ro
Embrace or execution by their Damned brethren. Their Tzimisce
=‘ ".."‘Trl']” \\ill nmn :ht"\ St 'lt' rl]'.' F'll" \1 }‘||1 W hi FWan l'r('\lll i JUsStE afew
precious years too many, are foughr ro a standstill. Spells and
strange beasts drive them back from the heart of the infection they
would cauterize. Although the Tremere have never officially ad
mitted to butchernng the Anrediluvian Saulot and guzzling his
l'lL‘d['fl"l‘ltll\l l!l]ll.\' IH.I|\1!1L: [}](‘I’TI\L']\'\"- mto a l_i.il‘:)‘ t.L'\'.' L'll.’L'T
Cainites have failed to notice his progeny dwindling just as the
ambitious newcomers wax in power

And now these Usurpers, despite (or because of) their eternal
besiegement, cherish a fresh ambirion: a place ar the Cainite table.
In this rask they face their steepest odds yet. Even those vampires
whodon't personally hate the Tremere treat them as unclean. The
wizards' hands are stained with sac rl!ut_:v. and the taint could well
rub off. Many a clutch of young Tremere, suddenly helpless as the
Embrace robs them of their mortal magics, has been discovered and
slaughtered. Still other fledglings have been dragged before princely
thrones to answer for their ignorance with their unlives.

The Seven Tremere's seconds and the
night-to-night leaders of his House — quickly
realized that they must ]'I‘l\‘lh‘ their fellow

monsters, must leamn the rules of this ar-
cane little culture and at least appear to
play by them. Surely the Tremer
have much ro offer
]‘:l‘\\l'.u1\ of T-il.l”[ll.lilll‘_"\. }ll Wever

T'rue, their new

effective against the primitive
Tzimisce koldun, fall miserably short
of the arts they once wielded as breath-
ing warlocks. True, they feel more
alone, more vulnerable than they
ever have. Bur no outsider ever need
know that. Wheedling and making
oneself “useful” to others’ ambitions
does not come easily to the proud
Tremere soul. Many chafe ar having to
smile while Ventrue lordlings use and
abuse their gifts with seeming impunity
Yer they bear ir in I|1t‘ name of -i('\[‘l'f'.l'
tion — and enterprise. In private, they scoft. If they must

bear the | "~t'.1|‘r'r L'[‘Hhr!, they should eam it.

Unf |r1.|111.m-l\. H:'l'-hrl' the ¢ L‘ml\ rlf,:lnlvmlu: |:|n'|;m !-.\ nor the
partial blood vath cach Tremere pledges to hissuperiorshas brought the
uniey !hu oSeven Lie.'.\nc. Thu -u:_'h .'h\‘\ "1:]\ h.]\'v Thu'v ot i]u'n own o
blame: Goratrix the Sleepless, lightning-rod for the clan's radical
elements; Etrius the Reluctant, whose faction plays clan conscience,
and wise Meerlinda, derided asa mere conciliator even as she assembles
her own base of support. And there are deeper rifts vet: between those
'-\]'a~ W L'IL\ ek l ||1””l’”.|.[||\'.i“l] I'ih Ly \\Ili 'Il’('l i\'“'_l\i'l]-l|]lll'|l"|.|\'|‘l].
between authoritarians and champions of wizardly autonomy, and so
on, ad mfminan. Still, most Tremere understand thar the rest of the
world hates them far more than they could ever hate each other. In the

face of external threat or scrutiny, even the deadliest rivals close ranks
Sobriguet: Usurpers
Appearance: Most Tremere consider themselves truth-seek-
(.'r‘.lf'l'.il!rl"-\r}“'l‘.lr‘_' S( h\l].lfl\ T !1‘("\”1\‘[!1'1!\ 1.!|‘rll"',.Ili('lli'l'T.]f\'I\

STEREOTYPES

The High Clans: We need patronage, and even if
they're too damned blind and hypocritical to admit it,
i | ]ur ur' rin‘m Iu'ni us too ]".Il||t'l'|| H|'. among ri'n'
Ventrue. That's all that's keeping us on this side of
LlL'.i'[h.

The Low Clans: Even they sling muck at us; but
El'lc\ also L!n-\\ we'll not stay in r.]'u' muck l‘ Mmg. .-\Ih.l |
think they already hate us for that, even more than
their lords do.

The Tzimisc When they first descen
Il:ll! no '|L[i'.‘ W i",\ |h'..'\ |}'I"1|'._'I” us ‘||Li\ ~.1|rk.' cnemies
Now we know enough abour them to agree whole-
heartedly.

The Salubr

\r-__‘ VOU SHYE 1T was .I||‘1'1L' '
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scant wardrobe. (Clan cofters overflow, bur individual luxury is
considered frivolous,) Tremere regents tend ro keep themselves,
their apprentices and their chantries austerely. Usurpers serving as
Cainite liaisons, however, might wear anvthing from a court-
conjurer’s gaudy robes to the silks and ermines of nobility. Apparent
Wes Vary w l\iL'l\, i ]'L"‘llh of I'.lh' CONVersion. TFI.'I:HL','(_' can
hail from anywhere in Christendom or its bordering e
regions, though the Germanic and Slavic lands are 5‘
y!vwnth the clan's ethnic center. T
Haven and Prey: Nearly all Tremere
dwell in secrer houses of thaumarurgic
study called chantries, usually along-

side a handful of their clanmares, though
1\'l_j|ut1.l| ]1\'.hillll.llh‘!'\ cdn 1( |.ll'5,'i.'!.
Vampirism is forcing chantries into the
cires, where, because of l}h’ll [':l!l‘lh
starus, I-I'l‘l'lh‘i'\' ll.-ll.lH\ et stuck
with the dregs: slums, ghettos,
foreign quarters and their of-
tenundered inhabitants. Some
officially unacknowledged
chantries can't even claim that
much, and the drining nature of
blood-magic complicates things
|llI[]1l'[.1.lltk|]\.\l.ll‘ltlI]EHIL‘\jI"
courages gourmands. Many
chantries keep a “larder” of
mortal prisoners and simply’
forbid their apprentices to risk
hunting

The Embrace: Despitethe
proximiry of enemies old and
new, Tremere still recruit fur-
tively from occultists’ cabals,
Gnostic cults, carhedral schools,
universities, abbeys, nunneries
mywhere the life of the mind is hon-
ored, Recruits of all faiths are, however,
l‘.\l'l.'l_h."\! ((}] \|1‘i_;l[\l \\]1:” ‘iu' I {L‘]]l‘!\lt -
influenced Tremere think of as the
:|1h.'11i|-.,'11tvm'g| ISpects of their creeds,
especially since the conversion to vam-
piristm. Some regents also create theirown
IIIUII‘.II SCCTer soctenies tor use as k'l.'nill'lL'
and recruiting grounds. And there are oc-
casional Embraces of Hermeric magi who
either looked too promising to pass up or |
stuck their noses somewhere unfortunate.

Pragmartism rules the seemingly more
ourré choices: knighrs for the “Hungaran war”
and courtiers or even the odd prelate for diplo-
matic dury. Such folk are seduced or .|11!1‘L1-hui a8
necessary. Regardless of background, the ideal
initiate combines a blazing inrellect with a hunger
for secrets and, above all, a freebooting spirit. Other
Cainites, deceived by the fusty exterior, may not

recognize until he's too lare the scope of a
Tremere's daring.

Character Creation: Most Tremere
follow the Road of Humanity (or occa-
cither
IEnOrAnt or leery of alternatives. .\1&'t1t.|]

sionally the Road of Sin), being

Atrributes and Knowledges are usually primary, although concept
might dictate otherwise — e.g., warriors, diplomats, initiares with
amagical “wild ralent” but noformal education. Mentoris the most
common individual Background, bur chantries may enjoy consid-
erable pooled Backgrounds.
Clan Disciplines: Auspex, Dominare,
| ]'I;luln.llul'\.:\
Weaknesses: Tremere
. culture encourages obedi
ence to [ 1l‘li‘-i' ll'.l.\l\'rﬁh!]".
and that obedience is aug-
mented by the forced
partial blood oath
one drink of the com-
hined vitac of the Seven
that each new acolyre
must lli‘l.!t']’1.lL’L'. Tremere
superiors thus have a -1
difficulty ro Dominate
their clanmates of lower
rank. Perhaps more dan-
gerous \Il“. \'.I\l! [remere
surrenders a vial of his own
blood to his immediate su-
perior, and the High
Chantry at Ceons is rap-
idly assembling its own
L‘Xll.nI\rE\F U\”cx ron of
Tremere blood. The
blood magic of
Ihaumaturey makes the
lesser Tremere a potential
target for dark rites of pun-

ishment.

Organization: Out of a
.|L'-]‘t‘l"|.ll' need for coherence
(and, supposedly, for the sake of a

massive cabalistic working) the

Seven are slowly formalizing the
House's old hierarchy into some-
thing reverentially dubbed the
Pyramid. Eventually, they hope to
have seven apprentices under each
chantry regent, seven regents under
each regional lord, seven lords under
each of the Seven, and thence to
Great Tremere himself —whorestsin
Ceoris, the High Chanrry and grearest
fortress of the House, locared high in the
Iransylvanian Alps.

Ascending these degrees is a labyrin-
thine business, requiring fears both mystical
and mundane. With all their looming perils,
many Tremere still find the nightly tasks of
chantry establishment and survival far more
important than impressing some remote
superior. But the clan’s initiatory oath

uin\ l.ll'l"~ .il'.ifl] the price ol open \E{'II-

ance, and ranking magi have the means
to carry out that threar.

Jdunan

Qunlt': It pams me to .fint;p.*.' with vour
Ladyship's privy advisers, since they have doubtless
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GAncemore, Soetwas on the run,

The priests had found here hunting in the streets of Troyes, a man’s blood on her lips and his
sleeping form at her feet. The fact that the man had been as much a monster as she — a
sinner who did more than covet his neighbor’s wife and daughter — seemed of no matter to
these supposed men of God.

The first priest had been easy to elude. He looked like a country friar unaccustomed to an
agglomeration of people like that at the great fair, even at night. For just amoment, even Zoe
herselfhad believed that the old mule was rearing in its makeshift stall. The friar had recoiled
in fright of'the blow to come from the beast’s hindquarters, closing his eyes like a boy. By the
time he opened them, to find the beast sleeping quietly, the “devilish harlot” he had been
chasing was long gone.

Father Anatole would not be happy that she had been seen, of course, but he would
understand. “Almighty God,” he was wont to say, “brings us all to our fates. When hardship
strikes, it is but another test of our faith.”

The second priest, however, was more of a problem. This one came tlanked by a knight who
bore both the cross of one who has gone to Outremer and the seashell of a pilgrim to
Santiago. This soldier was no inexperienced squire, and the priest he guarded was no parish
fop. He was a Dominican, Zoe thought, for his garments were deep scarlet under his traveling
cloak. A crucifix of gold hung around his neck.

The problem with this priest and knight was that they wouldn’t go away. For every turn she
took or every distraction she created, the pair seemed to have aninstinct to follow the right
path. They might stray for a second, but they continued on the right course, as it following
some unseen path. A chill ran through Zoes already cold body as the fear rose up inside her.
“God guides them,” she whispered to no one in particular. To rid herself of them, she would
have to do something permanent. But these were men of God....

Allmen are sinners. The thought came unbidden, from the deepest part of her unliving soul.
And those who sin in the name of God are the greatest sinners of all.

And they had sinnedin God’s name, hadn’t they? They hunted her, a child of God and Caine,
afollower of the Road of Heaven, because of her nature. A nature God himselfhad imposed
on her as a penance. Would they challenge God's workings? That would be unthinkable. The
gravest of cardinal sins. Pride writ large and apocalyptic. To deny God? How dare they? To
let them continue would be the sin.

The priest and crusader never saw her circle back. Their deaths were neither quick nor
painless.



hAPCER CThREE:
Ch€ ROADS

And if f'_|1ﬁy think me a 80d for my power, | shall not
correct them.
And it they offer me that which is first and best of all
they possess,
| shall not refuse their gifts. nor cast them out.
—The Erciyes Fragments. Il (Lilith)

Within each of the Damned lies the power they call the Beast. It is

] the unending hunger and limitless savagery that gnaws at their soul,

Y night after night. They must learn to master the Beast or else go mad,

becoming little more than ravening monsters unril they are put down by

’ their own kind like rabid dogs. In order to stand against the nightly

Wl demands of the Beast, vampires embrace a variety of philosophies, beliefs

' ||1l‘\' can }]\"I\I on to .tlk] ]“lll]\i d Strong center an Hll"l\.i. [“l‘fh-l["\ even I".Ilh.\

: to greater understanding of their nature and a measure of peace. They call

these ways roads (or viae in Latin), and through them lies |1.:|u-. and often
power.

The Vatureof theARoads

The roads are philosophies, ways of existing and understanding the

p=——

world, that give their followers a greater sense of self and purpose. As the

==
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peasant turns to the sacraments of the Church for solace from the misery
of everyday life, so do Cainites look to their roads for solace from the
knowledge of what they are, and from the Beast that lurks within each of
them. The more strongly devoted to a road he is, the more easily a Cainite
can overcome or control the urges of the Beast, but also the more
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fanatical the vampire becomes about the road's beliefs, as

:{‘.lll IS as a saint... Oor a martyr.

Although the roads share the common goal of keep-
ing their followers from madness, they each do so in their
own way. Some deny the Beast, others seek acceprance
and accord with it. Each road focuses on a particular
belief, but the individual tenets of the roads vary greatly.
Some, such as the Road of Heaven and the Road of
Humanity, seek redemption and hope of salvation. Oth-
ers, such as the Roads of the Beast and of Sin, give in to
the Beast as a means of satiating its hunger. Others still,
such as the Road of Kings, focus on the superiority of the
Children of Caine over the mortal herd. Each road serves
the purpose of keeping the Beast at bay, but that is perhaps
the only thing upon which rhey agree. They are like
differing religions, often quart elsome and competing for
influence over Cainite hearts and souls.

The Order of theoavs

Many neonates focus on the parallels berween roads
.Illli [l‘]l'.fll‘[l“. .II]\I lIll']L‘ 15 |Tlx!L'L'\I d preat LIL'ilI of [.Illll J”L]
belief involved in the wae. Bur the roads are neither as
organized nor as powerful as the Church, no matter how
much their adherents might wish otherwise. Each road is
ordered according to its narure, and some are more orga
nized than others. As a general rule, roads that reach
adherence to an established code of social morality and
the repression of the Beast's urges are more organized and
hierarchical than the ones that guide followers to be true
to their personal honor and instincts. (These distine-
tions, in Dark Ages: Vampire, are often expressed in
terms of traits called Virtues, as explained on page 158.)

THE FIRST ROADS

ainites scholars and elder priests be

s lieve that the Road of the Beast and the Road

of Humanity are the most basic, and oldest, roads of the
undying. Indeed, these moral paths begin with an
instinctual desire to hold on to the grounding of human-
ity or to embrace the savage nature of the Beast. The
other roads and paths are said to build upon this most
basic, most instinctual decision. Therefore, all vampires
dare “(.I\] o hd\'L' \-‘-’.i”ﬂt'\] one ‘i III\\‘\\“ two |'l1.lt|‘- E-Il.\\\'l_'\'l.“['
briefly

;Hh_l l"t‘l'm_\ll.l] o)

From there, instructions from a sire or teacher
wrience can It‘,ld lllL' \hll\]t' (8] -.l\ll Uall
another road or reaffirm her original choice. Even if she
stays on the road to which she first was drawn, doing so
becomes a choice rather than a gur reaction. No vam-
pire can long walk even the so-called “root roads” for
11‘”'__,' W ||]'Il Wit k‘h(.\l.‘\]n‘_’ fOAact In a \\'.l\' [']'t}n PT(‘I'[]I."'“.‘.\
l]ll_']l' virtues. I"‘L‘T.l]\ I.lnl_] I‘I't Zl\_ll'_:‘_i]" t.ll_'l_' Just as many

Il'l\‘l'ill L]’I\'l\'k'.\. .an ll'l\‘\l' muist I"I'.tL'IlL'L' TI]L‘II’ n'r.hl das

|L'I'\'l.'l'l|.|\ as any Hfl'll'T' vampires.
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+ CHAPTER THREE -

Organized roads often have different sects, based
around divergent paths or the political ambitions of
particular Cainites. Therefore, the roads are even less
united than the domains of the princes, but those Cainites
with high positions within a road's hierarchy still wield
considerable power and influence, much like the high-
ranking clergy of the Church.

An adherent's progress along a road over time is
one thing that determines status, but it is also a
matter of politics and social maneuvering, like any-
thing in Cainite society. The leaders and teachers
of a road are usually the most advanced in it, but not
.|]\\'.|\'-. :||1l| every ln.h| ||.|~ 1ts }‘IH}‘IH‘I‘-, :r.i]nln
heretics and divergent sects. If any of the roads were
ahle to come rogether into a single order, it would
wield power in Cainite society nearly equal to that
of the Church in mortal society. This is usually
enough to unite the other roads (and various princes)
against the possibility.

-~ ;
LWalking theRoad

['he roads are difficult paths to follow, but they are
necessary ll.( Jainites are to resist Ilu' sirenc IH of I}I\' !‘?l'i!\l
within them. Following a road is a process that begins not
long aftera vampire is Embraced, and it continues through-
out her immortal existence unless she meets herend, falls
prey to the Beast or achieves the legendary goal of
Golconda.

Initiates

Newly Embraced vampires choose a particular road
o ii'“ll\\'. .“‘:nmr neonates n'l-ik(‘ Ihl" L'hl']i'{‘ \\ﬂh 4a Il[”
understanding of the implications, after their sires teach
them the ways of Cainite belief. This technique is the
preferred one among the High Clans and some of the Low,
but it is hardly universal. More likely, the childe has little
\Il'[!llil'll |||1l]l'!‘~i2”]\1|”'__:1‘1 I 'il\]‘\i!l' may even I‘t' i‘]i\"ill]ll\'
unaware of them ar all. Her own instincts guide her to a
broad via she can follow. Such Cainites follow their roads
our of I‘IH'I.\] Iili[h ar instinct, ('II[]I_'I[I'__! (8] \-\'h}ilt'\'t‘[ ]"'('Ilt"“
they can to ward off the Beast. Proper instruction in a road
is one of the reasons princes insist on controlling the right
to create childer. Cairiff left to their own devices too
often degenerate into monsters and stir up the mortal
I‘l !pl]i.”ll'll dgainst L :.I.!HH\.'\ imn L':t']ll.'r-{l.

However vampires arrive at their chosen road, they
all begin as minates of that road. Their first steps are
tenuous and cautious. An initiate is not yet fully commit-
ted to the road, so he does not yet enjoy the full benefits
of it. Initiates, whose convictions have yer to be resred,
are less able to hold back the Beast, which makes them
more susceptible to the madness of frenzy and the Red
Fear. Initiates also do not yet radiate the aura of their road
(see p. 161).
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Adherents

Illliiil{t‘h remain iniriaces 1”][1' lh(‘\' l‘.\I‘('I'lL'IJt it |
moment of truth, a powerful insight into the nature of
the Beast and their chosen road. This comes quickly for
some, while others ~l1m_'_~_:]rc for some time before stum-
bling upon the insight. Some roads and reachers work
to create moments of truth for their initiates while
others allow them to happen in their own time. A
moment of truth affirms a Cainite’s faith in a road.
Those who have experienced one can progress from
initiate to true adherent of the road. Thereafter, mo-
ments of truth allow the vampire to advance further
along the road (see “Moments of Truth,” p. 266).

The majority of Cainites are adherents of their
particular roads, having experienced a few moments of
truth to strengthen their beliefs. They follow their
road’s ethics and strictures as a means of holding the
Beast at bay each night of their existence. Some fail
.|nLI !t" ihl.’ ]}\('-l" L'l.HIII | lWTT more of illl'lll. \\'hlll.'i'll'll'l"
struggle forward along the road. All adherents are
equals, at least in terms of their road, although they
may differ greatly in terms of status, generation and so
forth. Some roads differentiate adherents based on
experience, seniority, faithfulness and other qualities.

Teachers and Priests

Some Cainites who are particularly experienced in
their road and firm in their beliefs, with many mo-
ments of truth behind them, choose to share their
insights with others in order to help them along the
way, They become teachers and ministers of their road.
They may do so deliberately or simply fall into the role
as more ;lild more \llI\IL‘HT"- come ‘-L‘I'LII'I! .-IJ\'I\ ¢ .llh}
guidance. Sires usually teach their childer at least the
basics of their own road, if nor all the major roads, so
that the fledeling can survive in Cainite society. Other
teachers take on many students and debare among
themselves the ethics and qualities of their road, fur-
ther refining their knowledge and passing it on to
others.

Many roads (particularly the Road of Heaven)
ILI\ ca TL'[IL“IUU‘ \Illl}l'll‘lill'l o |1\L‘l]1. dn\] L'XI‘L‘T’]t'nt L'LI
adherents rake the role of priest as well as teacher.
These ashen priests, as they are known, minister to the
needs of adherents on their road and acr as confessors,
counselors, teachers and guides. Although some were
priests and nuns in life, most find their vocation after
the Embrace, ordained by a particular sect of their road
to perform their duties. The Road of Heaven has many
such sects, while the Road of the Beast has few teachers
and fewer priests. The other roads lie somewhere in
between.

Ashen priests and other greatr protessors of the
roads have some influence in Cainite society, much
like mortal priests and scholars do in mortal society.
Although the roads have nothing T_I\L‘qu.ll the unity of
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the Church, the highest-ranking ashen priests wield
power like that of a bishop or even cardinal, and
princes and barons seek their favor and support.

Paragons

Above even the greatest teachers of the roads are
the paragons, those Cainites who embody the prin-
ciples of their road in every word and deed. These
worthies have endured many years of unlife and faced
countless challenges on their path, overcoming them
through dedication and strengthening their devotion.
Their wisdom is unparalleled, and rthey are looked
upon as the n|u.11~ of Christian saints and mythic
I'lL'rl'\."i. ‘\l\"*H.L"" \_'i.lll'l] !Iliil some F‘-IE':H.',‘F“\ il-l\(' even
attained the legendary state of Golconda, but such
paragons are incredibly rare. Indeed, many Cainites
lltlili‘i l}'iilT !}Il.'\' even exist as '.II'I\.III”'IL‘ l’!Ill'I' [hrl”
legends and parables created by ashen priests to en-
courage their flocks and give them examples to emulate.

A paragon is more than just a Cainite with a strong
dedication to her road. While some Cainites begin
walking their road as initiates full ot devorion and
vigor, few find that their initial blush of dedication
survives years of unliving existence and the tempta-
tions of the Beast. For most, their road is a constant
struggle, a tug of war between their free will and the
Beast. For each step forward, there is ar least one step
back, creating an uneasy equilibrium. Paragons are
rthose who have undergone many rrials and moments of
truth and learned from those experiences, using them
to strengthen their devotion and deepen their under-
standing of their path. They manage to continue forward
on their road and mainrtain the high pinnacle to which
Ih\'\ |1'.1\'u.' ;1\L‘t.'|1\.1u|.

Apostates

Somerimes, Cainites turn away from a road rhey
have chosen, but apostasy is a grave decision that risks
the character's soul. Either the vampire takes up a new
road in short order, or he is lost to the Beast forever.

In either case, dpostares rurn away from their
current road. They no longer honor its principles or
follow its traditions. Doing so allows the Beast greater
reign over the vampire's heart and soul, and apostates
become increasingly dominated by the needs of the
Beast. They sneer at their former beliefs and may even
hecome outcasts at court or among other adherents of
their road. Most apostates fortunately have the patron-
age of ateacher or priest of another road to shield them.
Those who do not may be declared anathema or even
become the prey in a blood hunt.

Evenrually, after casting aside most of their road’s
heliefs, apostates reach what some Cainite scholars call
“the jaws of the Beast.” Like a drowning man, they can
either swim or sink. They must take up a new road,
dedicate themselves to it and struggle to regain their

:‘.._-_-‘__d__-‘_-__.‘ /_ -
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mastery over the Beast, or they surrender and sink into
complete savagery and irreversible damnation,

I':\.\'I] dpostates \\]‘!-\ dare \mil'\-ﬁll on I}u‘n new
road carry a slight stigma with them, particularly among
their former fellows, but changing roads is not consid-
ered a crime. Still, relatively few Cainites choose ro
change their road once they become adherents. Those
who commit apostasy more than once are looked upon
with suspicion; they possess extraordinary strength of
will, but little strength of characrter, making them
dangerous

Ercommunication

Even rarer than those who turn their backs on
their chosen road are those Cainites banished from
I|1t'|| iH;u] ]‘\ an rl\lt'l Or teac |H-|, !LII'I'('\I from 1ts
sacraments and made anathema to their fellow adher-
ents. x“' .Ill I't'!-.lk.l\ |‘I'.IL[|& ¢ excommunication as \Ul.h.
and it is never invoked lightly, but influential priests
and teachers of a road have the power to declare an
adherent outlaw, and groups of them can even banish
one of their own.

The excommunicate is cut off from all involve-
ment with the road, its rites and its followers. Anyone
associating with or giving aid to an excommunicate is
likely ro suffer the same fate. Although they can con-
tinue to practice the rites of their road on their own,
excommunicates often begin to degenerate without
the support of their fellow adherents, causing them to
]‘-t‘L\lllIL' apostates .1I1\] "-L‘L'L .il!ul]n'T In.l\l. (8] L']w I.l”
into the clutches of the Beast forever

Therefore, excommunication is a serious matter,
since it may condemn the banished to the Beast. Most
Ll'““'l\{l'l 1L ¢ [k"\']l'-l l‘]"lk.i]ll”ll Inseverity, w I"Iltl' some
A swift Final Death is often kinder
than slow degeneration into a monster. Such is par-

consider it worse

ticularly rrue on the rare occasions when a vampire is
outlawed from Cainite society in general and no teacher
or priest of any road will take him in. Powerful ashen
priests wield the threat of excommunication like Cainite
princes wield the power of the blood hunt. It is a rarely
used, but ever-present threat that hangs over the heads
of their enemies.

Forking Paths
Sorking Paths

Each road has a large number of followers scartered
across Europe and beyond, all of whom agree on basic
precepts, but who may disagree on some areas. In most
cases, these disagreements are reflections of individual
experiences, and they do not lead to factionalism so much
as personal insights. One follower of the Road of Human-
ity may believe in mimicking the latest human pracrices,
whereas another may follow the models of previous soci-
eties. But real movements do grow up within the roads,

either in reaction to a spreading insight or around an
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especially charismatic ashen priest. These so-called paths
are refinements of the practice of a road and its tenets.

FHI' l'.\.lll1|‘li‘, :t]nlls: I|H' Ru,l.i ol ] ll'H\'('H. llu‘lv s
the Path of Divinity, which teaches that Cainites are
\11\'i1h']\ l‘lt‘\\L'\{. touched by the hand of God and set
above mortal men. The practice of this path can be
seen in the Cainite Heresy, among other places. In
stark contrast, however, lies the Path of Penitence,
which reaches that God cursed Caine and that those
who carry Caine's blood are also cursed for their sins,
with their vampiric unlife as penitence. Both paths
believe in the power and greater glory of God, but each
considers the other’s beliefs heretical

In other cases, the diverse paths of a road exist
more or less in harmony (or at least without any overt
conflict). The adherents of the Road of the Beast
respect the various beliefs of its paths, since they are
simply differences in expression of the principles they
all hold true. Some paths relate to their road like a
diocese to the Church, while others are more akin to
holy orders, monasteries or, in some cases, heretical

SeCLs.

Aites of thevads

Each road is more than just a set of beliefs. For a
road to be useful, its ideas must be pur into pracrice,
Qllld L:illl“[l_" CArry out Ill(_' sacraments \ll'ILI I IlL'.\{Ii.lllL'“'
roads as part of their nightly existence. These rituals
affirm the Cainite’s belief in the road and hold the
Beast at bay for one more night. Like the sacraments of
the Church, rites have an important role in Cainite
existence. Without them, their roads would be so
much lip service and meaningless philosophy. With
them, the roads offer adherents an existence other
than the one offered by the Beast. Failing to perform
the rites of their road on a regular basis can erode the
vampire's moral center, a process known as degenera-
tion (and detailed on page 267). The exact rites vary
from one road to another, but they fit into certain

categories Th:n Are common to ;1” Iu:u{-.

Prayer

In solitude or together, the adherents of the road
recite sacred texts, often passages from the Bible or the
so-called Erciyes Fragments, extracts of The Book of
Nod which have been passed through vampiric circles
in recent decades. They offer up prayers of thanks for
the will to carry on another night or of thanksgiving for
their unliving state. They honor God (or whatever
pagan gods they believe in), or they simply medirare on
the truths of their road and how their experiences
illuminare them. Prayers ro ancient figures from legend
such as Caine and Lilith are known among some of the
Damned. Nightly prayers are an important devotion
for the Road of Heaven, and Cainites walking the Road
of Humanity sometimes find solace in them, although
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they more often prefer Socraric debates and dialogs on
the nature of humanity and their own existence.

Study

Cainites often spend time in study and contempla-
rion of the tenets of their road and what those words of
wisdom have to reach them. They may study under the
guidance of a teacher or priest, alone or in the company
of other adherents. Some roads have ancienr rexrs and
holy books, penned by their greatest teachers, while
others have only the lessons of the world, studied in
mortal courts, dry tombs or the darkest wilderness. Time

spent in study deepens the adherent’s understanding of

the road.

Aitual

I'he roads have numerous rituals, from the Mass of
the Road of Heaven to the knighting ceremonies and
pomp of the Road of Kings ro the ritual combars and hunts
of the Road of the Beast. Rituals tie the adherents of a road
together, giving them common experiences, and rituals
serve to mark important events and reaffirm devotion.
During rituals, adherents are most in touch with their road
and its precepts, embodying them and carrying them out.

Celebration

While rituals are usually solemn affairs, celebrarions
are more spontaneous but still honor the beliefs of the
road. The Bacchanalian excesses of the Road of Sin and
the tournaments and competitions of the Road of Kings
are both examples of celebrations, while stories are told
about how followers of the Road of the Beast celebrate in
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savage contests and wild hunts. Those on the Road of
Humanity often find solace and strength in the celebra.
tions of mortal society, affirming the joys of life and its
simple pleasures.

Winistry

Some adherents of the roads choose to honor their
beliefs by teaching and ministering to the needs of their
tellows. Professors and priests are important to the continu-
ance of the roads and for initiating neonates into the ways
of the road. They also officiate other rites, such as priests
offering the sacraments to the faithful or lords bestowing
knighthood and other honors. Ministry and teaching are
usually reserved for experienced adherents of a road

Penance

In addition to preventing degenerarion, a road’s
sacraments offer solace and hope when a tollower sins
against it. This may be a lireral confession and penance
like that of the Road of Heaven, or it may be a more
metaphorical affirmation of the road’s ethics, like an
adherent of the Road of Humanity feeling remorse and
doing humane deeds or a follower of the Road of the Beast
casting off more of civilization's chains to be wild and free.

Penance can take place any time adherents sin against
their road, whether or not they degenerate. If they do not
degenerate, then they arone for their sin and rededicare
themselves to the road. If they do degenerate, then proper
(and often lengthy) penance may serve as a way for an
increasingly callous adherent to rediscover his moral
compass. The guidance of a priest oracolyte at these times
can make the difference between recovering fromsin and
LI11I['IL! before it.

e T—— g
= o et il LY T TN NP - =
Ve ’, / o _— ._._J'//F-‘

——— e

* DARKAGES: VAMPIRE -

o~

P 5w )

———————



_% gy

OTHER ROADS

@ he five roads described in this chapter are
o/ not the only ones. They are simply the
most prominent and the ones most often followed
by the vampires of Europe. There are other minor
roads (often seen as paths of the five great roads).
Their most common adherents are Cainites of a
particular clan or bloodline, who created the road
to embody their own precepts and goals. These
other roads include the following:

* The Road of Blood (Via Sanguinis): The
mysterious code of the Assamites, handed down
to them from their clan's founder. It teaches thart
the blood of Caine is a dangerous and ]mwrl'hﬂ
gift, one that only the followers of this road are
truly worthy of. They hunt and diablerize other
vampires.

® The Road of Bones (Via Ossium): Follow-
ers of this morbid road are fascinated with the
nature of death and the soul, and how the unlife of
the Damned relates to both. They study death in
all of its forms with a cold detachment, seeking to
learn more about its true nature. The road has few
adherents, mostly members of the Cappadocian
clan, along with a few morbid Tzimisce.

® The Road of Metamorphosis (Via
Mutationis) The esoteric Road of Metamorpho-
sis is the realm of the Tzimisce and their

flesh-shaping arts. It preaches a transcendence of

T -

T

all things, from human compassion to weaknesses
of the flesh. The body is only clay to be shaped for
the l‘t'l'l‘.t’l tion of the .‘-]‘i!l!. It is a secretive road,
open only to the Fiends.

* The Road of Night (Via Noctis): Cainites
on the Road of NI:_"\I embrace the darkness and all
that dwells within it as their birthright. They are
also drawn to the darkness within others, seeking
out sinners to ]‘\ll'lihh |}ll.‘Tl'l. Via Noctis is most
common among the Lasombra, masters of shadows
that they are.

® The Road of Paradox (Via Paradoxi): The

bastion of asmall and fanatical core of Clan Ravnos,

the Road of Paradox is ill understood outside the
Charlatans’ ranks. Its principle belief is that every
living creature has a specific destiny. The Embrace
creates a fundamental paradox by removing a per-
son from his destiny, and the only way to
compensate for that is to help others reach their
destiny or remove from life those who don’t follow

destiny's dictates.

e The Road of the Serpent (Via Serpentis):
The serpent is a subtle tempter, leading many
Cainites to believe that this road is a |‘;|$]1 of the
Road of Sin. Bur in truth, it is a road of its own,
most commonly followed by the Serites. Like the
serpent in the Garden of Eden, they offer both
truth and damnation.
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ROAD OF ThE€ BEAST

VIA BESTIAE

Most Cainites struggle against the and in thar one is dearh, true and final.” Bun

hunger of the Beast, but the Feral follow cruelty is no more the way of the Beast than

ers of 1]1'.' R\I.l\l ol t|n' Beast accept l]u'il mercy. Ferals kill because t|u-\ must, not for
|

destiny as the grearest hunrers in the entire sportor pleasure. They prefer to kill quickly and

world. They see themselves as kin to the wolf cleanly, and only when necessary.

and l|'n' |I||[\. |-1'\-\];|r.-1'» thar live in wild |\i.n es, Burt Ferals give n.nrh.ul-_:ln
stalking their prey. They rely on their instincts to regret or recrimination. Fol-
and animal cunning to help them survive. lowers of the Road of the Beast
Abandoning civilization, they exist in the moment. The past
give in to hunger and sav is past, and the future is yet to
agery, and sariare the Beast be written. All that marrers is

1n so \ll‘lH'_" 2Iving 1t no

now, satistying the needs at

need to overwhelm hand. In the extreme, they
them. This road may be do not plan beyond choos-
the oldest among
Cainites, harking back to

the first nights, when they

ing their next meal or
tfinding a sate haven from
the comingof day. They typi
were the mightiest hunters
in the world. The Ferals
certainly think so

cally have no patience for
plotting and scheming, pre-
terring to act where others

think. This boldness makes

Ferals seem naive to some

Ferals leave the trappings
of civilization behind and sur-
vive by theirown laws and those ainites, bur they are nor fools,
of the wild. Theirs is a ~|l1|]'[t' and they do not care to be treated as
exisrence: \\'}u'li they ]HII[“_L'T, they such. They see with 1!11' eyes ol :i]-'
hunt; when they tire, they rest; and when they are hunter. Everything in the world s di
threatened, they strike swiftly and withour mercy vided into predator and prey, enemy and
Doing otherwise is to show weakness, and the weak ally. There is no room for anything else.
perish so that the strong may survive. Among the followers Like true predators, Ferals either walk

of the road is a saying: “The Feral wins every battle bur one, alone or roam IIl|'|1iI1|I.TI'__'[‘.i\ ks. More elaborate

HIERARCHY OF SINS AGAINST THE BEAST

Score  Minimum Wrongdoing Rationale
10 Putting yourself at risk needlessly Survival is paramount.
Nor challenging a weak leader Only the strongest should lead.
Killing for any reason other than survival Murder is a creation of sociery.
Avoiding contact with nature In nature lies strength. Civilization is soft and weak.
Needless torture or cruelty Only “civilized” folk engage in these things.

Making a sacrifice for someone unrelated to you You owe others nothing.

Refusing to kill when important to your survival Nothing is more important than survival.

Failing to defend your territory Those who do not defend their territory have it
taken from them.
Showing mercy to an enemy Mercy is for the weak.

Abstaining from feeding when hungry The Beast must be satisfied.
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social bonds seem odd and confining to them, and they
hold mortal and Cainite society in contempt. They have
s ]It[lx' o JH W IT]\ NII\{'I’ as \\\IM:'. S MIIE even go so I..II
as to reject the legend of Caine and claim that their
lineage comes from older, pagan sources. They value their
freedom above all else and hate to be caged or bound. They
owe fealty o no lord, and they avoid the blood oath at all
costs, except when it is freely exchanged as a pledge of
loyalty
no need for the softness of civilization. They give their

Ihey live by their wits and their strength and have

trust and their respect only rarely, bur rhar gifr is uncon-

ditional when they do. They only obey those they respect
li'

and only respect those who prove their strength
body, mind and spirit.

Ferals are wanderers, so they are found in
wild lands everywhere near their prey.
They dominate the wilderness where
most Cainites fear to tread. They range
In appearance from naked savages to
fur-clad barbarians to cunning woods-
men. Common belief to the contrary,
their Feral nature is not always imme-
diately apparent, though ir always
comes to the fore, sooner or later.

Narturally, few of the members of
the High Clins follow this road that
rejects |hL‘ VETry SO ial order that guaran-
rees [}n'll presrige. .]I'IN\L' |11L‘|1-I‘il“‘d-.'\|
Cainites who do embrace the Feral way
are usually ourcasts and exiles from
the courts of princes and bar
ons. The road is much more
|~u|\|l|.l[ dmony 111(' |,nu
Clans,

Gangrel,

\'Hi‘i_'l_lii]l\ 1}'!\'

\\'!]i' are most
strongly associated with the
l{\!.!\{ ot !lu' PN.':}-\I n IIH'
Cainite mind. Still, mem-
bers of any clan can follow
this road if they are strong
|'1‘|n1|!{|1 o survive it.

Sobriquet: Ferals

The Ethics of the Beast:

e Exist in accord with the needs of
1|]L‘ I‘\L'.I.\!.

¢ Do what vou must to survive. No more, no less.

o Merey is for the weak. Only the strong survive.

® The past is dead, the future is unborn. The mo-
ment is yours.

® Respect only the strong, and swear fealty to [j
no one. ;

Initiation: Many Ferals take up the Road of
the Beast on their own, giving in to their
animal sides. It is most common among bar-
1‘,It'i.||1\ .In-{ rogues \\'Ih yere :lht'.hi\ outsidet |u'
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laws of civilization. Some Ferals seek out and reach
students the ways of the wild before leaving them to
survive on their own, and Feral packs also *adopt” ini-
tiates from time to time. Initiation onto the Via Bestiae is
made up of harsh lessons, intended to strip away novices'
remaining ties to civilization and harden them to the
realities of existence as hunters. Those who fail are culled
without mercy, to leave more prey for the worthy
Organization: The Road of the Beast has even fewer
leaders than it has teachers. Ferals sometimes gather in
packs, led by the strongest among them who must face
down any challenge for leadership from the other mem-
bers of the pack. These packs tend o exist only as long as
they are useful, breaking up and going their separate ways
when they are not, or ending in the destruc-
tion of the weaker members of the pack.
Otherwise, followers of the Road of the
IE\L'-!"\T AC L’Hl ‘\\'Ii.‘k*‘_:i.' no il'.l\{i'l'\. nor any
hierarchy save the relationship be-
tween predaror and prey, and teacher
and student.
| Aura: Menace. Those in the
/ presence of a Feral know that she is
a true hunter, just as deer do when
confronting a wolf. The aura modi-
fierapplies torollsaimed at terrifying
Or COWIng an opponent.,
Road Virtues: Conviction,
Instinct
Paths: Path of the Hunter:
You are a predator, and all others
Path of the No-
mad: Civilization is \'fdh'r'_\' Run
wild and be free. Path of the
Savage: Embrace your hatred

are Your prey

and rage, and use them to de-
stroy the weak.
Roleplaying Tips: You
are a monster, more terrible
e and savage than any natural
"“R beast. You see all others as
]‘1‘!1.‘!1!1-.!] prey, and you re-
spectonly those stronger than
vourself. You are free and un-
encumbered by morality or
material things, guided by your
instincts and your needs. You
exist in the moment and fol-
low the laws of the wild. You
strike without mercy or regret.
As long as you are strong, no

l  one can stand against you.
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ROAD OF hE€AVEI

VIA CAELI

The Damned know they are cursed

orthodox Western and Eastern
by God, and many of them curse God in Christian teachings and seek salva-
return. But others accept the burden tion in the rejection of truly undying
the Lord has placed upon them and seek temptation. Theyallagree thata heav-
to find purpose in it. These Faithful know enly reward is not unattainable,
that everythingisa partof God's plan, even although it is far harder for the Damned
the Children of Caine. Followers of the to achieve than the living. God
Rﬂ.l\{ of } iL'.I\'l‘l': \.i(‘\'l e TI]\‘ILI~;'|\ e \E‘ s MO W Hh\il.l\\ | fl~'._’_l'.|\ e from
tounderstanding that purpose. The sinners.
answers to the question, “Why has Anicnaallafbiaiant sacts
God done this to me?” lead to the ofthe R \.;.1:.\I Heaven, the voice
many divergent pathsof this road of the Beast is that of .“I~'.||.m the
Like the mortal Church, the Road ) .
great tempter, seeking to lure the
of Heaven is given to schisms, sects Faithful away from righteousness
and heresies. and inro sin. They shun all ser-
The road as a whole is built gty of davil.  siich 4e
upon the belief thar God is testing

devil-worshipers, demons and

the so-called Faithful, just as he followers of tlie Road 6fSin. The

tested Abraham and Job to

A ]'.I”I]TII' continue o carry out
strengthen their faith. Theirs is a

the sacraments of the Church

heavy burden, bur they bear it even in their unliving existence,
gladly, because it is the crucible in and ashen priests are the most
which theirfaith is purified and made cotamonotthe RoadofHeaves,

holy before God. Many Faithful are Followers gather in small congre

drawn to various Gnostic heresies gations to worship, guided by their
that claim that the material world is

priests. Some support the mortal
Hell, a belief that fits well with the .

Church while others reject the

Cainite condition of damnation among Churohi b fivor of thelr owsy b

the living, Others tie themselves to more retical beliefs.

HIERARCHY OF SINS AGAINST HEAVEN

Score Minimum Wrongdoing Rationale
10 Violating any of the Ten Commandments, for any reasson  God's word is law.
Failing to speak out against corruption and sin All the Devil requires is for
the faithful to do norhing.
Acrting out of pride, avarice, Sin is the road to the Beast.
gluttony or some other sinful impulse
Theft, robbery, willful vandalism Thou shalt not steal.
Causing harm to a pious and virtuous person God sees all and punishes such sins.
Feeding from an innocent without permission God protecrs the innocent.
Blasphemous or heretical acts Thou shalt have no other gods before Me.
Denial of God leads only to damnation.
Allowing a crime or major sin to go unpunished “Vengeance is mine,” sayeth the Lord.
The murder of innocents Thou shalt not kill. Do not repeat
the sin of Caine.
Aiding a demon or other supernatural agent of evil  Serve evil and you serve the Beast.
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I'he Faithful are found throughout Christendom and ¢ Deny the Devil through denial of the Beast and all
bevond. Those in the East often follow Muslim creatures of Hell.

ways, and there are Jews and even pagans on Initiation: Many who come to the Road of Heaven

the Road of Heaven as well. Monasteries were believers in ||{"-. part |L'|.J|;||'l\- C IU|'1_-\' ;|n\] (1'“,\'.-_].1;1»;

are particular havens for the Faithful, iso- sworn to the cross. Others find God after their Em-

lated from the outside world and permitting brace, seeking meaning in their unliving existence,

Iht'ln a4 measure “i' ‘\l‘ll[ll\.i'.‘ (;lih' d Inurl,ll ;||1\| [I':L‘Sl.' converts are among 'rhc maost Tl.'.lluli_\_
Initiation onto the Road of Heaven is much like a

Church confirmation or baptism. The initiate swears

herd ro feed on). Outwardly, most of the
Faithful appear no different than the morrals

with whom they sometimes mix, save for a before a priest and God's altar to renounce Satan

fanarical ‘,:]t‘i\l]] in the eyes and the air Hi.h{‘]!-' .'Ilh] h[,\' works on Earth and to honor the will of

ness that surrounds them. God. The specific trappings and rites vary
Ihe various paths play a much greater role depending on the sect. Crusaders addition-
ally swear to bartle the forces of Hell, while

heretics twist the sacraments to glorify them-

in the Road of Heaven than paths do in most
others vampiric beliefs. Among the Faithful,
these paths form large and sometimes selves as the chosen of God.
avertly ul';_‘.lnl:t'tl rt'lmnnl* movements.
I'he adherents of the Paths of Peni-
tence and Retribution often worship
alongside other Faithful, but they
emphasize different points of theol

Organization: The Faithful organize
much like the mortal Church, but they are
broken into even more disparate sects and
teachings. Ashen priests see to the needs of
theirflocks and perform the sacraments. Over

ogy. The former believe that unlife is them are the various abbots and bishops of

a penance they must endure in order the road. The road has not chosen a single
pm‘lrlff. Several elders claim that title for
their own sect, but they do not have the
loyalty of all of the Faithful. The Faithful

often take to the monastic life, influencing

to purify themselves and prove their
worthiness to God. Many of the peni-
tent take vows of charity and poverty,
secking the Lord's forgiveness, and they
feed only on the thin and bitter vitae of
animals rather than humans. Those on
the Parh of Retribution, meanwhile,

mortal monasteries or even creating their
own isolated communities where they can
worship and serve God in their own way.
see themselves as instruments of God's Aura: Holiness. The righteousness of
vengeance against the sinful and the
wicked living and unliving alike.
They hope to win back God’s favor by
acting in His name and rooting out evil.

the true servants of Heaven is apparent to
'.l”‘ TI]{_' aura |I|l'\1|||k'f' .II"‘llt'\ o ..""Il'll'hll It F“\
that rely on the vampire's image asa holy and
divine being.

Much more contentious, however, Road Virtues: Conscience, Self-Con-

is the schismatic belief thar Cainites are trol

not ulll'\l.'\]. |\1II ]'Luuu'd |‘\.' (;Htl. ”l\'m.' Pillhh: l‘:!l}ll‘t [-!I\'lllll\'i }'“” are among

the chosen of God and should be worshipped as
such. Path of Penitence: Your damned exist-
ence is punishment for vyowr sins. Path of
Retribution: You are God's angel of ven-

heretics say they are set above mortal
men, with great powers at their com-
mand, like the saints oreven the Heavenly
Host. The Cainire Heresy (see p. 46) arose
frim thels beliefs, along with ”.I}]u |1m$-||- geance and scourge of the wicked and sinful.

cal cults and sects that worship vampires Roleplaying Tips: Godhaslaidaheavy

as §i , ANEe W 2ods Ih NS '|\'r.\. Thc
s saints, angels or gods themse burden upon you, but you shall not be found

Heresy's bishops are very often in conflict .
: wanting. You are among the truly devout,

with other ashen priests of the road.

Sobriquet: The Fairhful

The Ethics of Heaven:

whose faith is rested and made strong. If
you deny the Beast within you, J('II_\' the

Devil and all his works and remain stead-
* God laid His mark upon Caine and fast in your faith, you will be
hl"\ C iii“t‘r as part nl' | fl\ great I‘Lit‘l. rl-\\';ir\fL-J_ Ynli J.s not ;|]\\';|\'k

® The word ot God is law. Defiance of understand the reasonstoryour

iod is sin that leads to damnation. suffering, but God works in

® No one is above God's law. mysterious ways. You do not
need to understand, only to

|11'| leve.

® Love and serve God in all things
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ROAD OF hUMANITY

VIA HUMANITATIS

Other roads see Cainites as something apart accident of birth or physical circumstance. It is not a

from humanity, be they savage hunters or or N beating heart that makes one human, but a feeling

dained princes of the world. The followers of the heart. When the hearr is hardened against all car-

Road of Humanity see themselves as no different ( ing, or twisted and blackened by wickedness, then
\

in mind or soul than their fellow men. True, they one is truly dead, whether Cainite or mortal.

have a great and terrible burden laid The Beast represents all that the

upon them, but they cling to the Prodigals strugele against: unceas-

vestiges of their human nature. In '@ ing hunger, depthless cruelty,

the darkness of their souls, they selfishness and inhuman madness.

work to fan the dying embers of Tothem, itis the Beast that encour-

their humanity into a flame that apes Cainites to become monsters

can light their way. Let others and only by holdinigon to those

& ;@ behaviors that are uniquely hu-

man can they deny the Beast

H'\'lni to become m MSTErs or an-

gels; the Prodigals consider
themselves human and will re- and its urges. But in order to sur
main so. vive, Prodigals must sometimes
Unlike those on rthe Road indulge those dark urges. They
of Heaven, Prodigals donot look

to God tor their salvation. They

must feed, and they must protect
themselves against those who
find it in simple acts of human would destroy them. These goads
compassion, in the very act of liv force a Prodigal to forever struggle
ing, even though they are no longera against the Beast, committing small sins
part of the living world. Their reason to forestall greater ones and seeking
and conscience are their guides through penance and redemprion for their ac-
the dark maze of their existence. They will tions when they can.

not become beasts, treating their fellow men The Road of Humanity embodies many
of the ideals of the Brujah clan, particularly the

possibility of Cainite and kine living together in

HIERARCHY OF SINS AGAINST HUMANITY

Minimum \\"rongdm 14 Rationale

15 prey, nor seek to set themselves above hu-

manity. To a Prodigal, humanity is not merely an

Selfish thoughts Thought is as good as deed.

Minor selfish acts Compassion separates us from the beasts.
Injury ro another person Follow the Golden Rule.

(deliberate or otherwise)

Theft and rnN\cr\_‘ Hl“\l‘L'LT the property ot others.
Accidental violation of another lgnorance does not excuse cruelry

(e.g., drinking a vessel dry from starvation)

Wanton destruction Man creates; the Beast destroys.
Impassioned violation of another Those who act as beasts become beasts.
(e.g., killing in frenzy)

Planned violation of another (e.g., murder) If you surrender to the Beast, you become its slave.

Casual violation of another Others are worthy of your respect.

(e.g., wanton killing, feeding past satiation)

The most heinous and demented acts Are you man or beast?
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peace, with respect for human dignity and freedom. Many  phers the respect they are due, and they tell tales of the
Brujah follow this road, along with members of paragons of human virtue that seek (and sometimes
every other clan. The Road of Humanity is one find) the secret of Golconda. But they have not
thar many vampires come to by instinct. After

all, they were all human once, and the Embrace

—\ formed any broadly recognized hierarchy. In-
f \ sread, the Prodigals associate with one another

often leads to an understanding of how pre- | through a network of largely egalitarian guilds

cious (and fragile) one’s humanity is. Some and fraternal orders. Some influential reachers
falter and seek another road, while the rest |\ and philosophers of the road gather students
continue to shelter the light of their human- around them ro form schools in the Greek
ity against the dark tradition, but such groups are usually small,
dedicared ro study, debate and the an-
cient maxim “know thyself.” While

lyceum gather to debare, other sects of

§

Prodigals are found most ofren among
or near the common folk rather than the
nobility. Among them, they learn how
to be human all over again, while con- 4R the Road of Humaniry take a more
tinually testing the strength of their \ active role. Some offer succor to the
convictions against the desires of the 1

Beast within. Of all Cainires, Prodigals

!

newly Embraced, while hunting down
L those lost to humanity. Others follow

seem the most normal to mortals, and S : B the Brujah ideal of asociety in which
they are the least likely ro stir feelings F { Cainites and mortals exist together
of either awe or mistrust within them. in peace, and they do what they can
I to make it come about. There are

Sobriquet: Prodigals
v, ‘ even tales of vampire hospitalers
i

Ethics of Humanirty:

| and physicians who treat injured
® A man is measured by his words, ; .
and sick mortals, reclaiming their
his deeds and his heart, not an acci-

5 humanity through their mercy.
dent of birth or circumstance.

Aura: Normalcy. The human-

e The ability to reason separates
t ity the Prodigals hold in their hearts

man from beast.
keeps them from seeming so strange
* Dounroothers as you would have and frichtening tomortals. The aura
modifier affects artempts at win-
ning sympathy and appearing

normal.

Iiit'IH do unto you.
® All men are hrothers.

e Freedom is earned with dignity

and justice. Road Virtues: Conscience,

Self-Control

Paths: Path of Breath: Act as a man
o hi_' a man, j‘rl'{“ht'. i PT-J';. Tew L'J LI?]LI “11'
Path of Community: Alone you are damned;
in company you can be saved. Serve the
needs of others. Path of Vigor: To stopis to
y wither and die. Move and you shall live.

A\

Initiation: Many followers of the Road
of Humanity come to it on their own after
strugeling with the realities of their Cainite
nature. They affirm their belief in their own

humaniry and hold to it tightly, usually after
a harrowing experience with their own capac

ity for monstrous behavior and the power of

the Beast, which serves as a moment of truth. Roleplaying Tips: Although you are
ay 83 / oud

changed, transformed in body by the Em-
brace, you are still human. Your mind and
soul are your own, and you will not

A neonate who kills savagely to sate his hun-
ger, a fledgling who seeks revenge tor a petty
ﬁllghl; these Cainites look at the blood on
their hands and reject the monsters they

(F ,
1 surrender them to the Beasr. You can
|].I\'L' become. Orthers come rot he rc vad more - ¢
\ still reason, and — more importantly

k' — vou can still feel and follow the

dictates of your conscience and know

gradually and are raught its preceprs by

their sire or another teacher
Organization: The Road of Human-

ity claims that all men are brothers and

remorse when you
falter. As long as
those things are
true, vou will
never be the mon-

that each should be measured accord-
ing to his or her words and deeds.
Therefore, the adherents of the

road accord their great ster that others

teachers and philoso say you are.
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OAD OF KINGS

VIA REGALIS

Just as God ordained thar kings should rule over
men, by placing His mark upon Caine He ordained
that Cainites were above the mortal herd, and that

lead to rebellion and berraval. Bur, carefully controlled,

those same passions can raise a ruler up to grearness

and give him the power to conquer his enemies and
some also held the divine right to rule. The Scions,
followers of the Road of Kings, believe

hold on to his throne. So the Beast must be

controlled, and conquering the Beast is

that power and rulership are their a necessary first step in conquering

inheritance, secured by strength of the world.

arms and skill ar court. Just as the Itslittle wonder that the Road

mortal nobility wars for control over of Kings draws many of the High

land and wealth, so do the Scions war Clanstoir, particularly the Lasombra,

among themselvesforcontrol of Cainite Tzimisce and Ventrue. Those who rise

domains, with lesser vampires and mor- to the position of prince often do so by

tals arrayed like pieces on a chessboard. following this road. Although there are

princes of the other roads as well, none

glory. They are also concerned with have made mh-h}n[' so much a part of

rulership, and the first lesson an initiate of their very being. And Scions often make

the road learns is that one must be able to the best rulers because the see their
rule over the Beast within before com- endeavor as larger than simply hoard

II1-1I1\iIH: the |*‘\_'-il!\' of any *”*‘I\’il or ln'._’['m't\ull\l“w wer—that isthe domain

vassal. Inaworld where one eithertules or of the Beast. A true king creates justice

1S I'llll\f. the Sc ons l\uilll Lo master TI](' tor [H\*lll‘_]L'L[\-lI‘J\iIH‘-I‘II'L"‘ l.\\-_-;h\-|n his

Beast, tocommand inferiors and rodeferro vassals. And the only way to understand

betters, all while seeking to claim the how to inspire loyalty is to have been loyal

destiny of power laid before them. They oneself, therefore, many Scions spend

understand that all Cainites are em- time as vassals and knights in other's

I'H\\l'l'l';ll-ihlit' vl\.illrl!\'-ll|illl‘|||li‘\ SCrvice. \.‘[}IQ‘T'- serve as ]lILiL'L" .|1ll|

are bur that n]li‘. Il]t' strong, the

magistrates, \1|.~-|*<'11~|n'.: justice in the
swift, the cunning and the bold can

name of a i‘ J]ki W Jll M [ill‘\ seTve.

seizeathrone and hold it. Divine (or | Yamned) Because of their appreciation for feudal

right can become manifest only through skillful action. honds, Scions have adopted the tradition of chivalry as their

The Beast stands in the way of a Scion’s destiny. It own. and( ainite lords sponsor orders of knighthood wherein
represents all the dark impulses that drag a ruler down and  initiates and adherents of the road can leam its ways and

HIERARCHY OF SINS AGAINST KINGSHIP
Score  Minimum Wrongdoing Rationale
Neglecting your duty Those who fail in their responsibilities often lose them.
Treating a peer with disrespect A leader earns respect by acting respectfully.
I'rearing an inferior as an equal Everyone should know their place, including you.
Breaking your word to a peer Trust is earned by being trustworthy.
Behaving shamefully before your peers Honor and reputation are everything.
Showing weakness in front of inferiors A leader must be seen as strong.

Failing to answer a challenge to your honor Honor must be maintained; challenges cannot go unanswered.

Treating a superior with disrespect Superiors must be given the respect they are due.

HJ’\'.ILHIL’ your wi II'\f [O your superors ‘|'\ WIT Wi :r\] 15 your [\un\]. 11 VOUIr Wi ai‘.| 15 '.\'nt'thll-\-‘_ tlu_-u SO Are you.

Breaking a sworn oath Oaths of fealty hold the world together.
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prove themselves worthy through their deeds. Bur chival Organization: The Road of Kings is perhaps the most
rous Cainites are proving a challenge to more traditional — organized of all, with each adherent owing fealty to his
Scion lords. The lords claim that they are the ultimate source  betters and having it owed to him by his inferiors. Much of
of law. whereas the knights look ro a nebulous moral code,  the organization of the Cainite courts is dicrated by the
either drawn from mortal chivalrous tradition or said to be traditions of the Road of Kings, and lord is currently the

handed down by Caine. highest rank for any adherent, although many have even

Sobriguet: Scions higher aspirations. Below the lord and princes are many

Ethics of Kings: |\-\~<-i1 ||.L'l‘1r1_lx|rn ‘]'!“.Jlllr"\.1|1\Ei1i]\']ii\l‘ Benearh l]‘u‘}[n
are the knights and knightly orders, often sponsored b
e There are only two roles in this world: that ire the Knig d knightly orders, often sponsored by
; one prince oranother. Inand arc wnd the court are roles

of master and that of servant. ; :
: like seneschal, advisor, minister and such, for those
® You are superior to mortals, made to rule. ;
whofollowasubtler road topower. Scionsstruggle

L ] T g g 5 5 »

['o master others, vou must first master to climb the ladder: ofteri over the bodies of

vourself and the Beast within.

ety

o their rivals, and they fight to maintain
e Only those who seize power gain what thev have gained.

>k SO » pOwWer Keep it . .
it; only those who use power keep i | Aura: Command. Scions are

® Yourword is vour bond. With- L destined to rule, and they know it.

out it, you are nothing.

\ Those around them can feel their
Initiation: Initiates come to \ commanding presence like a

the Road of Kings in two ways. \ crown upon them. Their aura

!
;
ﬂ,‘!

Some are chosen by mentors \., maodifieraffectsrolls tocommand

and groomed for the role, \ or lead others.
sometimes Embraced for that Road Virtues: Convic-
very purpose. They eventu- tion, Self-Control

ally become trusted vassals Paths: Path of Chivalry:

Honor and service are all; follow
and uphold the code of chivalry.
Path of the Tyrant: Itis better
to veign in Hell than to serve in
Heaven. Path of the Vizier:
Poweris asubtle game. Playit

of their liege, though the
ambition of some carries
them higher. Others
achieve the Road of Kings
through their own drive,
winning the favor of a
)i

patron with glorious like a master and become the

'é power behind the throne.
?-,‘;"- ' Roleplaying Tips:

deeds and carefully cho
SETE WL ‘T\i\. |i 1 c]ll!t'[ case,
initiares usually enter : :
. ; You are a scion of Caine,
their patron sservice tor

. superior to the mortal
a time (with or without

herd and destined for

the assurances of the

oy greatness You are the
blox i.ln:lT]\'i. Illt‘\ learn
master of your tate, not

liscipline and personal .
disCll L i \].I\'L' to it I.IL(’ up

mastery undvr T]lt_‘i]'
vour destiny and let

patron’s guidance while
none stand in the way

Serving as page, squire,

clark or the like. With

the rise of the orders

of achieving what is
yours by right. Youare
||.I\I.!ﬂx{fll']l!\\'ll]l\'\)IIT

t chivalry, it is com-
e B followers, deferent to

mon tor mirares to

vour betters and ter-
begin as squires and

rible to yourenemies.
l'\.i'l‘llll.l“\ .1\'|1|u\'clhl.'

rank of knight. It has
also become common

You will rule the
night foragesun-

counted, and
for sires and liege lords ;
# all glory and

to “foster” fledglings
honor will be

\'.'lT]l each other to

strengthen the bonds of FORS
fealty between them. J
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ROAD OF 3II

VIA PECCATI

.[.i'u'u'lllll'h'll.l\'H-\
full well thar vampires are creatures of the Devil, and
many ( If they
then why should they not indulge in the

dark

within

alnites agree damned,

welling up

them!
Rather rthan falling
on their knees and beg
I[:L'\

ging forgiveness,

exult in their
m‘\\[.\ll[i.i power .IIh]

use it to satisfy their

——
/‘-—\-—\“Q‘f
ﬂ-
every wicked im

pulse.

Cainires look at these Sinners

Orthet

and see those who have given
in to the temprations of the
Beast, but they are not mere
slaves to their own desires. They
master the Beast by indulging and feeding it,
existing Although many

Cainires ¢ l'1|\]\'||l|l "'.'II1|:1!.'I~ Tor ll]t'll' CXCOeSses, many more

in cooperation with it.

secretly envy them their freedom and find the sinful life
very tempting indeed.

accusations to the contrary
agents of Hell. The
infernalists do so of their own free will as an opportunity
to indulge and gain the Devil's favor as well. Afterall, the
Adversary is interested in corrupting the souls of the

Despite some few Sin-

ners are minority who do become

the Damned are already his. Most Sinners

own wills,

Innocent
follow thei ind selfishness is at the core of

their road. The power they command as Cainites gives

of the Dark Medieval world know

T]l\'lll I'}u‘ meaans to l]|' as rth". ;'-]r.l--('_ .111-_1 Wi 1"('1|\JL'
anyone who stands in their way
Illk'l! INnterests are as -|I\'|'I"~\' s

the \h'i'lll\ of sin itself.

-.Jlll'_'\' the

SOIME 1n-
senses with arr,
perfumes,
music and
similar plea
sures (although not

| drink,

which are «

food and

e
nied them)
They

1spatronsor

serve

muses, or they
become obsessive col
lectors. Orthers
practice the art of se-
‘[HL[l\ i, \_'.ll[wi!lu_‘ harems
of beautitul mortals. They play the heart like

afinely runed lute. Some corrupt others and lead them
into lives of indulgence and excess for their own amusement
and vicarious enjoyment. They explore the limitsof painand

degradation mortals (and even other Cainites) can suffer.

Because they are already damned, nothing is forbidden to

them.
In tact, the only thing that is truly forbidden ro the

followers of the Road of Sin is failing ro satisfy their

endless need for indulgence. Through it, they feed the
Beast and keep it sated. Denial awakens the hunger
within them, and forces the Beast to take matters into its

own bloody hands. Sinners know the Beast betrer than

HIERARCHY OF SINS AGAINST INFAMY

Minimum Wrongdoing
Acknowledging any moral restraint
Failing to indulge a new desire
Failing to ride the wave of a frenzy

Refusing to tempr the virtuous

.‘\\'ulxlillL’ mnjury to others at the cost of your own |‘|l‘:1.-l_|l'(‘

Turning down a chance for material gain
Acting against your own best interests

Refusing ro kill when it is in your best interest

Refusing to feed when the opportunity arises

Encouraging virtue or aiding agents of virtue

Rationale

You are beyond such weakness.

No pleasure should be denied you.

Denial only strengthens the Beast.

Virtue is a lie you must expose.

No pain is worth more than your pleasure.

Your own needs outweigh all others.

Only fools sacrifice themselves.

No life is more important than your own.

Do not refuse your greatest need and pleasure.

Virtue is a lie and a prison for the spirit.
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most. and they have no desire to become its slaves.  nottoshyaway from it, but torevel and luxuriate in it. To feel
Sinners know that total denial of the Beast only strength-  the pleasure that comes from the power they now command.
ens it in the long run, leading to an ultimate destruction  Others claim that the priests of this road are nothing but foul
of the self. And Sinners value the self above all else corrupters, but they maintain otherwise. After all, do the

The Road of Sin is a tempting one, and many Cainites !III]‘_. righteous and devout have anything to fear from the
find themselves drawn to it, each seeking to satisfy a ___ pleasures that they offer? Or do they point accusing

particular desire. Hivh-blooded Sinners, l‘-\r'[lcul.trh fingers because they know, deep in their hearts, that

Toreador, tend to be given to sublime pleasures, from they want the freedom the Road of Sin ofters!

delicare beauty o exquisite pain. Cainites of the Low Organization: The Road of Sin is loosely orga-
nized at best, simply because the goals of those who

.
- ’i follow it are so diverse. It tends to be broken into

individuals who each follow their own desires, occa-

Clans who follow the road are said to be more savage,
but this perceprion has more to do with social stereo-
typing among the unliving than actual practice. Indeed,

the excesses of Tzimisce Sinners and their A sionally gathering cults of followers, both Cainite

flesh-crafting arts, make the debaucher- 4 D and mortal, around them. The more experi-
ies of the Low Clans pale in enced Sinners become temprers and priests,
comparison. A P bringing others onto the road and teaching

Wise Cainites are wary of the them to unleash their desires and claim

Sinners. but they recognize theroad them. Even the infernalists exist in scat-
asa legitimare one. As long as the \  tered cults, serving theirdemonic masters,

Sinners do not violate the Tradi- Great Sinners are accorded a measure of

f

!
tions or the edicts of their prince Y’
i .

respect, ]"HI [I'l\'\ 1\1 'i\] 1111I\ |}'I:‘ power

or lord, they are left t their own they can enforce. Despite the rumors

affairs, which is just as the follow- | \ and beliefs of many Cainites, there isno

ers of the Road of Sin prefer it | single cult or leader of the Road of Sin,
."‘;n-I!l;‘_‘“lfllll,'r‘-k'\l'111l|.!|\'(':l|‘1\|\ (L | no devilish conspiracy seeking to drag
for themselves as scholars of the all others into corruprion.
Beast, advising princes and po- Aura: Seduction. The Sinners are
temptation incarnate, and they have
an uncanny knack for knowing the

desires of others. The aura modifier

tentates on how to deal with the
darker impulses of their subjects.

Sobriguet: Sinners _
\ affectsrolls to temprt and seduce others.

Ethics of Sin:
» You are already damned, Road Virtues: Conviction, In-
? stinct

Paths: Path of the Devil: Youare
damned, and you serve Hell on Earth.
Path of Cruelry: Inflict yowr pain and

hate on others and soothe it in yourself.

so nothing is forbidden o you.
o (laim the Beast and make

it vours, Do not let it claim you
o The night is yours. Take

what you want and do what you

will. Path of Pleasure: Indulge all your de-

o Actwl g St \ stres, for they lead you to your true self.
Actwhere othershesitate. | :
i : Roleplaying Tips: You are al-
The laws of neither man nor God Roleplaying Tips: You are al
bind vou 3 ready among the Damned, so what
Ming |
have vou to lose by indulging your
e In the dark depths of your | . .
¥ rrue desires? Denial only strengthens
heart lies pleasure, if you have the Vg the Beast. You do not fear retribu-

courage to free i
tion in the hereafrer, because vou

itiation: ationonto the
Initiation: Initiation onto the will never trulv die. You are free of

, .
oad Sin s often a matter of
Road of Sin is ofte PR the shackles of moraliry that bind

breaking the many chains that bind
: pLAE Tty : mere mortals and even

the neophyte intoamoral straight-
somany of vourunliving
{ brethren. That makes

[ | : \-“”\-_1|\||}‘[1,'|PHII“IH-

Jaid ]\l'T iI['I\] I"l"l]'l'-_f lIH' \11“\II'(‘~
\'.'i[l]]'ll [In'[. H]t‘ ['.Hli\r.l.l_ C ]‘L'L‘lil\

|I]l' Wi ‘I'k.ul“'JL"_']Il”L: 1!'1]!1.I1.111 t o
’ I 5 M ing yourevery wish.

What is there ro

stop you!

dark hunger within the

neonate’s breast. Temprers
teachers of the Road of

Sin encourage their stu

dents to follow that desire;

~







Stefan! Comeheve at once!”

Master Jervais'svoice rang through the halls of the chantry like athunderbolt. Stefan, the
magus’s apprentice, ran from the dormitory like a rabbit from a hound — save that he was
running toward a predator’s jaws and not away from them. He rounded the corner into the
hallway at a sprint and didn't slow as he dove through the heavy red curtain that masked the
lab’s entrance. He could only hope that the fearsome wards emblazoned on that tapestry
had been well attuned so as not to reduce him to ash.

Theywere, but when he saw Master Jervais's face, Stefan wished the wards had done him
in. At least his suffering would have been over quickly.

“Can you explain to me, apprentice, why these specimens have not been prepared?”
Towering over his apprentice as he did over most other people, the magus waved his hand
dismissively at the iron cages that lined the far wall of the lab. In them, a family of peasants
cowered but made few noises. Stefan had watched his master cut out their tongues himself
three nights ago.

“I thought that perhaps—"

“Who granted you the right to think, boy?” Jervais's bellows exposed the sharp canines
that he seemed no longer able to retract completely. “l wanted the pups exsanguinated by
now, andyou shouldhave known that. Why else would lhave initiated youinto the mysteries
of the vitae, but to grant you understanding?”

“I'm sorry, Master Jervais.” Stefan hurried to the array of equipment in the center of the
room. He released a beg that allowed a series of chains — each tipped with a sharp hook —
to descend from the ceiling, “I'll prepare them now.”

Jervais only nodded and turned to another working surface, where Fidus, his other
apprentice was sitting, pen at the ready. “Back to this letter: Our presence in your fair town
poses no threat to you, Prince Duncan.”

Stefan brought the youngest of the prisoners to the exsanguination table. The child
struggled, but Stefan had the strength of his master’s blood, and the boy had not eaten in
three days. His struggles were barely worth Stefan’s attention.

“Infact,” Jervais continuedacross the laboratory, “weare ready to pay foryour permission
with an array of friendly services that, I'm sure, will show you that the stories of Clan
Tremere’s perfidy are the product of the jealousy of ill-informed rivals.”

Stefan inserted the hooks and pulled the chains tight again. As the lad's body rose from
the table and his blood began to flow, Stefan noted once more how bothersome the
grunting screams of those without tongues were.

Some night, he would find a way to rectify that.
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RULES OF
h€ GAINE

E\-’(:ry Cainiteis a Pawn on somex nes chessboard.

—The Erciyes Fragments: IX (Proverbs)

Dark Ages is called a storytelling game because it has rules. Those rules,
however, don't exist to limit behavior or keep anyone “in line.” They exist
to provide the players with challenges and the Storyteller with simple ways
in which to adjudicate those challenges. In a larger sense, thev exist to help
tell the story.

I)"L'Lélll.‘l'.' {Il{.' [‘I:l\_'t'l’.\ dare I"l ﬂi! I‘EIFII(}I‘HHI\ .I[]\i i“llll'«.'n\-l.'. 1{‘\ crit |C-|I I‘}Lll
they identify with their characters and experience (vicariously) the thrills
and chills of the unfolding tale. Just like you hold your breath when reading
about a hero who's about to be done in, you'll hold your breath when your
character does something risky. Having an impartial way to resolve the
situation — Does Anatole make it out of the burning building? Does Lucita

v get to the prince in time? — helps to maintain that tension. The Storyteller
1\ . can just \]t'l'l\'l' whether your character succeeds or T;I!t\ of course, but that’s
\ usually less fun for everyone, because it leaves things open to favoritism.
\ Truly unbiased rulings need some sort of standard or precedent so that
'\ everybody knows that everyone's getting the same treatment.

! [L‘II'L'L‘. rul-.-\_

« DARK At vl‘% VAMPIRE
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Dark Ages uses only afew basic rules ro ger thingsdone,
but these rules can have countless permutations in the
context of the game. This chaprer covers the very basics,
such as rolling dice. More specific, detail-oriented rules can
be found throughout the book. Don't worry about mastering
all the permutations at once, though. Learn these basic rules

first, .IHJ L'\'LT\'I}'III'I:_' k‘l'\t‘ \\'l“ come T\;ITIIT.{“\.

Time

Over the course of the game, time is presumed to pass as
it would in the normal world. Tuesday follows Monday,
month after month, and so on. There’s no need to roleplay
out every second thar ticks away. There’s a huge difference
between the speeds at which “game” time and real time pass.
‘t-}\'l'r al Flll"l]{ WP game session, d \\'l'l'k. d |1]l‘|'l'[]! ar even a
year might pass in the setting of the game — or the entire
session might detail the events of an action-packed half-
hour. You can play out a combat turn by turn, taking it in
three-second increments, or you can let months pass away in
a few minutes of real time. (The passage of time without
plavers taking any real actions is called dountime. Learning
to use this little trick can help the pacing of your game
immensely.)

To help maintain a sense of the passage of time without
resorting to tedious charts and the like, Dark Ages uses six
basic units to describe game rime:

® Turn: The amount of time you need to take a fairly
simple action. A tumn can range anywhere from three
seconds to three minures, depending on the pace of the
current scene.

 Scene: Like the basic division of plays and movies, a
scene isacompact period of action and interaction that takes
place in a single location. This could be the storming of a
Tremere chantry or a moonlit conversation on a parapet.
There are exactly as many tumns in a scene as the scene
requires. A scene might not even have tumns if it consists of
nothing but dialogue and character interaction.

® Chapter: An independent part of a story, almost
always played out in one game session. [t consistsof anumber
ol scenes ||1It‘r\lrl'll1{'t'1l'\i l‘\ downtime. I‘:s.\\'l‘lll.ln\'. 4 game
chapter is like a chapter in a novel or an act in a play.

. S{nr\': A tull !:I|L'. Cl 'I11|11l.'lr with introducrion, rising
action and climax. Some stories can take several chapters to
complete; others can be finished in one

e Chronicle: A series of stories connected by the
characters themselves and their ongoing narrative, possibly
oeven l‘\ € common |]'|l'|1lL'i’|' ll\‘(‘l‘xll’\‘l‘\ln;_' ;"il'[.

* Downtime: Time that yougloss over with description

rather than playing it out turn by turn or scene by scene. If

the Storvteller says, “You wait in the courtyard for four hours
before the lord’s ghoul summons you,” rather than acrually
letting the characters play out their wait, the Storyteller is
considered to be invoking downtime. Downtime allows
trivial or tedious passages of time to go by quickly. One can
also use it to let several mu II1T|1\, yedrs or even decades pass

l“t‘T\\'m'TI sHOres 1m a « hru m](tr U'.I]-.'Ins: ~|LI\".||!|.I;:L’ n!' 1]!1.’
longevity of vampires).

Actions

Over the course of a game, your character will do many
things. Some of these tasks are considered actions, while
ol lu'r\ .m'l‘l'l . :““I‘L'l'\ }]\.’\ -I”\l conversanoms .Il'l'ﬂ.l Lot ‘n.\ltlt.'rt.'\]
actions as such, but just about everything else from throwing
a punch at your sire to trying to decipher a code is probably
an action. One action typically takes one turn of game time
to complete.

It's easy enough to attempt an action. Just tell the
Storvteller whar your characrer's trying to do and how she
[‘l.ill\ to po about it. Most actions crossing a field or
donning armor, for instance — are easy enough to be consid-
ered automarically successtul. However, if you're trying to
cross a field with many pits while being chased by a knight on
horseback, or you're trying to don armor in a hurry before an
attacker arrives, there’s a chance you might fail. So when
Tt‘.l\ﬂl];i"lt: Llﬂlli‘l arises over whether an action \'.'I“ \1I\'L't‘ul
or not, you may have to roll dice to determine the results.
AReflerive Actions

Norteverything that your character actually does counts
as an action. For instance, a vampire spending blood to
mncrease 1s .\ll'cn_'._'[h is considered to take less than a second
of game time. Youroll no dice, and your character can do this
while doing something else. Such a “free action” is called a
reflexive — in essence, a fear that doesn't require taking an
action to accomplish. Of course, you still have to be con-
scious to perform many reflexives, but they don’t get in the
way of anything else you want to do in a turn. (Augmenting
strength and other trairs with blood is fully explained on page
162, by the way.)

lling Dice

Although the Storyteller is wirhin perfecr rights ro
li(.‘&-lilrt‘ \\'ht" }]t‘r A FIven acrion suc L‘L'\'d“ oar I.iiil" (‘.I“iliil[\' for
dramaric purposes), chance enters into the equarion inmany
cases. Therefore, Dark Ages uses a simple, portable form of
“chance ina pocket” —dice. To be specific, Dark Ages uses
10-sided dice. (You can find these in any game store or even
many bookstores.) The .“;tul'\[('“cr may need quire a T-t’\\‘;
players need plenty as well, but they can share among
themselves. Tendice are the most that abeginning character
will need at a given time.

You roll dice whenever the outcome of an action is in
doubr or the Storyteller thinks that there's a chance your
characrer might fail. Your character's strengths and weak-
nesses affect the number of dice you roll, and thus directly

aftect your chances of success.

y g
Aatings
Although your character's personality is limited only by

your imagination, his capabilities are defined by his traits,
which measure his apritudes and abilities (and appear on his
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L‘ll;lr;h.'[l.'l' .\hl.'ul', see p. 318). Most traits are desc rl!‘cul |‘\' da
rating of | to 5. A 1 in a trair is barely competent, while a 5
is the pinnacle of human achievement. Most people’s traits
range from 1 to 3. A 4 in a trait indicates an exceprional
person, while a 5 is nearly incomparable — among humans,
atany rate. It's also possible to have a 0 in a trait, Such a low
rating usually represents a skill that the character never
learned, but some exceptions (such as the hideous Nosferatu’s
lack of an Appearance trait) do occur. Some rraits are
. These special traits, and most
of the others, are explained in Chaprer Five.

measured on a 1-to-10 scale

For normal traits, the following scale applies:

X Abysmal
. Poor

. Average
s Good

LR LR J

Exc Cpri nal
ey Superb

\x'll'lk'lll_'\'l'r you ﬂ!“ \]|\ c, \I-'t Ml rl‘“ one iII(' tor every LII il
you have in the appropriate trait. For instance, if your
character is trying to find something and he has three dots in
Perception, you would roll three dice. However, you almost
never simply roll the number of dice you have in an At-
tribute. Raw potential is modified by skill, after all. The most
common rolls in the game involve adding the dice gained
froman Arttribute (inherent aptitudes, see p. 140) tothe dice
gained from an Ability (leamed capabilities, see p. 142).

For instance, if Veronica were trying to find a specific
text in the clurtered library of a monastery, the Storyreller
might have her player, Lynn, roll Perception + Theology
an Attribute plus an Ability. In this case, Lynn would rake
two dice for Veronica's Perception of 2, plus as many dice as
she had in Theology. Veronica has Theology 4, so Lynn gets
tour more dice from that. Veronica has a total of six dice to
attempt her task. These dice are called the dice pool — in
other words, the total number of dice you roll in asingle turn.
Most often, you'll calculate adice pool for only one action at
a time, although you can modify it to be able to perform
multiple rasks in a tum.

Of course, you might not need to add an Ability toan
Attribute for some roll
that will help Veronica heft a large chest. In such cases,
Lynn would use only the dice from the Artrribute — in this
case, Strength.

s. For instance, there's no Ability

T‘hl'rt'l“-r\l""' |ll”t‘|¥ Nnosituatu l|l||1\-‘-'il|L|'l|!'Il'll'l'Eliiﬂll\\'ll
traits can add to a dice pool. What's more, if your dice pool
involves a trait whose maximum raring is 10 (such as
Willpower, see p. 161), you can't add any other traits to your
dice pool. It’s effectively impossible for a normal human
being to have more than 10 dice in a dice pool.

Elder vampires, on the other hand...

There’s no point in rolling dice unless you know what
results you're looking for. Whenever you try to perform an
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action, the Storyteller will decide on an appropriate difficulty
and tell you her decision. A difficulty is always a number
between 2 and 10. Each time youscore that numberor higher
on one of your LIIl.'l.'. \'i!tllh' L'l‘]’}\tlit'li'\l fcy |l'.l\'|.‘ L‘.Illlk'\i a
success. Forexample, ifan action's difficulty isa 6 and you roll
a3, 38,7

maore you get, I]n' better you dﬂ- You need only one success

and 10, then you've scored three successes. The

to perform most actions successfully, but that's considered a

|'||.”L‘||1'rl[ SUCCCSS. II you score !Ilr('L' Or more, you "llL\.'L'(.’Ll

L'l‘lnl"ll‘f‘('l\'.
Naturally,

it is tO SCore successe

the lower the difficulty number is, the easier
s, and vice versa. Six is the default
difficulty, indicating actions that are neither exceptionally
tricky nor exceptionally easy to accomplish. If the Storyteller
or rulebook ever calls for you to make aroll, but doesn’t give you
a specific difficulty number, assume that the task is difficulty 6.

The Storyteller is the final authority on how difficult
attempted actions are. If the task seems impossible, he'll
make the difficulty appropriately high, while, if the task
seems routinely easy, the difficulty will be low (if the
Storyteller decides you even have to roll at all). Particu-
larly easy or difficult tasks might even demand difficulty
numbers of 2 or 10,
task of difficulty 2 is so easy that it's not really worth the
trouble of

but such should be extremely rare. A

a die roll, while an action of difficuley 10 is
almost impossible. You have an equal chance of botching
(which is explained later) as you do of succeeding, no
matter how many dice you're rolling.

And, in case it needs to be said, a result of a 10 is always
a success, no matter what the difficulty number is.

The following charts should giv eyoua vood idea of how
to combine difficulties and degrees of success.

Tailure

“ YOu sCOore nosuccesseson a \llt‘ I i”, VOurc h.ll'.l; rer T..lll‘-
his artempred action. He misses his punch. His attempt to
persuade the prince falls flat. Failure, while usually disap-
pointing, is not so catastrophic as a botch.

Example: Feodor, a Nosferatu, is attempting to spy on
some suspicious activities in one of the halls of the castle, and he
is perching precariously on an overhang to do so. Justin, the
Storyteller, tells Feodor's player, John, to roll his Dexterity +
Stealth (¢ h:-rn'm’r\- 7). John mﬁ~ and Lm 2,5,6,6,4,3—no

the ul-uh.m_-q. his foot slides on some mmmhn; stone, and he loses
his balance . The thugs below don’t see Feodor, but he is definitely
m trouble. ...

TheARule of Guie

Bad luck can ruin anything. One more basic rule abour
rolling dice is the “rule of one.” Whenever one of the dice
comes up as a 1, it cancels out a success. Completely. Take
the die showing 1 and one of the dice showing a successful
number and set them aside. In this manner, an otherwise
successful acrion may be reduced to failure

Storyrellers who want a more cinematic edge to their

games can institute a “rule of 10" in which the player can re-

‘e P ciftne:
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DIFFICULTIES DEGREES OF SUCCESS
3 Easy (sharpening a blade) One Success Marginal (landing a glancing
4 Routine (calming a trained dog) blow)
o ; T L' : TN Two Successes Moderare (making ahandicraft
5 Straightforward (seducing someone who's al- that's ugly-but useful)

ready “in the mood”)
6 Standard (swinging a sword)

Challenging (firing an arrow at long range)

-1

Difficult (forging a fine blade)

o 0o

Extremely difficult (fighting blind)

roll every die that comes up a 10 and try to get additional
successes. This rule is purely optional, however, best suited

for people who like especially spectacular play.

Botches

Occasionally, truly bad fortune strikes. If a die roll
Farners no successes w hatsoever, and one or more s show
up, a botch occurs. If 1s cancel out every success and even
more 1s remain, the roll is still considered a normal failure.
A roll is considered a botch only if no successes came up in
the first place.

A botch is much worse than a normal failure — it’s
outright misfortune. For instance, rolling a botch when
trying to run down mortal prey from horseback might result
in your horse rearing and throwing you, while botching a
Stealth roll might result in your character stepping on a dry
twig. The Storyteller decides exactly what goes wrong. A
botch might produce a minor inconvenience or a truly
unfortunate mishap.

Of course, some Storytellers may find that botches are
cropping upa little too frequently in their chronicles. In that
case, it's the Storyteller’s privilege to give everyone, player
and Storyreller character alike, one botch “free.” In other
words, the first botched roll of t he session doesn't count. This
rule tends to make unlife a little easier on the players’
characters but then dagam, there's less chance of their
enemies suffering a run of bad luck either.. ..

Example: Alexandra, a Tremere played by Rebecea, is in
desperate trouble when wwisted Tzimisce monstrosities overrun
her chantry. Inovder to make her escape , she must climbup arope
string over the chantry wall and leading toward a hidden exit.
Rebecearolls Alexandra's Dexterity + Athletics (difficuley 7) and
gets 1, 3,4, 3, 6. Notonly did a 1 occur, but no successes were
scored atall, so the actiom is a II‘UEL';I.. The St '1'_'\'[!'”{'?' ?'Hh'\ E}LII Ijlt'
fraved rope snaps under Alexandra’s weight. Alexandra starts to
run for the kitchens, hoping the Fiends won't find her there

Automatic Success
Let'’s face it — sometimes rolling dice gets tiresome,

!‘JIHILHIHT!\' \\'hl‘l\ o \}I‘H.I\IL'T \ﬂ\lkll! i‘(‘l'f-‘\!'!ll 4 fven
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Complete (fixing somethingso
that it's good as new)

Three Successes
Four Successes Exceptional (making a perfect
translation of an obscure text)
Phenomenal (creating a mas- -
terwork)

Five or More Successes

action in his sleep. And anything thar streamlines play and
reduces distractions is a good thing. Theretore, Dark Ages
employs a simple system for automatic successes, allowing
you to skip having to roll for tasks that your character would
find frankly mundane.

Simply put, if the number of dice in your dice pool is
l‘\lllill Lo Or greater than the task’s JIIHL1I|I\_. vour character
automarically succeeds. No dice roll is necessary .\IiII\I you,
this does not work for all tasks, and it never works in combat
or other stressful situations. Furthermore, an automatic
success is considered marginal, justas if you'd gotten only one
success on the roll. If quality is an issue, you might want to
roll dice anyway to try for more successes. But for simple and
often-repeated actions, this system works just fine,

There's another way to get an automatic success on a
roll: Simply spend a Willpower point (p. 161). Youcan doso
only once per turn, and you can’t do it too often since you
have a limited supply of Willpower, but it can certainly help

when you're under pressure to succeed.

. . 8 . ;
Trying It Again

Failure often produces stress, which often leads to
further failure. If a character fails an action, he may usually
try it again (after all, failing to pick a lock does not mean the
character may nevertry to pick the lock again). Insuch cases,
though, the Storyteller has the option to increase the
difficulty number of the second attempr by one. If the
character fails vet agaimn, the difficulty of a third attempt goes
up by two, and so on. Eventually, the difficulty will be so high
that the character has no chance of succeeding (the lock is
simply beyond her ability to pick).

Examples of when to use this rule include climbing a
wall or interrogating a prisoner. Afrerall, if vou couldn’t find
a handhold or get the prisoner to talk the first time, there's
a reasonable chance you might not be able to do it at all.

Sometimes the Storyteller shouldn’t invoke this rule.
For example, failing to hit someone with a sword, to detect
an ambush, or to track a fleeing victim are to be expected in
stressful situations. Such failure does not automatically lead
to frustration and failed future attemprs.
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Example: Sir Jerome, a vassal of the Prince of York, is not
having a good night. He's at the table with a Nosferatu envoy in
some critical negotiations, and things aren't going well. When
Jevome wishes to add some references to the great ovations of Saint
Bermard of Clairvaux to smooth things over with the envoy (a
follower of the Road of Heaven) | the Storyeeller crafuly suggests that
Jevome's player, Edward, voll Wits + Etiquette (difficulty 6) in
addition tovoleplaying his hanter. Edward does so— and Sir Jevome
fails to realize tha his refevence to the grear Catholic preacher only
alienates the Nosferatu, an Armenian Orthodox monk i life. ( The
envoy, however, has no difficulty informing Sir Jevome of the fact.)
Jerome attempts to make amends, but the Storveeller tells Edward
that the difficudey is 7 this tme. Jerome is wnder pressure, and
another nsult coudd break negotiations off entively

Complications

The preceding rules should be enough to get you going,
and they might be all you ever need for chronicles that favor
storytelling over dice-rolling. They don'’t necessarily cover all
instances, though. For example, what if you're trying to do
something whilea Storyteller character isactively trying tostop
you! What if your companion tries to help you break a code?

The following various ways to complicate matters are
intended to bring extra color to games. You certainly don't
have to use them, but they might add more realism and
SUSPENSe to your story.

The following complications are relarively simple and
veneric, usable ro describe a wide variety of actions. For
plenty of situation-specific complications, see Chaprer Seven,

Wultiple Actions

Occasionally, a player will want her character to per-
form more than one action in a turn — for example, striking
two ditferent opponents or climbing a ledge while kicking at
pursuers below. In such situations, the player can attempt

acrions normally, though all actions suffer a penalty.

The player declares the total number of actions he wants
his character to attempt. He then subtracts a number of dice
from his first dice pool equal o the total number of actions
Additional actions lose an extra die from their pools, and the
penaley is cumulative. If a dice pool is reduced to O or below
in this manner, the character may not attempt the action.

Example: Justin wants his character, Hall the Nosferatu, to
throw a prnch while simudtaneously dodging two incoming blows.
Hall has Dexterity 3, Brawl 4 and Daodge 3. Justin calcudates the
dice pool for the punch ( Dexterity 3 4+ Brawl 4 = seven dice) , then
subtracts three dice from it (because of the three total actions) , for
a final pool of four dice. The first dodge has a base pool of six dice
(Dexterity 3 + Dodge 3), minus four (three for the number of
actioms, plus ome for being the second multiple action) , for a final
pool of two dice . The final dodge has a pool of ome die (six, minus
three for the nuumber of actions, minus an additional two for being
the third action attempred) . Hall had better be pretry lucksy.

Vampires with the Discipline of Celerity (p. 179) may
take multiple actions withour subtracting dice from their
dice pools. These extra actions may not themselves be
divided into multiple actions, though

Crtended Actions

Sometimes you need more than one success to accom-
plish a task tully. For example, you might have to spend all
Inuiil I[.I\I«Ili'..' \ln\\n n]‘\thlL' [|1L‘\'l~lu|L.|[ references m a
library, or climb a clift face that's impossible to scale in a
single tum. If you need only one success to accomplish an
action, the action in question is called a simple action. Bur
when you need mulriple successes o score even a marginal
SUCCLESs, \HII.I"\' 1lr|\]m'|[.||\lnn‘; an exle ”lIL'«l[ actiom. “;lln[‘]v ac-
tionsare the most commonaction in Dark Ages, but youwill
have ample opportunity to perform extended actions.

In an extended action, you roll your dice pool over and
over on subsequent turns, trying to collect enough successes

to accomplish your goal. For example, your character is

ACTION TYPES

Action Example

Simple Dodging a blow, Sensing an ambush
Extended Mountain-climbing, Research
Rc*.«'l&rml 5[ 'I'-ldi wWIing

Extended & Resisted Arm wrestling

Description

Task is completed with one roll and re-
quires (at minimum) a single success. The
Storyteller announces the difficulty and
the players roll dice. Automatic success is
possible.

Task is completed when a given number of
successes are obtained, which may require
more than one roll (which provides more
chances of botching).

A contest of skill berween two individuals.
They compare their number of successes;
the character with the most successes wins.
As a resisted action; the contest requires a
given number of net successes and may take
more than one turn to complete.

{ I~ T
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oymg [H\ll'__: 4 remporary il_l\ cn n fl]l' torest 1]{ T, using

only his bare hands. The Storyteller tells
VOu lll.I.T VOul need 13 successes to
}1-1“' Woout a \!l'll li]:il e '\'I\.!l'\
sutticient protection from he

sun. You'll eventually suc
[ \‘l'\]. | Wil I] w ]l MALTET Youl 2oy
the more chance there is

of you botching and col
lapsing the tunnel.
What's more, if you

, have only so many
turns before dawn,
the speed with
which vou finish
your [;1\[*; |‘L‘\.“1HL"
doubly important. In
all cases, the Storyteller is
the final authority on which tasks

are extended actions and which aren't.
\l-u can |.|~1|.|”\ 1 IL:' A5 many trns 48 you
want to finish an extended action. (Of course, situations
heing what they are in Dark Ages, you won't always have
that luxury.) If you botch a roll, however, you may have to
start over again from scrarch. Depending on whar you're
trying to do, the Storyteller may even rule that vou can't start

over again at all; you've failed and that's tha.

I‘L'&_llll“(‘ extern h.il'\] acnons are olten quite apropos for
describing certain feats, they're used frequently in Chapter
."‘;L'\\'Il. }Il‘\\t'\\']. ]‘(.'L-Ill"L' of TIIl' amount of \]HL'-EU”[I!U
ltl\-li\'r\l, l'\ll'lhh'\f ACTIOnNs ~|l- \IIH [‘In}‘.ii‘l\ }‘l' L‘t'[‘i out of

the more intense sessions of roleplaying.
5 - . .
Resisted Actions
’ A simple difficulty number mighr nor be enough to

represent a stru

¢ between characters. For instance, you
may try to batter down a door while a character on the other
side tries to hold it closed. Insuch a case, you'd make aresisted
. voll, in which each of yvou rolls dice against a difficulry ofren
determined by one of your opponent’s traits, and the person

\\] 10 SCOTes Tt]t‘ IMOST SUCCESSEs Wins.

][. WOEVET, \\}u‘ll It Comes 1o lIl"{'!“”“”l: 1h\' \JL"_'h'l‘ of

SUCCESS, YOu're C msidered to score only as many successes as the
/// amount by which you exceed your opponent’s successes. In other
p words, the opponent’s successes eliminate your own, just as 1s do.

If you score four successes and your opponent scores three, you're
> considered to have only one success. These leftover successes are
/ called your effective or net successes. Therefore, it's difficult to
/ achieve an outstanding success on a resisted action. Even if your
opponent can't beat

VO, I\L' can ~T|”.

/ diminish the ef-

;’Jf tectiveness of
vour eftorts.

\
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Some actions (.!['I]P\\']'t'ﬁ'll\‘.! contests, \il‘l‘.lTl'\. L |LN.‘~'!
may be both extended and resisted. In such cases, one or the
other of the opponents must achieve a certain number of
successes 10 win the contest. Each turn, the opponent who
achieves net successes adds them to a running tally. The first to

achieve the designated number of successes achieves her goal.

Leamwork

You don't always have to go it alone. If the situation
warrants (usually during an extended action such as re-
searching a family tree or decoding an Aramaic inscription),
characters can work l-u:c![u‘t to collect successes. If the
HE(‘r\TL'“t'E' \.i\'\‘]\ll“ t]'hll Tt‘.‘l]l\\'\‘il\ 15 X ““‘II‘]K' lor I]'il.‘ l-l"i\' imn
question, two or more characters can make rolls separately
and add their successes together. They may never combine
their traits into one dice pool, however.

Teamwork can be effective in many situations — dog
piling on the prince’s per enforcer, shadowing a hunter or
doing research in the library, for instance. However, it can
actually prove to be a hindrance in cerrain situations (includ-
ing social interaction such as fast-talking or seducing a
subject), and one person’s borch can spoil the whole attemprt.

Try It dut

Well, that's it. Those are the basic rules
else is just clarificarion or expansion, the icing on the cake. If

everything

you understand these rules, you should be able to play the
game with no problem. If you don't yer understand them,
reread the section. Better vet, try a L\‘l]i‘ik' of rolls \UIH'.\("I.

Let's say thar Alexandra is tacing a bandit on the road
back to her chantry. Her ghoul bodyguard, Terrence, has
already been taken out of the picture, so she grabs his sword
and takes matters into her own hands. The difficulty for
hitting someone is 6 (see Chaprer Seven for more details on
combat). Take three dice for Alexandra's Dexterity Attribute
of 3, and one for her Melee Skill of 1. You have four dice in
your dice pool — fair, but not great. Now go ahead and roll,
Count up your successes, but don't forget to rake away a
success for every | you roll, Did you make it? Did you botch!
The more successes you get, the more accurately placed the
blow is (and the better the odds are thar the bandit won't be
merely grazed and strike back with his ax)

Now try an extended and resisted action — we'll say a
debate. (It might not sound that interesting at first, but
consider that a debate held before the prince and his knights
has some very high stakes. ...) This will be an indefinite series
of rolls, each one perhaps using a different trait and requiring
different difficulties. You need to accumularte five more suc-
cesses than your « pponent to prove your point and sway the
council. A borch eliminates all of your accumulated successes
(you've made yourself look like a fool somehow).

® First Roll: Each player rolls Charisma + Expression,
difficulty of the opponent’s Wits + 3. (Those opening remarks
are very important.)
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@~ he most important rule is simple,
Q but all-encompassing: Above all, have fun.

This means thar if the rules or systems in this
book interfere with your enjoyment of the game,
feel free ro change them. The world is far too big
to be reflected accurately in any set of inflexible
rules. Think of this book as a collection of guide-
lines, suggested bur nor mandatory ways of

capturing the Dark Medieval in the format of a

game. You're the arbiter of what works best in
ne, and you're free to use, alter, abuse or

ignore these rules at your leisure.

¢ Second and Third Rolls: As the debate heats up, each
]‘|.1\'vr rolls |Hlx'H|'.1unu.- + |:x]‘ru~-'|nn. difficulty of the
opponent’s [ntelligence + Expression.

* Fourth and Subsequent Rolls: Each player rolls
Manipulation + Expression (difficulty of the opponent’s Wits

+ Expression) to put the final spin on his argument

i ~Ny
Eramples of Wlls

This rules system is designed with flexibility in mind,
and as a result, there are abour 270 combinations of At
tributes and Abilities. This daunting number is just the
beginning, tao. Youcan certainly devise more Talents, Skills
or Knowledges if you think there's need. In this manner, you
have a huge variety of rolls to simulate actions — whatever
you think is most appropriate. The following examples of
It =||~ are meant to give you some |l_|l'.| of the |m~n|1“-!|lTlL" |}|'|[
might come up in a game.

® You want to conduct yourself flawlessly at the king's
banquet (and you can’t actually eat anything). Roll Dexter-
ity + Eriquetre (difficulry 8).

® You're miles from your haven, and the sun will be
up soon. Roll Wits + Survival (difficulty 7) to find shelter
for the day.

® You try to distract Tilt,'ihki\:l].lltl with yvour left hand
while surreptitiously slipping your knife back into vour belt
with vour right. Roll Dexterity + Legerdemain (difficulty of
the bodyguard’s Perception + Alermmess).

® You've got access to the chantry library forexactly one
night. You'd berter find the name you want quickly, but
there are a lot of books here. Roll Wits + Occult (difficulty
8) every hour: vou need ro achieve 15 successes.

® Can youdistract the guard dogs while yousslip in? Roll
.\1;111IF~L|]:|[1MN + Animal Ken (difficulty 8).

® You try to get his attention by driving your knite
through his hand and into the oaken table. Roll Strength +
Melee (difficulty 6).

e A gang of bandits roaming the county has been

awfully good at picking out targets tied o the vampire



prince. Roll Charisma + Larceny (difficulty 8) to see what
people know about them. The more successes you get, the
more information you receive, but the legwork will take an
entire night regardless.

® You have to keep running if you're going to outdis-
tance your pursuers. Make an extended Stamina +
Athletics roll (ditficulty 7)
vou've outlasted them.

Lepicon of Game Terms

H;'n' we \1("”1[’ d I:'!llllll‘L'[ n‘t. rerms H!\L‘LI mn {hL‘ I'UIL'"

If you collect 15 successes,

that first-time players and new Storytellers might not be
familiar with.

o Ability: These are traits that describe what a
character knows and has learned, rather than her physical
and psychological make-up. Traits such as Intimidation,
Melee and Theology are Abilities

® action: An acrion is the performance of a deed,
which is a consciously willed physical, social or mental
activity. When players announce that their characrers
are doing something, they are taking an action.

® Attribute: These traits describe what a character
inherently is. Such things as Strength, Charisma and
Il”l'“l‘.:t'l'l.LL' are Attributes,

® Background: A type of trait thar measures social and
inherited advantages, such as allies, domains and status.

® botch: A disastrous failure, indicated by rolling one
ormore |sand nosuccesses on the 10-sided dice rolled for
an acrion.

® character: Each player creates a character, an
individual he the
chronicle. Although “characrer” could imply any

portrays over the course of
individual, we use it here ro describe the players’
¢ II-II'JIL'IL'I'\_

* dice pool: The amount of dice you have in your
hand after adding together your different traits. [t is the
number of dice you can roll for thar acrion.

e difficulty: The number from 2 to 10 that measures
the difficulty of an action a character takes. The player
needs to roll that number or higher on at least one of the
dice in his dice pool.

¢ Discipline: One of the mystical powers of vam-
pires, they each have their own trait.

® downtime: The time spent between scenes, where no
roleplaying is done and turns are not used. Actions might be
made, and the Storyteller might give some descriptions, but
time generally passes quickly.

» extended action: An action that requires a certain
number of successes, accumulated over several turns, for
the character to actually succeed.

* Health: This trait measures the degree to which a
character is wounded or injured.

* net successes: | he number of successes the victor
of a I'i“-1.‘-lt'\i Action |‘|.I|| .{}‘H\'t' ilh‘\v of ll'l\' |l\.~t‘l'. .‘\]Ml
called “effective successes.”

* points: The temporary score of a trait suc h as Will-
power and blood pool — the squares, not the circles.

® rating: A number describing the permanent value
of a trait — most often a number from | to 5, though
sometimes a number from 1 to 10.

* reflexive action: A situarion in which dice might
be rolled, but that does not count as an action for the
purpose of calculating dice pools. Examples of reflexive
actions are soak rolls and Willpower rolls to resist mind
Cy rnfrui.

* resisted action: An action in which two difterent
characters are in direct competition. Both compare their
number of successes, and the characrer with the most
wins.

® scene: A single episode of the story. A time and
place in which acrions and events take place moment by
moment. A scene is often a dramatic high point of the
Story.

® score: The temporary value of a trait or combina-
tion of traits used in a single roll.

® simple action: An action that requires the player
to get only one success to succeed, though more successes
II'I\lIL(IlL' a better fni\ or result.

* Storvteller: The person w ho creates and L:llhlt"-u the
story by assuming the roles of all characrers not taken by
the playersand determining all events beyond the control
of the players,

® system: A specific set of complications used in a
certain situation. Rules to help puide the rolling of dice to
create dramatic action.

® trait: Any Attribute, Ability orother character index
that can be described as a number (or in terms of dots).

* troupe: The group of players, including the Story-
teller, who play Dark Ages, usually on a regular basis.

* Virtue: A type of trait that measures the soul of the
character, from her conscience to her courage.

* Willpower: A measure of a character's self-confi-
dence and internal control. Willpower works differently
from most traits. It is often spent rather than rolled.
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Fatima walked through the mostly empty streets

of Toledo and tried her best not to pay attention to the signs of her own
faith. Even she, now 130 years under the Blood of Hagim, was too young to
remember when El Campeadorhad conquered the city from Islam for the
Christian king of Castile.

Still, in her mortal days, it had been an open city with a bustling community
who followed the laws of Muhammad. Even on her last visit, she had heard
the muezzins cry and felt refreshed.

But the city was becoming less and less hospitable to her faith with every
passing year. The great mosque was gone, and a cathedral was growing from
its ruins. The great defeat against the Christians some two decades past had
taken the wind out of the Muslim sails at last. Cérdoba and Sevilla might still
resist, but Toledo was Christian evermore.

Fatima’s warrior spirit raged against such an injustice. Her Beast growled and
hungered for the blood of those who perpetuated their Reconquistain the
land of her birth and Embrace. When it came to the Cainite monsters who
lurked among these Christians, she was hard pressed to control the blood-
rage. With the help of but a few of her fellows, she was sure she could
decapitate the leadership of those shadow-born crusaders.

The gasp of'a street urchin brought Fatima back to the moment at hand. She
scolded herselfsilentlywhen sherealized that,inheranger, shehadlet slip her
appearance as a simple fishmonger. The boy had seen her true form and fled.
Asshe movedtosilence thelad, she wasall too aware of the dark satistaction
in her belly. Enoygh, she thought, no more useless spilling of blood. She was
not here to rail against Christians or reverse the decisions ot her clan to let
them move southward.

She was here after one of her own.

“Hiding among the Christians will not help you, Salim,” she whispered. “All
Children of Hagim know the punishment for murder.”
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In blood you were made, and in blood | now claim you.
Let your veins be t‘,l’np'l:icd of the life that God provided
And filled with the powerthat God has granted unto me.
Let your soul be emptied of its false humility
And your spirit filled with the night’s own strength.

—The Erciyes Fragments. IV (Enoch)

Your character is your window into the Dark Medieval world, the fictional
persona whose thoughts and actions you'll play out in the course of a chronicle.
The preceding chapters describe the visible state of the world Dark Ages:
Vampire characters inhabir, as well as many of its secret faces. This is your

opportunity to take the generalities and turn them into something specific
7 an individual man or woman, who lived a particular life, was Embraced by a
ol | specific vampire for specific reasons, and who now stands among the ranks of the
Cainites. Your character may be a paragon of virtue (as interpreted by one of the
‘-]n'l‘ or r(]:!\l-‘.} Or an ourcast. I lt' may I“l Tic |1 OF POor, pra minent or rec Ill\l\'t'. a5
you choose within the guidelines your Storyteller provides for your chronicle.

Thc L'hnr.l-.'tcr \'IlL'L"[ I‘ru\'ldni on |‘\.|L:t' 3 18 ‘IHU\\"\ Vou to l.‘;i~|l\ rec ~l'\| ||||

s

] of your character’s salient rtraits. By taking a brief tour of it, you can get to
\! know the basics of character creation and the important characteristics in
Dark Ages: Vampire.
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The character sheet records the following important Nature: This isaone-word archetype that represents

your character's true self. A complete list of Archetypes
appears in this chapter along with their implications.

traits and facts:

Name: Your character's name. Vampires, like

most medieval folk, don't have a family name. They

sometimes add an appellation tying them to their Demeanor: Another one-word archetype that repre-

sents the face your character shows the world. Taken with
Nature, this allows you to get a quick handle on your

place of birth, such as “Gunther of Bremen.”

Chronicle: A

chronicle is a series of sto-

character's personality.

| Player: Your name,

ries featuring the same

Clan: Almost all
vampires belong to one
of 13 clans, bloodlines

characters. The Storvteller
often gives It a name to
10th

supeest a mood (e.e. “The
Last Crusade").

descended from the an-

cient Cainitescalled the

- Antediluvians. Clande-
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Attributes: These character’s social posi-
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Essentials of

Lif e and Unlif ¢

By their very nature, all vampires share some particu-
lar elements of personal history. The details vary from one
vampire to the next, but you should keep these elements
in mind while you look over the possibilities and consider
what appeals to you.

In Life, 3 Was. ..

Every Cainite was once alive. Some reject their
mortal lives. Some can't even recall much before the
Embrace. Some try to cling to as much of their lives as the
Curse of Caine allows. But in every case, they had a life.
Think about your character as he was before vampirism
ever came into his experience.

The vast majority of people in the Dark Medieval world
are poor. Most are farmers, struggling ro make a living in the
face of uncooperative land, marauders (be they bandits or
officially sanctioned soldiers, who are sometimes difficult to
distinguish from each other) and all the other challenges of
life. Some people live in towns and cities, generally noricher
but at least surrounded by a bit more variety than farm life
offers — including variery of crime and disease, of course. A
more fortunate few enjoy some creature comforts as nobility,
but even the richest families of the age lead lives devoid of
the comfort and safety that people in the developed nations
of the 21st century can take for granted. In between, pracri-
rioners of the professions, crusaders and others enjoy varying
degrees of ease and freedom of apportunity.

See “Thinking Medieval” on p. 126 for some addi
tional leads in this regard

Wy Sive Chose We Becausk. .

Something not only brought your character 1o the
arrention of a vampire, bur made her wanr to Embrace him.
Il |||-|‘_"|1| Ihl\ C E‘k'\.'l'l |]]t' Ll[[llll”il[ll mn of \'\'.I["\"' l']‘\L'I vition
ilnl.i mteracton, I}Il.' vampire courting your \'h-lr."..ll."r mn
hopes of winning his allegiance and support. It mighrt have
been an act of desperation on the part of a solitary vampire
who was badly injured and in need of a controllable compan-
ion with supernatural power right now.

There are as many reasons for one vampire to create
another as there are vampires. No vampire does it care-
lessly, as it requires a substantial effort, but standards tor
whar constitutes 2O Wl and sufficient motive vary wildly
between clans, roads, factions and even regions. Note
that your character may not know everything you decide
about the sire's motives, and also that yvou may choose to
have some surprises yourself if you feel comfortable leav-
ing some decisions in the Storyteller’s hands. In some
C Il'[’ﬂ“ll. ll“', lhl.' cnsuing hll“T tor ]]l\lllt‘ﬂ ANSWErs 111.Ik1'~' H
fine major theme, while it would just be distuptive and
unpleasant in others.
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Note that outside circumstances sometimes force
siring on vampires who aren't ready for it, or lead them to
act in deliberately unconventional ways. Overly self
conscious inversion of stereotypes can become just as
tedious as the stereotypes, but many interesting possibili-
ties lie in between,

Aoty I Spend Wy Nights. . .

Finally, having lived, died and returned as undead,
vour character is doing something on a routine basis now.
Dark Ages: Vampire assumes that she has completed the
fundamental training in Cainite social traditions as de-
scribed in Chapter One and now enjoys some measure of
autonomy. Does hersire still play an important role in her
routine! Does she maintain her haven somewhere near
her sire, or has she moved far away!? Does her sire even
exist anymore, or might he have disappeared, been de-
stroyed or just drifted out of touch?

Some vampires maintain a social position much like
what they had in life, albeit limited in many ways by
vampirism. People of all social strata can claim to be suftering
from a curse, since super H.Illl[.i] POWET 15 ¢ ]\'Tl\ W Il'\l‘_:l'll a1 hi
accepted in the Dark Medieval world, and they can also
claim to have taken on a peculiar duty. A crusader might
swear, or claim to have sworn, never to face the sun agan
until the holy city of Jerusalem is altogether free of infidels,
while a devour blacksmith might feel called, or claim to teel
called, to work by moonlight and starlight as a symbol of the
darkness of sin within which humaniry labors. Exotic disease
is also a possibility, particularly in cities along trade routes
Vampires must take care not to attract too much hostile or
skeprical atrention, but in many ways, it’s easier to construct
a plausible cover in this era than it will be in later centuries.

Other vampires change their social status and move
into new roles — not always ro heights denied ro them in
life, though social climbing is very popular among the
unliving. Some vampires turn away from the trappings of
the mortal elite for the sake of a post-mortem calling,
wherther it's as mundane as being able to practice a rrade
deemed unsuitable for a gentleman or lady or as exotic as
applying vampiric strength and speed to innovations in
engineering or medicine.

Finally, some vampires step out of mortal society
altogether. They deal with humanity through ghouls and
otherintermediaries and give themselves wholly to Cainite
affairs, These are the vampires who set the tone for the
culture of a coterie, all the domains in a region or even
entire clans. They make many of the crucial discoveries
required to develop new Disciplines and refine old rech
niques, and they prosecute the War of Princes directly
against their rivals most vigorously

This last aspect of your character’s history may follow
clearly from rthe early steps, reflect a drastic break or fall
somewhere in between. Real life is full of unexpected
shifts, and while tiction doesn’t ger the excuse of “but it
really happened that way,” you still have substantial
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BUT I DON'T
Q ome |1|.1\_,q.-r~

=) cepts in one fell swoop, with everything

xare t'|\.‘|r:!L ter con

emerging in fairly short order, but not everyone
works that way. It's perfectly all right to work out
only a few crucial details ar the outser and fill in
the gaps after play begins. You need to know
enough to answer the most basic questions about
your character, such as gender and ethnicity and
current circumstances. You don't have to provide
a complete biography, as long as the information
you do create before play begins satisfies you and
your Storyteller.

freedom to creare a convolured past if it teels saristying ro
yioul .Hl\l fts with 1]11' other concerns of !lu' \]unlmiu‘

yvou'll be playing in

S Am, We Ave:

Coterie and Domain

Unless vou're playing in a chronicle with just one
player and a Storyteller (and not always then), your
character is one of several vampires who spend some of
their time together. The corerie isn't just a convenience
for game play, it's the fundamental unitof Cainite society.
Solitary vampires simply cannot pursue the opportunities
that a group can by working rtogether. The corerie pro-
vides leverage against targets and defense against enemies.

® Making Contacts: As you think about who your
character is as an individual, also think about her as part of
a corerie. Work with the other players o identify points of
contact in the backgrounds you create. Perhaps they were
rivals betore the Embrace, or they all hail from the same
\ l|[,1|51-. Oor two L]l.ll.l\ ters once Ulul'lmi 1[11‘ SAIME Woman.
The more you consider the coterie as well as the characrer
early on, the better use you can make of the opportunities
that the mechanics of characrer creation provide.

¢ Since the Last Sunset: Vampires are predarors.
They depend on prey. Some coteries lead nomadic exist-
ences, but most claim a piece of land and its inhabitants.
The rules in this \il.l|‘!|'] assume that your character's
corerie has existed for a few decades, long enough to
secure claims and establish with the other vampires its
I]It‘ll]}‘\‘lh deal with thar s Yes, I he corerie ist h\.'['l' .111\] 11('L'\i\
to be considered. The prelude (see p. 277) bridges the gap
from your character's mortal days to the point represented
by the numbers vou'll be assigning here. You can just as
easily make characters who have been vampires less time
but made particularly good use of their opportunities or
older but not so quick to exploit possibilities, all without
varying the available numbers. For farther-reaching modi

fications, check with your Storyreller

® Hearth and Haven: The place your characters
occupy should martrer, opening up some possibilities and
(lu.\lnl_{ oft others. One of this game's themes is the
n]l.“t‘ﬁ‘['lt s |‘(‘T\\t'('” T]'Il' V I‘I]"lt'. .i:l\ll:j]li \\IPI]\I -i[lx{ |i!i.'
secret truths in the shadows. It's perfectly acceptable for
the members of a corerie to contrast with their environ-
ment, but there are limits, A coterie of former Vikings just
isn't going to do very well in the midst of Rome or Cairo
without very serious changes to their routine: Even vam
pires cannot sail longhoars through densely populated
cities and expect no interference. “Who we are” and
“where we are” generally develop in tandem, and you
should generally feel free to change one in light of a good
idea tor the other.

Many good storytelling possibilities follow from char-
acters who are part of their place as it once was, bur isn't
Anvinore. Tiu' 1".11!-\ .\1t'l||\-\,|| \\nrH 1~t:'1 stagnant: \\"'.n‘.
crusades, l‘|:i-_5||v~. and other ||]‘|h' wals wipe out leaders
and whole communities, while advances in farming and
other rechnology turn tormer wilderness into civilization
(by the era's standards), Families and tribes move in
search of opportunity or just relief from persecution. The
vampire whao's stayed the same while the world changes
around him is an archetype precisely because it's rich in
tragic and dramatic potential. In the midst of confusion,
the company of one's peers may be very welcome even it
they don't especially like each other as individuals — at
least lhr\_' share a frame of reference.

The Nature of Gur Cause

At their most basic, all coteries are small groups ol
Cainites who cooperate (or commiserate ), but they aren't
allidentical in purpose or organization. You and the other
players should agree on the ties that bind your vampires
together. Some basic options follow:

® The Coterie of Mutual Survival: The simplest
patrern is this: A group of vampires — all of one clan or
ol ~\'\t'l.l|. lli\r|\ }'Illl‘l.uml at .|]‘--u|i the same time
comes together to exercise authority over a piece of land
.I['J\l 118 ped l]‘]t'. lts II|&'III]‘('1'~ Wi \IL\ h--_gl'!l]l‘l ton 1|1,l1 purpose
and otherwise oc cupy themselves as they choose. Cote-
ries can be substantially more closely knit and focused if
players choose, however

® The Coterie of Influence: Many coteries exist
because of shared interest in some aspect of mortal soci-
ety. A group of vampires who all hold some influence in
a particular social class or profession can largely set the
tone for the target community by cooperating. No vam-
pire .||n|1|' can ]ll pe [-ILH'I\ Trag L\ of t'\t'T\!!HH‘__‘ I}I:H TOes
on in a community of any size, but with teamwork and a
division of respu msibilities, the coterie together can fore-
stall most independent action that is contrary to its
interests. Some vampires sec the chaos amq myg Cainites as
] \ll.t“rn_‘_'\' Iin‘\ must overcome; ulllu‘l'\ s¢e It as an
opportunity to pursue their own concerns with greater
freedom than a more orderly time would allow.
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® The Coterie of Lineage: Some coteries are linked
very directly by lineage, all sharing rthe same sire or with
a tew sires responsible for all the characrers. Prominent
Cainites sometimes create broods for specific tasks, such
ds }lLIl'llI“l\'l.L'r.lnL: T}]L’ \l]'L'.'" Il\‘Ix{l“L:\ In a remaote 1!‘\.‘;”1““
Or "I‘\ g oul I}]L' acnvities l‘f l‘l "*"II‘IL' Tl\'.ll.\ 11 An Jarea I!I
|1H|tl].]| concern. P‘rk\lhl coteries l’t T}'I[‘\ SOrt may “'L‘”
ni“('r;ll‘r |ln\{l‘|' Ciower stories, so I‘|‘l.‘lT “r}"lt'r \‘.Il“l\].l'l."" li\ 1“"
immediately recognize the coterie’s members as agents of
d COMmMmmMmon cause. .A\I'Il”hi_'r variation arises trom IIIL‘ ]"TR}L"
[ice ‘\‘ some }“K[]'l‘]l M PJL‘\] SITCS \\'h\‘ mitate mort .‘I (4L !I"It'.\
and send their childer to train with allied Cainites. This
r‘l'ill.'rll.'.t’ can create a nl"ﬁh I\_f‘I of ¢ l'lilf-'ll.'tl.'rﬁ “‘l‘t'ﬂ ‘\\'\‘l'l’-]l
different clans.

* The Coterie of the Disaffected: In the rumult of
the War of Princes, some childer rebel against their sires
and flee beyond the horizon. Refugee and rebel coteries
may present wharever appearance their members think
they can get away with, or they may operate openly as a
gathering ot the outcast in hopes of winning the support
of others like themselves. Conversely, when one or more
characrers' sires have fallen into L|1~_t.:r:u e or \lm|"1\' THTENE
ally eccentric behavior, childer who are loyal to the sire’s
rejected affiliations may make a visible display of loyalty
to the cause. They separate themselves from their unwor-
thy creators and set about repairing their own standing in
the eyes of fellow adherents to a clan, religion or other
identity. They may well hope to win permission to destroy
their sires, but few vampires would be so ractless as ro
.I\{[l'l.” Ihl{[ dsd ‘__!l‘il] toanvone \-\'!ll M1l [hl.'\' \1'\.'”'[ Ltrust very
deeply indeed.

® The Coterie of Wayfarers: Most vampires are
sedentary creatures, but not all of them. Some coteries
travel together, sharing their resources to arrange more
protection than asingle vampire can, and perhaps also for
the sake of appreciative, understanding company. De-
vout \'\Ill'll"!lll" may o on a i‘ll‘_:l'”nd‘_'L‘ or lli'll]l.'['f.ll\'t:' (8
guard a pilgrim route. Crusading vampires can and do ride
with morral armies in search of heretics and infidels;
Illt'['l.ll'.llil vampires go \\'|1L‘I\'\\'[ Ilu‘lt“.\ a4 prospect ol
profit. Note that undead merchants enjoy a competitive
advantage in many regards over their mortal rivals, not
having ro worry about most diseases, berter able ro cope
with harsh climates and capable of fighting off many
human would-be predators. Of course, they must often
use ghoul intermediaries to sell their wares to townsfolk
who are reluctant to go to market by moonlight.

This list is not exhaustive. If a concept that doesn’t fit
intoany of the preceding caregories occurs to you, talk itover
withother players and the Storyteller tosee what they think.
KL"L'P imn !“iﬂ\.l TIlil-T k'hi!rill.lt'r‘ |I|'.|\I .I” Il'llllk ot 1Ilt'lr C I[L'l'iL'
in somewhat different terms. It's not necessary for all the
characrers to share a complere unity of purpose. It would, in
tact, be very remarkable if they did. Compatibility should be
the goal, and it allows for a great deal of diversity.
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Thinking Wedieval

Most people in the Dark Medieval world face contra-
dictory truths, which they try to reconcile as best they can.
(Neither cognitive dissonance nor paradox suddenly sprung
into being for the 2lst century.) Some zealors do hold
.‘\“’.]I_}ﬂ’h”“i 'I_\\'.lr\I. .\l]"l-‘ll' views of |h(' \\'Lll’[\].’ IMoOst l‘l'\ FI‘I('
jugele conflicting claims, and the interplay of concepts fuels
both passion and doubt. A character yearning for certainty
may commit to a course of action despite reservations, or
indeed prec isely because of them, to feel that she's lacing
temptation and persevering in her search for truth. Another
character who's long held a particular outlook may suddenly
Stop to reappraise.

® Order and Chaos: Once it was a perfect world,
created by God in the seven days of Genesis. Manifestly
it’s not anymore, and neither banishment from Eden, the
Greart Flood or the sacrific e of I |t\:ll‘|]\ Son on the Cross
seems to be enough to set the world (and humankind)
back on the right track. The search for just what causes a
chaotic and unjust world in the face of God's omniscience
Jlldunmi]mlcnwc is one of the great questions of the age,
one to which your character may hope to find an answer.

Nowhere is this question more starkly illustrared
than in the matter of dualist heresy. These heresies (the
Cathars in southemn France, the Bogomils in the Balkans
and so on) claim that the entirery of the physical world
and the various social hierarchies within it are irredeem-
ably corrupt and separate from God. Only the spiritual
remains holy. Therefore, it is there, and only there, that
man's focus should lie. The Church, for its part, believes
that these heretics are twisting the Word of God, which
holds the only hope of returning to His grace. Both sides
are lllh'l‘t\' L'l'l'l\'li'tki'n.i I|1.|l I|1|.' other represents a grave
threat to the salvation of man. The bloody Albigensian
Crusade against the Cathars is only the most glaring
example of the stakes of this battle of ideas, a battle in
which your character may well become involved.

* Good and Evil: Your character believes thart there
is a fundamental source for virtues, and likewise for vices.
Just as the world seems uncertain in its orderliness, so in
its goodness. Christians, Jews and Muslims all believe
that God is essentially good, but many believe that He's
given th' Wi |ri\| over Pi[l'fl\' orent H—t'l\' L {8 ‘\'t‘!nl mic Pl YWErs
for the time being. Pagans believe that gods and spirits of
many sorts contend, and that the outcome of their struggle
is by no means guaranteed rto tavor goodness. Doubters
hope or fear that even though there are magical and
supernatural powers, they're essentially amoral, lacking
any direction except that imposed by acts of will. Almost
everyone, of every outlook, agrees that the questions
“What's supposed to happen when | act virtuously or
wickedly?” and “What is likely to happen when | act
virtuously or wickedly?” have very different answers. The
brokenness of the world is something accepred as given
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almost everywhere, excepr among gatherings of some
mystics and the outright foolish.

® Hierarchy: Most people in the Middle Ages be-
lieve that inequality is an important part of the world.
There are superiors and inferiors, and a good sociery
;lc]&n\ I\\'l(‘th[t"\I}'Ii‘-l.ilt"i -nlh-ll I|‘Lr Se \\'hn,lri'!il o [\':IL](.III
direct those who are fit to follow. It’s in the details that
things get complicated. In practice, there are wicked or
incompetent rulers in both the secular and ecclesiasrical
hierarchies. Coups, wars and crusades stem in part from
disagreement over whao's fit to rule and why — either the
heavens keep silent about such matters, or they reveal
signs that lend themselves to more than one interpreta-
tion. The idea of fundamental equaliry is, again, a notion
for mystics or for those who Jt'\]'nlll Hf]ll\( ice short of the
overthrow of all existing powers. Your character has some
thoughts about what the proper lines of authority are and
what she should do when they're broken or corrupted, and
these thoughrts guide her in rimes of disorder.

FiveSteps into Darkness

The process of creating a character is divided into
five basic steps, discussed here and outlined on page 128.
These steps carry you from the kernel of an idea to a
L'ullll"l\‘lt' set of game traits ;I'['I\{ some concrete tacts about
vour characrer’s background. You may find yourself skip-
ping about the steps somewhar as ideas come to you and
vou adjust decisions on the fly, and that's perfectly natu-
ral. The steps are here to pre wide you with an easy [mlll.
not to limit your \\'.lluit'rlm;w.

Preliminary Assumptions

The rules that follow for building your characrer
make certain assumptions and set some limits, Keep them
in mind.

* Scope. The rules themselves do not assume that your
gender or background.

character must be a particular age
The definitions of specific traits given here use common
outlooks from the Middle Ages to illustrate their points, but
the same scores can Just as well describe someone from Inll_:
AgOor tar away. TIIL’ rlIIC\ t,Ih Fdssume |h'|! VOLIE C I\ill'lll ter Illl\
been a vampire for a few decades, created less than a century
ago and released into the world afrer an average of abour 20
to 30 years' training as a fledgling childer. The Background
traits are designed so that the baseline in each accommo-
liilf(“; |'hi‘|'}|l'Tl‘|'\' ot !hl\ SOrt.

Yl'll il h:l“‘_:l_‘ ||1L'\\' .I‘ﬁll[lll'-“ll”‘ Loy sulr ”IL‘ Ill'L'Ll\
of a particular chronicle or the needs of some characters
within it. Make sure that the Storyreller and players agree
on what's going on. (Discuss rather than leap to indepen-
dent conclusions that you conceal or neglect to mention.)
Any result can be fine if it works for the people playing in
that chronicle; any result can wreak major havoc if
assumptions come into conflict.

® Detail. The numbers presented here are all delib-
erately broad, fuzzy definitions. The numbers support
roleplaying efforr rather than supplanting ir, and there's
a great deal of room for individual clarification. Two
characters of approximately average strength, for in-
stance, may have the same numerical score in the Strength
Attribute and yer behave differently in play. In some
cases, the Storyteller may grant one player a little bonus
on some rolls for the somewhar stronger characrer or
assign the other player an occasional handicapping pen-
<|ll\' for ||lL' “‘l'l.]t_'\\'h.ll \\'L’(II\'CI‘ k‘Il'.lr-lL'l(.'r. T}]‘«.' |“|lnl‘l.'r"
provide true and useful information abour characrers.
They simply don't tell the whole story.

® Step by Step. You have a fixed rowl of points to
allocate to certain characteristics at each step. You'll also
get bonus points to spend in the final step, to fill in gaps
in your characrer concept. Note thar you'll often wish
that you had more points than you do. Keep in mind that
your character will improve in the course of play, through
experience.

® The Scale. There's a standard scale from incompe-
tence to excellence in each trait you'll be rating in the
following steps. A score of 1 reflects bare minimal ability,
a hit better than lacking the trait altogether, but not
much. A score of 2 is average for most p-.‘upl\‘. and 3 is
notably above average. A score of 4 is distinctly excellent,
the mark of someone with both innate talent and experi-
ence. A score of 5 reflects mastery at the level of the
world's best. Some special characteristics work ona 1-10
scale instead of 1-5, and they're each described in derail
later in this chapter.

¢ Teamwork. Dark Ages: Vampire is a group en-
deavor, not a solitary one. You have an obligation to your
I’l'”n:\\' |1|;l\'l'l'.\:, JUst as I}'h'\' do to you, not to \\'I'U'L' Ihl'
game. Once vou and the Storyteller know what vou all
want todo, vou need to work within those guidelines unril
and unless you |Wt'l~||.|\ir the other participants ro change.
It's trivially easy to make characters who ln!}?]\' with the
letter of the rules and even with the spirit of the Dark
Medieval world bur who are rorally unsuired for a particu-
lar chronicle: devout Muslims in a chronicle focusing on
the secret politics behind the Church of Rome, for in-
stance, or resolutely territorial, stay-at-home characters
ina t‘hr“nl(lt' set up Lo tl‘“t‘\\' d P!IL{THHJL’(’ ar L‘Tll'iihl(.',

You can do many Tililu:\ that are sometimes a ;_-\m\i
idea bur unwise for a particular sicuation. Don't be a jerk
.li“ e i, Cox perate, ‘Illd Vi |l|'|| et |\|\'L I"L'l'lL'I' entertain-
ment for everyone.

Storyteller, Troupe and Character

In every game, someone has the final say over what's
suitable and what isn't in a particular situation. In Dark
Ages: Vampire, that's the Storyteller overseeing your game.
The Storyteller lays out guidelines as to whar sorts of
characters are particularly desirable, or particularly undesir-
able, and he should work with you in refining your concept.
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CHARACTER CREATION SUMMARY

Step-by-Step Process
* Step One: Character Concept

Choose concept, clan, road, Nature and De-
meanor.

* Step Two: Select Attributes

Choose primary, secondary and tertiary cat-
egories of Attributes. Start with one dot in
each Attribute. Divide 7 additional dots
among primary Attributes, 5 dots among

dots among ter-

secondary Attributes, 3
tiary Arttributes.
Physical Arttributes:
Stamina
Social Attributes:
Appearance

Strength, Dexterity,
Charisma, Manipulation,

Mental Attributes: Perception, Intelligence,
Wits

¢ Step Three: Select Abilities

Choose primary, secondary and tertiary cat-
egories of Abilities. No automatic Ability
dots. Divide 13 dots among primary Abili-
ties, 9 dots among secondary Abilities, 5
dots among tertiary Abilities.

Talents: innate aptitudes

Skills: learned abilities

Knowledges: academic and intellectual lore

No Ability can have more than three dots at

this stage.
® Step Four: Select Advantages

Divide 4 dots among clan Disciplines, 5 dots
among Backgrounds, 7 dots among Vir-
tues (plus one free dot in each Road Virtue
and Courage).

¢ Step Five: Finishing Touches

Road rating is equal to the sum of Road Vir-
tues. Willpower is equal to Courage.
Current blood pool is the result of one
die's roll plus one additional point for
each dot of Domain and Herd the charac-
ter has.

Spend 15 bonus points (see chart).

Clans
The High Clans

¢ Brujah: Proud, angry crusaders.

® Cappadocian: Cold scholars of death.

® Lasombra: Rich, decadent manipulators.

® Toreador: Consummate social predators.

e Tzimisce: Inhuman lords of forest and
mountain.

® Ventrue: Ambitious seekers of power on
and behind the throne.

The Low Clans

® Assamite: Stewards and judges of Caine’s
brood.

¢ Follower of Set: Descendants of a dark god,
out to overthrow the tyranny of order.

® Gangrel: Wild, sometimes feral, outsiders
and wanderers.

® Malkavian: Fear-inspiring visionaries and
oracles.

® Nosferatu: Twisted lurkers and penitents.

® Ravnos: Independent wanderers and cor-
rupters.

® Tremere: Innovative usurpers.

Roads

® Beast: Acceptance of the Beast and the
cultivation of instinct.

® Heaven: Submission to Heaven’s will de-
spite personal damnation.

¢ Humanity: Continued loyalty to the vir-
tues of the living.

® Kings: The disciplined pursuit of excel-
lence and power.

® Sin: Indulgence in vice as one’s destiny and
nature.

Archetypes Nature and Demeanor

® Autocrat: You were made to lead.
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CHARACTER CREATION SUMMARY

e Barbarian: Civilization is the crutch of the
weak.
® Caretaker: You are your brother's keeper.
¢ Celebrant: Pursue excitement in all things.
Defender: You stand guard over that for
which you care.
Gallant: Whatever you do, do it with style.
Jester: The real fools are those who don't
see the flaws you point out in them.
Judge: Someone must decide, must make
the hard choices.
Pedagogue: The world needs instruction.
Penitent: You are a sinner. Can you make
up for it?
Rebel: The order of the world is corrupt.
Are you!
e Survivor: When the horn sounds on Judg-
ment Day, you will be there.

Disiplines

® Animalism: Affinity with and power over
animals, and the bestial side of humanity.

e Auspex: Preternatural alertness, percep-
tion and premonitions.

* Celerity: Inhuman quickness.

¢ Chimerstry: The Ravnos power of illusion
and deceit.

¢ Dementation: The Malkavian ability to
induce and direct madness in others.

¢ Dominate: The power to command others’
obedience.

¢ Fortitude: Inhuman toughness and resil-
ience.

® Mortis: The multi-faceted Cappadocian art
of dealing with death and the corpse.

® Obfuscate: The ability to conceal and dis-
guise oneself.

* Obtenebration: The Lasombra power of

mastery over darkness.
* Potence: Inhuman strcngth.

® Presence: The power to sway the emotions
and affections of others.

® Protean: The Gangrel power of taking ani-
mal forms.

® Quietus: The Assamite power of stealth and
judgment.

¢ Serpentis: The Followers of Set’s power to
assume the form of their serpentine god.

® Thaumaturgy: The innovative Tremere sys-
tem of blood magic.

® Vicissitude: The Tzimisce power to sculpt
living and unliving bodies.

Backgrounds

® Allies: Trusted individuals who share your
cause.

* Contacts: Sources of information.

® Domain: Space in which to feed and rule.

® Generation: Strength of the blood.

e Herd: Mortals willing to offer their blood
regularly.

* Influence: Authority and status among mor-
tals.

® Mentor: A sponsor or guide among vam-
pires.

® Resources: Property and other sources of
value.

® Retainers: Personal assistants, both living
and otherwise.

e Status: Authority and renown among vam-
pires.

Bonus Point Costs

® Attributes: 5 bonus points per dot.

e Abilities: 2 bonus points per dot.

* Ability Specialties (max. three per ability):
| bonus point each.

® Disciplines: 7 bonus points per dot.

* Backgrounds: |

® Virtues: 2 bonus points per dot.

* Road Rating: 1 bonus point per dot.

bonus point per dot.

* Willpower: 1 bonus point per dot.




On the other hand, the point of playing with other people is
precisely to get more than your own creativity at work, and
engaging character concepts may well lead the Storyteller to
revise his original plans. Sometimes the characters fit pre-
cisely and things get underway without a hitch, More often,
there’s some adjustment on both sides. Cooperation often
gets you more of what you want than obstinacy — and with
IL"N }Ll\mlt

Most of the time, your character doesn't emerge in a
single flash of celestial lightning instantly ready for play.
Orther players may have suggestions, along with the Sto-
ryteller. It's often (though not always) good to work out
connections in characters' pasts, .\ItL‘IILﬁI}lctlIn}: the bonds
between them in the history of events before play begins
so that if the Storyteller prefers not to focus primarily on
strangers getting to know each other, he doesn't have to.
Of course, if the chronicle has thatasa major theme, then
extensive prior connections may be very much a bad idea.
Individual circumstances rake pl't‘\'l'l{l'lh'&’ over all these
generalizations.

Your Storyteller should have at least some sense of

the rules before character creation begins. Remember
while expecting the best that everyone has afirst chronicle
at some point, and if this is that time, then don't expect
instant mastery. In addition, even experienced players
sometimes lose track of derails, and they may need to
pause to check specific aspects of the game system. White
Wolf will not send anyone around to award prizes to those
who memorize the whole book first, nor disparch the jack-
booted game police to confiscate copies of Dark Ages:
Vampire from those who continue to rely on the index.
Allow room for human fallibiliry.

Some troupes dive right in to the mechanics of
character creation after minimal orientation from the
Storyteller. His chronicle idea mighr take just a sentence
or two to explain, or it may require a great deal of
qualification and clarification. Some players prefer to
spend time discussing ideas and possibilities before get-
ting out the character sheets, too. Experiment a little to
find what works for you (and feel free to try alternative
approaches from time to time, even after you know one
way that suits you well). Listen to your Storyteller's
description of what he has in mind and pay attention.
Nobody likes endless repetition, and it takes time away
from more rewarding pursuits,

Storytellers should generally plan one whole session
for character creation and preludes (see p. 277). Vampires
are complex characters, who necessarily have personal
baggage, and it takes some time for everyone to get a sense
h‘l’ Ihl‘”‘ L'lul'\lf'lﬁ:lk'r\‘ \'l ‘l_l.“ I‘.lL'l'\] tosee tor \':lllrn’lt “'Ill'l hl_'l'
it's betrer for everyone to create characters and le\'
through preludes together, or whether it makes sense to
work individually with the Storyteller. The more compli-
cated the concept is and the more secrets the character is
keeping at the beginning of play, the more suitable
individual introductory sessions are. At the end of all this,
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you should have a character with not just a complete set
ot I'Ill!llL'I'lL_'<|1 ratings l‘I.IT d P\'I"\l ‘“.1[”\' .H'hl .\T\']t‘, I'L'.itl\' for
ongoing acrion.

Step One: Character Concept

Each character begins with an idea. Somerimes it's a
personal quirk, sometimes an ability, sometimes a piece of
background. You may wish to expand on one of the typical
CONC 1'1'!5 lorac |;mnl IH:h!.HI Iy ~n[ln'i1mh_',.| hTIh'.u:l o |lu'
ordinary. Whatever starting point suits you is good as long as
it leads to a well '\iL'\'L‘It‘I‘L'\I character in the end.

You don't need to have all the derails lined up at this
step. “This is a former Crusader who lost his faith after the
Embrace but is now regaining it, in a dark and rwisted
way," suffices. So does, “l want to play a rebellious peasant
who's infiltrating the nobility thanks to clever use of
Disciplinesand working toundermine hisenemy’s legacy,”
.I['I.\.]. “i.lll [I]I'['ikln'._: ofan l‘l\i woman izn]I‘I'JI('L"\] }‘\' |1'|l\r.ll\'.l"
by a Nosferaru with a grudge against someone else in her
comimunity, \l'lll' Ilzllt'\ }'ll.'r L’i’ﬂ\{l“i'ﬂ I‘ll' Tl."\'l\ Lill‘\l'
bound to protect her descendants.” The steps that follow
supply derails naturally.

GOoerall Concept

Refer to the key questions discussed previously: “In
life | was...
spend my nights..

S UMy sire chose me because...” and “Now |
" If you can complete those state-
ments, even in the most general way, you've got enough
of a concepr ro proceed. Pages 135 to 137 describe a series
of templates that can serve as basic concepts and help you
maintain the medieval atmosphere of the game.

Clan

Every vampire hasasire, and therefore every vampire
Il;h d ]l'_'._’;l(\ |1L‘Imh| IEI:!I‘ ol 1|u‘ .~1I'("\ sire .Ilui S0 0N }\,IL'I\'
to (perhaps) Caine, the first murderer and first vampire.
Clan does not determine your characrer’s personality,
though. It necessarily contributes only a set of powers that
your character learns more readily than others and a
common weakness that afflicts your character’s exist-
ence. Clans are not monolithic, rigid structures, not even
the relatively hierarchical Tremere, but they do have
communities of interest and outlook. Some sorts of per-
sonality are more characteristic of some clans than others,
as described in the overviews on p. 128 and in more detail
ind .'}l;t}‘ltr Two. Even the choice of no clan at all, Cairiff
status, carries social consequences.

You may choose to play a character who doesn’t
know her own clan. Possibly her sire has lied to her and
trained her with false assumptions. You know the truth,
bur she does not. Alternatively, if vou choose, you may
not know the character’s clan, either. Some Disciplines
occur often enough that knowing which ones are “in-
clan” for the character doesn't tell you for sure whart the
clan is. This is a matter of some delicacy, and it requires
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player and Sroryteller to work together in a trusting
relationship. You are nor a bad person if you just don't feel
comfortable with it.

Wad

Your characrer’s sire forces vampirism upon your
character, and clan lineage comes with rthat automati-
cally. Diablerie (see p. 258) can change your character's
generation in the blood, but clan remains fixed. Your
character can choose how she responds to the Curse of
Caine, what she holds as good and desirable in the face of
the temptations that the world and her own Beast throw
at her. This is the character’s road. See Chapter Three for
a full description of the roads.

Note that not all characters who follow a particular
road do so wirh rthe same fervor. A characrer with a low
Road rating is apathetic or nonchalant about some of the
moral convictions that she shares in principle with a
high-rating zealot. If your character is not exuberantly
commirted to her road, she may intellectually acknowl-
edge some tenets but not really worry about them in
practice, or she may nor even be aware of them yet. Your
characrer’s road is as much a martter of potential — how
her moral vision might develop — as a statement of what
she now believes .Ill.x] ~t‘t'L- o n.l\ b ]I .|1‘~\1 attects some ol
your character's opportunities for social interaction —
most importantly in who she goes to “church” with.

Avchetype: AWature and Demeanor

The two aspects of Archetype sum up key fearures of
your character's personality. Nature is the essence of your
character’s deepest drives. Whar motivates him beneath it
all? In terms of game mechanics, opportunities to satisfy the
111|['l|]“t' [}I.ll Narture l'lq“n’\'.‘-c-& 1{'{ your (i];lt‘;u.‘[ut‘ l't;';.’:\il'l
Willpower. In terms of play, these opportunities gratify the
character's most profound instincts and create a sense of
completion and fulfillment. Demeanor is the face your
character presents to the world, and it is purely a matter of
roleplaying. [tmay be identical to your character’s Nature, or
it may differ wildly, depending on how duplicitous your
character seems. Archetypes serve as useful shorthand for
your characrer’s personality and behavior.

Step Tiwo: Choosing
Attributes

This is the first step that involves assigning a batch of
numbers. Attributes measure broad categories of human
(and vampiric) capability. They come in three categories:
Physical (Strength, Dexterity, Stamina), Social (Cha-
risma, Manipulation, Appearance) and Mental
(Perception, Intelligence, Wits). Briefly, Physical At-
tributes cover your character’s innate strength, speed and
endurance; Social Attributes cover her charm, ability to
influence others and her looks; Mental Attributes cover
her awareness of the world, intellectual capacity and her

-

speed of insight and response. Full descriptions of all the
Attributes appear on pages 140 through 142.

You must choose one category of Attributes as primary,
one as secondary and one as tertiary. A character who is fit
and fast, reasonably smart bur awkward in society would
have Physical Attributes as primary, Mental Attributes as
secondary and Social Artributes as tertiary. A powerful
charmer who is (at best) middling clever, on the other hand,
would have Social Attributes as primary, Physical Attributes
assecondaryand Mental Attributesas tertiary (orreverse the
primary and secondary choices).

All characters begin with one free dot in each of the
nine Artributes (except for the Nosferatu, whose clan curse
denies them the ability to have any dots in Appearance).
You divide more dots among each caregory depending on
the priority you've assigned it.

* Divide seven dots among the primary Attributes. If
your character's primary category is Physical, for instance,
you might add three dots to Strength and two each to
Dexterity and Stamina for someone who's very strong and
quite fast and tough, or four dots to Dexrerity, two to
Stamina and one to Strength for someone who's astound-
ingly fleet, resilient bur only of average strength. Tinker
with the possible combinations to suit your concept.

® Divide five dots among the secondary Artributes.
If your character's secondary category is Social, you might
assign three dots to Manipulation and one each to Cha-
risma and Appearance for someone of average looks and
charm who's really very good at getting others to do what
she wants, or two dots each to Appearance and Charisma
and one to Manipulation for a character of significant
beauty and charm but only average persuasive power.

e Divide three dots among the tertiary Attributes. [f
your character’s tertiary category is Mental, you might assign
one dot each to Perception, Intelligence and Wits for a
character who's average across the board, or three to Percep-
tion and none at all to the others for a sort of idiot savant of
tracking or alertness.

You may find yourself wondering why it is that your
character ends up above average in so many ways. Vampir-
ism has irs rewards — if it didn’t, the Curse of Caine would
never have any seductive power. Unlife confers a dark
glamour and twisted vitality. Your character's inner desires
1‘1.'(!111](_' al [L’.IFI ‘il.'l'lll.‘\\'h.'li I]li‘l"llt‘l..'f\l in ThL‘ ﬂL’.‘\h: \";I"L"lk
people become stronger, and plain people more beautitul as
the (nmphc.mnnh of life recede in the face of the animating
vitae. So, yes, your character is something more than typical,
\\'Iuth 1S part of Tl'l.l' Cainite narure.

Step Three: Choosing Abilities

Abilities are more focused areas of experience. Unlike
Attributes, your character doesn't begin with automatic dots
in any of them. There are many teats your character can
attempt only at a penalty, or not ar all, simply because
nobody can know everything. (Over time, elder vampires
may know more than any mortal can dream of, but there's
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always somerhing more.) As with Attributes, Abilities are
divided into three categories: Talents (innate aptitudes and
matters one can learn through experience), Skills (abilities
requiring training and practice) and Knowledges (academic
and other intellectual pursuits).

You must also assign one Ability category as primary,
one as ‘l_'l_‘h!”\_l:lr\' HH\{ one as ternary, as \\'”}'I ,'\“l]}‘l“t‘-'*,
A bookworm who's made some effort to acquire non-
academic skills but lacks much of anything in the way of
physical potential likely has Knowledges as primary,
Skills as secondary and Talents as tertiary. An ill-edu-
cated woodsman who's seen some of the world as a soldier
likely has Talents as primary, Skills as secondary and
Knowledges as tertiary. No Ability may finish this step
with more than three dots, though you can spend bonus
points to raise some later.

* Divide 13 dots among the Abilities in the primary caregory.
¢ Divide 9 dots among the Abilities in the secondary category.
® Divide 5 dots among the Abilities in the terriary category.

One final point of similarity between Artribures and
Abilities is thar the Curse of Caine also enables grearer-
than-mundane masrery of some Abilities. It sharpens the
making it that much easier o
commit a wider panoply of more complex and deep-

y
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reaching sins.
Full descriprions of the individual Abilities appear
on pages 142 through 153.

Step Four: Choosing
Advantages

TI!I\ step LIL'.II\ \\'l[h f}]k' Lll].li” 1es \{l‘\[ mconve to vame-
pires. Most human beings don’t have the competence of
a starting Dark Ages: Vampire character, but they can
know the same sorts of things. Some things, however, are
unique to the undying.

ﬁiﬁipitucs

Your character's sire taught him certain supernatural
powers, known as Disciplines; in addition, your character
may have developed some on his own. You have four dots
to divide among the Disciplines of the clan you chose in
step one. (See Chapter Two, or the summary chart on
page 128). If your character is Caitiff, you may purchase
whatever Disciplines you choose, subject to Storyteller
approval. You can buy out-of-clan disciplines only with
bonus points later in the character creation process. Full
descriptions of the Disciplines appear in Chaprter Six.

Backgrounds

The term “Background” is a sort of catch-all that refers
to many aspects of a character’s persona and situation that
don't fit into the categories covered so far. Some Back-
grounds, such as Generation, are mystical internal features.
Others, such as Allies and Contacts, deal with the character’s

place in mortal society, and some, such as Domain and
Status, cover the character’s place among Cainites. See p.
129 for one-line summaries and pp. 153-158 for the details
on each Background. You have five dots to divide among
Backgrounds as you wish, though vour Storvreller may say
that some Backeground choices don't fit the characrer. A
destitute wanderer, for instance, has little opportunity to
build up many riches, so he cannot plausibly have high
Resources without a grear deal of justification.

You and your fellow players can pool some Back-
grounds, with characters combining their resources for
best effect. Backgrounds available for pooling include
Allies, Contacts, Domain, Herd, Influence, Mentor, Re-
sources and Retainer. See p. 157 for details.

Depending on the nature of the chronicle, your Story-
teller may rule some Backgrounds off-limits and others
highly recommended or even obligatory. Dependipg in tumn
on the roles the characters are to play, the Storyteller may
simply give you extra dots to apply to the mandatory ele-
ments so that you retain the usual quota of choices. (This is
almost always the best way to handle it: If something must be,
don't require players o give up other choices for it.)

Virtues

Every character has scores indicating his strength in
three Virtues: one covering his resolve in the face of danger,
one covering his internal moral compass and one covering
his response to destructive impulses. Together they provide
the moral and spiritual bulwark against the endless tempta-
tion to sheer mindless rampage and wanton flight, the rwin
temprations of the Beast within every vampire

The road you choose for your character d