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INTCRODUCTIO

The Dark Medieval world is a vast and often daunting place, even when one
considers only mortal happenings. Adding the mythology and history of the
Cainites makes the setting seem even more bustling, and you might need more
information on certain topics — the Salubri, the demon-worshipping Baali, the
five “minor roads” and so forth — than Dark Ages: Vampire is equipped to
provide. Likewise, some of the ideas in that tome, notably maturation and
downtime, deserve expansion. Hence, the Storytellers Companion.

This book gives more detail to some of the components of Dark Ages:
Vampire that need it. Players may find this information useful; a player might
wish ro rake on the role of a visiting Laibon in a chronicle, or rise to the
challenge of playing an Assamite on the Road of Blood. In general, however,
the information contained herein will be most useful for the Storyreller.

® Chapter One: Bloodlines describes six new bloodlines of Caine — from
the unrepentant Baali o the tragic, fallen Salubri — for use as characters,
antagonists, or allies.

* Chapter Two: Minor Roads explains the tenets and practices of the six
roads mentioned on page 99 of Dark Ages: Vampire.

* Chapter Three: Disciplines reveals the arcane powers of the bloodlines.

* Chapter Four: Storytellers’ Toolkit is exactly what the name suggests.
It includes expanded rules for mass combat, supporting characters, downtime
and maturation points, and even rules for creating elder vampires.
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bAPCER ONE:

BLOODLINES

A certain recluse, | know not who, once said that no
bonds attached himtothislife, andthe only thing that
he would regret leaving was the sky.

— Yoshida Kenko, Tsurezure-Gusa (Essays in Idleness)

The six bloodlines presented in'this beok are not intended simply as an
extension to the existing list of ¢lans tha:peopltum play. Bloodlines are by
definition much less numerous than elans. They have less of an impact on the
political and social world of the Cainites. They are, in some way or another,
not considered “up to snuff” by the rest of the VAMPIrc commumnity,

Some lineages are seen this way because their members are exceedingly
rare, or they make their homes in lands far from Europe. Others are considered
mad, degenerate, failed experiments thar haven't had the good graces to lie
down and die yet. Still others are the subjects of hunts and pogroms, either for
their hideous practices or for their political inconvenience.

These minor clans aren't easy to play for several reasons. Any member of
these lines will be looked upon with suspicion ar best by other vampires. Many
will be killed on sight, hunted, enslaved, orexiled from most princes’ domains.
Any character put in this situation will likely lead a short and rerrifying unlife,
and certainly won't be able to get involved in as wide a range of plots as most
|]Ti1L‘r lll'lr‘r_iL‘[l'r.\_ P\{'l‘;“].\l' llf !l'“.\', MOSE 111- [}]l.’ H]fl.'lrﬂ]rlrll]'n pf{_‘hcnfcll hL'fL‘
E‘Tt'l\'ldt'-\ !110[ hooks for Storytellers and suggestions for using members of the
bloodlines as Storyteller characters and plot sources.

Every troupe isa lictle bit different, however. Many players and Storytell-
ers can create a fun and interesting game by breaking the rules. If you wish to
allow your |1l;a\_\'cr.~1 to experiment with the bloodlines, by all means do so. It is
recommended that you restrict use of these bloodlines to players who have at
least some experience with the serring and rules. This way, they'll have some
idea of what they're infor. Feel free ro disallow characters from these bloodlines
if you believe they would make your game too difficult to run.

Each bloodline write-up contains suggestions to help players portray
members of the lineage. You'll find thoughts on which bloodlines make better
characters for players and why, along with suggestions for how to make such
characters work for you and your game. In some cases it may be necessary to
adapt a bloodline's traits or weaknesses in order to make a workable characrer
for a player. If you do this, it is recommended that you also either weaken a
corr:sp:mdmg strength thar the f‘:ﬂnll‘.\' confers or exaggerate a different
weakness 50 as to maintain balance.
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Il’ 15 .1]!-.-:': Fl:'n'.'LII“II'I'IL'r:l]l'Li rh-nr vou use T,I'||.,"-|r._' minor |_'1.|.1|.~.
sparingly, Storyte II. r characters. > W
they 11u'hE: sht the tr l"mL] Emuilluu
can inject a measure of sobriety into your game by showing the
last moments of il-.|1.'I11_1.[*-[‘:.'~;'IL'.‘-. Or gIve It an exorc |-.'l.'l. Youcan
use them to hint at some of the Ll:l_:c[ and more -.'I..muL OUS
schemes of the

even :

AINILES, OT [0 |.l'|'ll.]l"|'\4l_'| e ]ll‘\r b_ll W lnhl ImdAn .I|'||.,1
messed up vampires really are. [f they show up in droves every
other week, however, many of these elements are lost.

By their very natures, many of these bloodlines have an epic
feel ro them. They speak clearly of birth and death, genocide and
rh:.- creation of new Specles, wars ;![‘l-.l COnd |l.i;'\l. Tl 115 ;IH; MVE YO
(o use 1i'IL‘|'|'|. as 1“\“.]\.[(.'[' [' i L]'l[[l-.ﬂ. Lic I‘li*[ ‘h“.‘:“.l“. -[-ll\'."'.' can -|.|‘-'-"
bring home the very personal ways in which such large schemes
L]T'IF"'.IL! r.JH.’ ||'|.|.!|.\'|\.]|.|.'.||.. \IIIIU Can .|L|.I!| tl'l]‘- etect \Ill'll‘i\ E"»'
restricting yourself to introducing members of the bloodlines as
individuals, and showing the impact of their bloodlines’ travails
upon th'I.T pers -n.a] CONCETNS.

BAALI

The origins of the Baali are unclear, but they are as ancient
asany clanof Caine. The Baali are as old as the fist dark ritesheld
around a primitive campfire, designed o

e control of the forces at work in the
world, rather than be forever at th ]
An ancient tribe of humans desired power
and so made a pact with darkness and the
night. Over time, these dark forces
acquiredhave had many names and forms
— the Children, the Lords, and other, much
stranger names. The Lords were called Ba'al
in the language of the time,
servitors came to be known as Baali, and
later, the Shaitan.

HT"ItI 50 'II'I.l‘IT

I]u transmutation of these mortals
Into ||. .|I]|1'll‘w 15 an event \hl’t!hhlt LI m
mystery. The two constants in the stories
H-t‘ |'I'|.'..1 P‘l l!l l IJN Ktl"“_'l" C [ion are ]]I]l‘[l_\
and foolishness. As the stories have it, a Cainire

toyed with the Baali — for fun, to teach them the

E.UI. 'Ill?!["l]'lt‘_‘i\{'l-f-l Ill‘ll’ ways, Oor Lo Tl_‘._lL']l t I'|l,‘[],] h_l W '[1.,1{]'“_'[ 1C K Ili,_'lr

3AALIIN PLAY

As Storyteller Characters: Baali play for the souls
of mortals, not Camates. They can bring the focus of the
game back to the morals for a lieedle while. They can
invoke i feeling that vampires aren't the most powerful
players in the game — in fact, next to the great powers in
.they're barelyon the playingfield. Theycan
remind the characters thar there are larger things o ficht

theuniverse

for than therr own unlives, more important things to
worry about than who the prince is or where one's next
supply of blood will come from. They can expand the
SO \'[”Il",'-lll'll.'

The Baali tend to
make parricularly difficult characrers for players. Baali

As Characters for Players:

ire vicious, terrible vampires who do hideous things
in order to tempr, corrupt and damn others. This is
rarely a good direction for roleplaying — it tends to
make other || wers uncomifort ||"|\' at |"IL'-I. .IH\l CAan
casily tear apart a game. If you want to allow a player
to play a Baali, it 15 recommended that you both use
subtlery. The Baali need skilled spies and messengers
who can blend in with the other clans, and who know
I‘\. tier ||I mn [N|!|"L ]]Il'” \I"'\i_"‘}"\ LOTIUTIng InNnnocents

mn ||'|I"I'I Spare nme

e

Were, -.i-.'] .'I'|-.|.lt'1;.: on the tale. Whether
ccidentally, he touched them with his blood.
Those who “survive

attempts at “evil”
deliberately or:
" his attentions be-
came |hl' found E:_']"w -.':l. Illh [.Ilt'lTﬁ] |1I!1'.
ﬂ'll' F;.-Iilh sCC exIstence as a str
between two greal powers. For lack of
better identificaric mn, they call these sides
pood and evil, or light and dark. Much
greater than the petty wars and sins of
Cainites, these powers encompass all ¢
istence. Everything and everyone is a part
of this conflict; to the Baali, the only
measure of worth is in whether you can
participate in the game.
Th: great [um( s of "|l|ll| and evil
have no need for
k"l:-i\'L' ey 'u\ll]'\, aOr ane .1]1’1':111'\'

What these powers value are human souls,
and anything of value to the greater powers 15 of
ali. The Baali have split into different
worshipping its own version of the
dark forces: the Children, the Lords, insect-demons, ancient
;_[l.l-.l.- :It1t1 More. ‘\.” of T]"l:_"-l_' SeCrs strive 1o take part in the
overarching struggle.

value to the
sectsover the y 5, e

The Baali were doing well for themselves and might
have come into their own as a clan of power, but the Salubri

STEREOTYPES

The High Clans: They believe themselves lordsand
ladies all, but we shall bring them low before our masters
]|'| N, |1|"|\L'\\. T, Wi i |'|~l|.'-|'l|'| 1'-':|'ll'|t| I|||.'|r NoIce,

The Low Clans: They will never be allies, but they
m |Ll' Wi k. l']'rll; F'.l'.\'ll\_ .'\'ll‘.t‘[lL' “'l!l." 15 1|'|.‘.\.ll l}!lL'Ll \'l'l[lll
}Ih |.|1 imn ||l< AN I l|~|'.| Anyone \\]l.- "1L"Li" i 'H‘Ik'we'-.!.
tl.illl[']l'-i or |‘I|.' .! |"'|\ ]1 i i"".' ||.1.||'Ii]"|i] Hl'\l.

Salubri: wnesand vears, the ranered
TOITAINS « "| |I||.|‘ P.l||:|.t,'| IC exXCuse jora i"ll L} \lEl]lL' 1|.|'|III 1.\”.

T.ﬂ'"ll'rl': \.\ ¢ ANe UNCerTam w |11'E|'Il'l LR ] :EI.'{' |E|l"~l'
WiZ |'|-E" 0L L'|'|'||"! W ||:'|L'||| Irown a \.lE\‘ mce As l"'|-"|'Il. { |1
Watch them caretully and see which side of the line they
fall upon. Either way, bewsare their lust for POWeT.

Assamitess [on'tler them know vour lineage oryour
unlife is likely forfeit
ipart than look ar

These zealots will sooner tear you
you. We punished them fortheiracrions

e, |
AEAIMNST LS ONCE; ITSC iL'.t]l\ e 'llli\l Wiy '.ll PO
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.ll.lll:h[ dgo 'I.HIL UE‘ dArnS .IL".I[I]M‘ l]'il,'[l], (,'l_ll‘uill.]'in!_! o “'IiK‘ (N10]
the infernalists. Althc 'llﬁ]l the Baali l"l’UII}.{II! low most of the
best Salubri warriors, the conflicr greatly reduced their
I'ILH'I'IE‘!‘T.'h .I”l] E‘il“'l'r as \.\.'t‘”. .’\['I ,’\\\'.-I['I'!'Ill\_' I]l.'ll'\' War ClL?,\.L‘I'\,
followed the Salubri assault, which further weakened the
bloodline. The Baali struck back with a
rmml \\']‘u | ]\L WYET 2VEN NOW Wi 1|']n:‘- 15
way through the line of Hagim, striking
the Assamites with an irrational chirst for
Cainite blood. The Assamites still possess

df

~
much more power than the Baali, how.
{'\'L'r,.IT]I][}]L'\']l]_lkl'_l't‘I'l'l'lll].il"l{'t'l‘ll'ln’:,'. ~

|J'|[|1||'1'|"|:1L'L{ In ”lll]'lE‘L'T‘\ .1!1\1
strength, the Baali now suffer corre-
spondingly greater persecution by
I'IT}'H.'T L..'ll'l"l'lrl'ﬁ, As '\'.'("” a5 1'|.'|.|.‘”J|.
“.'”Lll'l'ill]"[‘\. ,.'\.h da ll"“"l"!t‘i\lt‘\l d
L|.'.1n..[]“.' E:P'.i'ri]l:lrL':lL[L\'CI"{\]]Z\In]\[cl‘J
andofficially banned by most princes.
While some few court them in hopes
of gaining the backing of the Baali's
infernal masters, most use them as
convenient scapegoats for anything
[h-'l[ EOCS WTONE. Fi L g lih'lr F‘.l'l-f. r}\t‘
Baali try to remain inconspicuous,
staying out of sight and avoiding
obvious positions of power. They
operate outside the normal pa-
rameters of the Cainite feudal
system, or pass themselves off as
members of other clans.

This low profile gives the
Baali considerable oppornunities o
do valuable research. They collect
information, worm their way into
unassuming positions of influence
OVET ||'11.'|.\\.' in ]‘i.“\'L'l'. .‘ﬂ.\!“\—'l.' lhf L.
they can, and in other ways ser
themselves up for later advances.
-ﬂl&’ IMa)or ult"‘-!;lt_lt' o fl'lc"e-{' ;"'I.-Ll'ib s
the bloodline’scurrentdisuniry. The s
disparate Baalisectsquarrel and figh,
V.||”L'|||HL"\IL‘-H15:1tl\'lT:‘tLll!”llI.llL‘d X2
[I'i"ll{'ﬂ\l' (h] \[]'Ikl‘ Al l'LIli] :llf]L‘T
rather thanat theirclan'senemies.

Childerare usually indoc-
rr“‘i"l‘\.i nto [I'H."lr ‘*l.n."l" k'llh
upon their Embrace, and are
expected to follow his dictates.
After five to 10 years they're
usually allowed to strike our on
their own, although they often
return to report to their sires, just
as each sire must report back to his
sire, and so on back to the
Baali's infernal masters. Baali
\'.IIUL' ]..1'.\':I]I'\.' ET{'.I[]'.\' mn !hl'll’
childer, but they do not value
blind loyalty, which they see

The ancient Baali Mary the Black, who recently
diablerized the Toreador Methuselah Michael, is on the run
across Europe. The Baali do their best whenever she is sighted
to help cover her tracks, as long as they can do so without
endangering themselves. Unfortunately, her actions have

prompred renewed efforts to stamp out the
Baali threat, and some Baali argue against
& -|!‘Lc.‘|h'llll.1_t her.
- Sobriquet: Shaitan, Devils,
Demons

.
2 Appearance: The Baali do
thl.'l.l' I‘l"'\l o hl{"l"lll mn ".l.'l'l.t_"l'{_"\.'i,'[
» they are, and so they dress in a

v

fashion rypical of the region where

they are found. Since the Baali enjoy

influence over others, their clothing is usu-

ally of good quality. They can be of

any race. Many Baali, particularly
elders, bear ritual scars.

Haven and Prey: The Baali
prefer to draw cults of weak-willed
|'|1L'|r|.l|."«.;|T':\|.|.'nLJ.[ilflnIl_1f‘k‘l._‘d l_I_I'_"U”.

The trappings of religion fasci-
narte [I'l.L'l]'l., ;ll]-i.i ttlt’f!,' ll"[tﬂ‘ Tllkt‘.
up residence in abandoned
Il.'r[‘l!'l]l.'.\;'l[\llllll|]{"r I‘-'l.’l{[“'\l‘]t-“'l,!l'r-
ship that no longer feel the touch
of faith.

The Embrace: The Baali feed
upon and enslave the weak-willed,
but they Embrace the strong. They

try to avoid self-serving, prideful

manipulators, instead preferring
mortals who have glimpsed the
larger conflict of the universe and

I‘L't'l'l \Ir:i.“'l‘l [l'l“"rlri_l [ht' \Iﬂ[kne&b.
This includes people who have

dabbled in the occult or who
keep faith with the older gods
in the face of Christianiry. It
also includes scholars who
seek meaning in the uni-

verse. [he Embrace is
¥ preceded by a long process
of indoctrination, and culmi-
nates in the induction into the
sire’s cult as one of his favored
acolytes.

The Baali prefer to Em-
| brace by pouring their vitae
Into an L'\‘lh(’l.'r:l[l.’t! lbl";-lr‘ :Il\\_{
forcing their chosen to claw
T.I'l.l.l. Fllj_':l'l a I\“, ‘l}l. l,lL'ﬂL,l ‘IE'I,Li \IE'
caying bodies toreach it. They
believe this guarantees thar
only the strongest candidates
make it into the clan. Legend

a5 |]'IL' SIEN of a u'i‘}lk ]'[']'Iﬂd.
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how to Embrace members of other clans into their own.
Character Creation: Mental or Social Attributes are
'||“l|:|“\,' F"rl'l'l]ill Y Wit |:1 th' ol |:'|.".'|' }"L'l['l._:_[ \L‘L'l'l'l'lt.llll"l'.
Knowledges of all kinds are common, particularly Occulr,
Academics and Linguistics. Talents such as Intimidation,
Subterfuge and Leadership also show up quite often. Most
Baali are on the Road of Sin (specifically the Path of the
Devil ), bur a few follow the Road of Kings instead

Bloodline Dis{'iplinrh: Obfuscate, Presence,
Daimoinon

Weaknesses: The Baali are particularly vulnerable
to religious symbols; unless those symbols have lain aban-
doned for at least half a century, the Baali must flee before

them. Crosses, Stars of David, chants of verses from the
Qur'an — all drive the Baali before them. The Baali also
suffer double damage from any Faith-based power.

Organization: Elders’ havens are known as nests, and their
L'Illl\lt'f HIR'[L!K'\-{'T;![‘_n‘l.'.if‘\“.’lli'lil]l'[” "1|h.|1 nest i"!l'ﬂ—‘.‘ L | l—lkll]};:
out on their own. Although childer usually remain loyal to their
SIres; It 15 COMmIMON T see C “11"‘.‘““{ MGl J\.l SOMELIMEs Evien war
between different nests. Different Baali worship different aspects
of |||I.L I.‘if'”ﬂnll I\““.'T‘\'. ]“("\..'Hl.“t' of [j!i.‘. ||"||.‘|1- .I}._'L'rl\!::l.‘i .|]!lj
practicesdifferas well. Such differences often cause them rofight
among themselves.

Qlll.?'{‘: J‘H\'f{l |I!“|!4' f.ll'rJI;':' now', EJHI!-:' r.ll"lrnlll'!'. i|.'|'|||l Wil
H'l‘” I{H“U' hllu ”"Hrh

GARGOYLES

The Gargoyles are a servitor race, an

-[-Ti“".‘\'L'i' I‘]ih!l.l 15 [u'ri LS TESPXL 1hii‘lL‘ tor f]ii‘

experiment in slavery, a homifying hybrid J°
of Nosferatu, Gangrel and Tzimisce bloods.
The Tremere created them from captive
Cainites in an effort to keep themselves
from being overwhelmed by their enemies,
.|Ih| ||[||"||L'1! [ht‘”l \.\"llh d hrltn_‘l.i lll!T 1}“.'11'
“ancestors." The Gargoyles single-handedly
turned the tide of bartle, giving the Tremere
H | L'il\lTH e rosurvive .||‘J'.i CVeEn [l'lr'i'\.'l."l.h.'hr‘ht"
the enmity of other Cainites. Since midway
through the 12th century, Gargoyles have

guarded almost every Tremere chantry.
TheGargoyles' Nosteramublood givesthem

i !]IL]L" WIS, Lll’,']lll MIC UI‘E‘(.""—.'] L l}]l:l]' L;-.Il]i_:n_']

blood makes them little better than beasts. Their

GARGOYLESINPLZ

As ':'ilur\'tr”:-r Chilr.n'h'l‘h: Caar ) can drive
I:I- VITHE l|'|I' I|'|h-|[l! iy « 4 l].ll1 I remere
They stand as e
{ ".|Ll'||I|.'- {[¥ |'. '|'|L_"-. Were Cru .|H'.| I1l-.| IEI-. 150 W |'|.-
created th I
and will
taking
demn
beasts

ACTN

idence of the bestial nature of the

wopponentsin battle,

e an inherent part of any st ar involves
lirecr action: ) LT an also
mnd in
4 ¥ T L '||'I|| |:'|-]

They can k

ies, or attack

Tejeciny
I|'|-.'[LI|"I.'F~ Oor r| Wwir a
As Characters for Plavers: In veneral a Gareoyle

1 1 1
character s eithert

(a it CALISE “FIENCE '.1.![|.

them is on the bardefield. As far as know, all

[~ ||'n_' [-['-.'Illl_'l'.' II'_'_| |J“ [ remere II|_'lI.| (4]
| _[_|'| it & II|_1. |'|-"-‘.-_ VET

ET SUppOrt of vid for |1|-]
1

Lrarg
|"L_' st

a free Garg

itemnpt

N Nteresiing .ll.

hould unde

strangest of their mutations, such as the huge,
.l"." ‘Iiki"“'ul'l;_':'\l h:IT ﬁl‘r\ it fromt hl'l.!'l‘.l.l.'k“-. :iT'li.l
the tendency of their skin o harden into a
stone-like substance as they age.

Garpoyles are generally of low intelli-
gence and simple needs, and they have few
\tl\_'?\irl.,‘h.1-hL'Y mix IT"[ Wil h I I\L'lr W I\ || hJ :]l"ll.l
e t‘lCrLL".\' lL ‘\':ll [ ”I CIrOwWT l‘]'L'L"LI- -]-hﬂ.'\' "lt.'ﬂ.'E"
heapedinpiles, takingcomfortinone another's
presence. They refuse to harm the weak or
crippled of their own race, choosing insread to
bring them animals from which o feed. They
are HI.\H‘ HE'FL'L'I",' rk"mlﬁ‘ﬂ;l] = ANYOne I‘l.l[ thi'![
creators who enters their lairs must immediarely
leave or be beset by a horde of angry beasts.

The majority of Gargoyles are creared from caprured
Cainites rather than Embraced by other Gargoyles, and the
creation process is not always entirely successful. Some Gar-
goyles are mad, degenerate creatures. These monsters’ need o
LT}\L"F t]“"ir TT'&"'['I“"“." masters T.ITl'l'\,' }“ 'II\.I‘\ t.': Imaone r]'l.ll'l. a tew
months, and then they must be slain. The creation process is
OVETSCCTY ]‘I.\l ll w Tfl,'l'l],\"[t.' \.'-Ir.\l AlMA, \.‘li W1 ||i\'|.'.\ d [T ﬂl VT l‘,. I 'Ill_'
toward the Gargoyles. She has allowed them ro creare a few
nearly mindless ghouls to guard their lairs during the daytime.

Simulacra are Gargoyles who look like normal Cainires,
.]I]Li dare L'E\”.’l”\_,’ Lre.!rfll ri'll' one-rme \llll,hlL' MISSIONS. —rlit"‘r'
combine a typical Gargoyle's loyalry and lack of intelligence
with the appearance of a particular Nosferaru, Gangrel or
T:l'l'l'l.'lf“. { = T}H.“.' dle acc L'E‘| E.".|. I"| Ny ONeE, '.l”\l |]|.L"|I |"‘i et '|.||'|.|1"-'&."*I
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stania only

sting prey ( tomother. Don't e

Josferatu: B
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Gangrel: Difficulr prey. Ear when no one looking,

Everyone Else: Only eat if masterssay so, ortrouble follows
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are almost always miserable. Cainires find them uninteresting  when they come out well, these Gargoyles often smell wrong
conversationalists at best, while true Gargoyles hate them as  totheirfellows, and the Gargoyle community isslow toaccept
much as they hate any normal member of theirancestor breeds.  them. The creation process developed by the Tremere takes
Rumor has it that one of the early Gargoyles escaped  several months, and all Gargoyles are creared from Nosferaru,
Tremere control and tormed a free colony of Gargoyles hidden Gangrel and Tzimisce Cainites.
somewhere not far from Ceoris. This legendary figure is called Character Creation: The first Gargoyle was made in 1121;
the Rock Lord, and stories of his escape have done more than the majority of the Gargoyles are much
anything else to tumn the thoughts of the Gargoyles toward younger. Gargoyles lose all or nearly
all of their memories from their
former lives, as well as their Disci-

1‘",'1'\[I M1l. .\¥1G1.\1 l‘i r}ﬁ'“l ]ll\.'L' 1Ill'|T creators JL‘;U—]‘.—, ;I[]'li
they were designed for loyalty, but sooner or later
sOme L;.LT;L'U\]L' [[H.['I\IZ\- L{U start to “'-ull.]l."r |l"“‘.ﬂ\|. |
desire for liberry.

plines. They can come from any
background, bur Physical Ar-
tributes and Talents become
primarywith the change. The
vastmajorityof Gargoylesfol-
low the Road of the Beast,
but a few of the more intelli-
gent follow the Road of
Heaven in an attempt to
find meaning in their
rwisted unlives. With rare
exceptions, Gargoyles are

}:l W THOW, [l'll.' 1‘3\L':l[‘{'ti ‘. ;. I.T:L':L H_\".l'?\' must \\.\'L'"
their ranks with their freed fellows, as they find
it difficult to create more of their own kind.
Sooner or later a race that cannot reproduce
will die out; even the Gargoyles realize this.
T"lll"_\' continue o l‘X!H‘TIHIL'!‘I.I' \.\-1:!1 E”]'
bracingcaptives, and if they ever produce
sustainable progeny, the free Gargoyles
1'llull] I‘l'{'l.'ﬂ]'ll' maore Eh.“\l |1|“|I OCCA-
sional pests.
notterribly intelligent. An
Intelligence rating of 2 is
| ]]‘Ihi.d{'.ﬂ."\.i L'HLL'P'! 10T \'sl!:
Knowledgesare almostal-

Ways terriary.
Bloodline Disci-
plines: Special (see
page 49).
Weaknesses:
Created asservantsand
slaves, Gargoyles are
weak of will. Their Will-
power pool is reduced

b
by two dice when resist-

g
ing Dominate or other

grow older their skin hardens, taking on & >
a stone-like appearance after approxi- \ : mind-control magics.

No one but the Tremere toler-
ates the presence of the Gargoyles.
-l-l'lt'|'IT]\1.‘TL'.|:|I'|'\'\L'I.' Eht'i” il.‘-l'T"ll‘['l“_\'
soldiers and abominations. Any
Gargovyle that shows its face with-
ol :ITfl"l'lll'rl'}ﬂl“-\"l,'l' If\.li]\'l,'h' |l!hl'
destroyed — or taken apart piece by
piece to see how it works,

Sobriguet: Warchdogs, Abomi-
natons

Appearance: Most Gargoyles pos-
~—|::\*-l]r1L:.ﬂ|:|"'3.' iL|[1L‘ L I.i“'.\..l.]'l'\.l Il.l'['llﬂ.\ |l'|.'.'|'|
could more rightly be called tusks. Their
faces are hideous and twisted. As they Y 2

|n:1|+;l\_' 30 to 50 years. Thcy also develd p Grgani:ation: :‘\l-
thoughGargoylesmightfight

. amongeach otherasashowof
\ strength or to determine status,
- they never seek 1o kill one an-

other (except for the Simulacra,
whom they do not recognize as
Gargoyles). Theycannotbe made
to violate their intense loyalry o
eachother, exceptthroughthe

odd subdermal lumps and protrusions, caus-
ing them to look less and less like their
ancestors as they age.

Haven and Prey: Gargoyles prefer to live in
caves and catacombs, surrounded by the stone they
come to resemble. They prey upon wild animals, live-
stock and the enemies of the Tremere. At first they .
drove many of the common folk from the area around
Ceoris by over-feeding on the local animals, but they e
eventually leamed to widen their feeding area. Some can use of Dominate and other
fly as far as two hundred miles in one night to fetch food for Ay mind-control magics. Beyond
ST — their group loyalty, they have
little obvious organization aside from
asimple pecking order based
I1T1I11:|1'I.|.\' on Hrﬂ.‘llﬂlh
and combat ability.

Quote: Here,
mother — this ome make

The Embrace: Only the top third maost
successful of the Gargoyle experiments
are capable of passing on Caine's curse ;
!hfl "'l“_':!l [}'IL' El'l'l!‘l'..l.k-l.‘. -[—l'li"‘L‘ Tll]"lht"r
progeny, however, are often inca-

[":lh]l\,' l'r Ell]i‘r. icCing i\[]ll{r.\. .\1.|.]|"|' l'tl

them cease to function and “die" ) e fine brather for me once
within aweek of their Embrace. Even 2 __..——l you make him in pieces.
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LAIBOI)

European vampires believe that the

given. 1\1-1'\r [ .L'Il"'\.l['L \'.'I” NOE CVven Commiul-

Laibon were created by Cainites who mi-
grated ro Africa before the Sahara cur ul'r'r_
the southern part of the Dark Continent
from the rest of the world. The Laibon
believe that they descended from the spirits
of the land, and see stories of Caine as
perversions of their own beliefs.

Africa is still a wild place, where the
dance of predator and prey is played out forall
to see. Wild beasts dominate the plains and
acacia woodlands. The Laibon rake their les-

sons from the spirits of these graceful predators.

H“ld\- 'i'- :"‘h.i L'.]H\llli‘ \\'ll]l [I'IL' :ll]]'[nulh
have given the Laibon a much deeper understand-
ing of and control over their Beasts. They see the Beast
not as a separate entity that controls their acrions, bur as
a part of them that is closest to the animal spirits from
which they came. This sense of kinship makes the Laibon
formidable hunters. They strive for the grace of the
leopard, the speed of the cheetah, and the strength of the
lion. Like many of those great predators, they also tend to
have large territories, and defend them viciously against
intruding vampires.

Laibon have little truck with each other. Like most
predators, a childe once turned out of the home is no more
a relation to his or her sire than any other member of the
species. Laibon send messages to one another through
ghouls and allies, but they do not enter another's territory
without clear invitarion, and such invitation is mn']j.'

LAIBONINPLAY

As Storytel
‘nl"'l[lll.'fi '||.1' MG I |l-.|.'.'||-|'-\ LAt
tories, fight like lions,

ent way, I

o+ Characters: e and
ppearance in
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ErAn

n can also intro » a threat from

outside Europe and the War of Princes ! CAN FUrm up
vredictabl
As Characters for Players: The Laibon are one of

easiest bloodlinesfor players o work with. Unlikemany other

the hear if things seem a litdle or tamiliar

bloodlines, they aren't killed on sight, They see things

differently from their European brethren, but that doesn't

: 3
muike them mherently more monstrous than any other
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nicare with each other excepr on marters
ol ]lll[‘1|1r.||il e |[11' € |.|||. H R | \Ll'll."ll'.
Because of the Laibon's large rerriro-
ries and their lack of proximity to other
Cainites and the War of Princes, they
I\.!\'L' maore IL‘L‘\IlL't' tumne 1|'I.I[1 ll[!lt'r vam-
]‘l[l"‘. \';”.i]'ll.' of !l]i' ]..‘ll'nlil. s 1|'I|'- rme o
engage 1N sC htlllrl‘\ |‘||:r"-||.'|1\. ]l' Ir|!||1‘_'\1||s'
languages of distant places and honing the
fine art of storyrelling. Most Laibon know
[!H't rearion I'll\'t]l.‘\lﬂ [lll'lr e |E"‘|l"|"| hl'.\'l[

:Il}\j Pass []!IL"l'll on to any ..ill'll.:L' H'Il.ll .l\L\.

As arite of passage, Laibon neonares rravel
far and wide before raking on their own domains.
L jt L‘.{.‘\ll:'JLlH\_.' dani |Illk'r l..l[!'l m ‘p'-‘jil" |1_|_\ EIOWn weary ol ill"*
home will travel for a time as well. The Laibon believe
lh.” One cannot rlli{' l'\H{'l'\ own .]l.ﬂ'ﬂ.l'll'l wil |'1|.||.|.|I same
understanding of what lies beyond it. Some few of these
Laibon have traveled into Europe, paying for their hosts’
hospitality with fanciful tales from distant lands or beau
tiful displays of grace and ferocity.

Now that rrade routes have been established into the
11{.‘1"‘]"1" ot _'KT[[L.‘. Jhl.il'l'lil vampires !l.i‘.'L' II:Il\-'L'.i InLo |hl'
Laibon's territories, The African vampires appreciate
neither the intrusion of their Arabic brethren, nor the
spread of the foreign faith in their lands, and they strike
swiftly at any foreign Cainites they find in their territo
t‘l‘l"\. :\:I.I\\' rr:]'&‘l'll[l_‘_f young J_..llI‘l.'l” CAITY Imore [Ii;l]] Just
SLOries — [h.!."!' '|!I.‘ii' CAITYy messages :”1-] Warnings, accom
panied by violence if thar seems the only way to ger the
point across. Although the Laibon possess fine control

STEREOTYPES
The High Clans: These are the rulers of our Euro-

]_IIII'-.

fractious and ¢ It iarmrelin

pean Vi ]I.I".'L' |II'I|t' o fl.'l]' r'r- im :\lll._i'l

creatures. As long as they stay our
ol our i'll'-ll‘;l._'l IIH-.l "l'll'I'L_' \K'I![ I—'i.' ||”]{' reason o 'I'_!]]I, }"ut
should they atempt t conguer us...
The Low Clans: An unbalanced mbble, | can't
it mad spirit must have created them

th |

stroy them when vou find them. They must not be

-'Il Wi '|'-|1I|"|.T"- from our £t

llowed a foothold in our domains.

Tremere: Be vigilant against these betrayers — they

have the ¢ VEs OF CONCUIETOTS,
Gangrel: | feel an « |-.1r1-.|"||['- with some of these

beasts. Truly, they stll pos shard of spiritwithin them.
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over their Beasts and tempers, they have no compunction  Social. Self-Control or Instinct is usually high,
against striking out against theirenemies when necessary.  reflecting the Laibon's skill at controlling the Beast.

Sobriquet: Sphinxes Survivor, Defender and Loner are common Natures,
Appt'ar'.lm‘e: Most Laibon are dark-skinned and and Demeanor is 'll.\'IL:l”\_\' tailored to suit

whoever the Laibon is currently deal-
ing with. Common Abilities include

L'l[l'l.l.']' “'lTY uar |'|'|.|.|.\1."|.|.l.|'|'. aq. fL'\\' hil'\.'t' I."L't.'t'l E"‘l}‘“.L'L'L]
from civilizations in the Middle East. Many bear ritual
scars from the traditions of their tribes, which occa- Survival, Expression, Stealth and
Melee. Typically, Laibon follow
variations of the Roads of the

P!L"rlhl JII‘I.L] I"]L"rl\'l_'tl.

sionally leads to their being confused with the
Followers of Ser or the Baali. Travelers adopt the
dress of the areas to which they travel, making at
Bloodline Disciplines:
Abombwe, Animalism, Fortitude

]l'.l\l d IMINIm: |I il[‘l'T]]!‘l Lo !‘Il.'lld In.

Haven and Prey: Traveling Laibon stay ei-
ther in quarters prmulnl by their hosts, or in
abandoned or disused buildings. They check with
their hosts to be sure which morrals are safest
to feed from. Once they have settled into a
city, they prefer to dwell in some comfort,
often using their neighbors as ghouls and
prey. The Laibon do their best to drive
off any other vampires who try to settle
or feed in their area. If a Laibon has
.\L"lll"tl i.il'l' i li]'l'll.' In someone L'l.HL\IS
city, that area is probably limited
to the building or neighborhood
\\'IIL'[L' }1(' 15 .‘\le'\-’l])l!_ I[ }H_' I'I'r‘.‘l

‘"’rﬂ'ﬂknl"i'ﬂ'l,“i' T]\l' ['ii.l"l.'l‘n“- I.'i:lﬂ“'“ll Oover
their Beast (as in the use of Abombwe; see p.
36) comes at a cost — a tithe of the blood
aLaibon consumes and uses. Each time
a member of the bloodline uses or

consumes blood, the Beast “con-
sumes” a point, or two if the ner
change in blood pool is five or
greater in one scene. For example,
if a Laibon vampire spends two
points to boost her Arrribures,
she actually loses three. If she
drains a mortal of 10 blood points,
she only gains eight.
Organization: In Europe
the Laibon are solitary wan-
derers, usually viewed as little
more than a curiosity. They
r;lTl..'t\_' meet up ‘-'-'llll L"rll.'h
other while traveling, and
spend little time ralking
when they do; although they
are respectful and polite to each
other, they prefer the company
of strangers. In their native lands
they claim vast domains as their
own and avoid each orher as
much as possible. Some vam-
pires have told stories of coming

taken up his own territory
back home, it may en
compass several villages
and the plains or wood-
lands between and
.1['."'“[1\! I}“.'l'l'l.

The Embrace: The
Laibon Embrace for grace,
.‘\I'H.'l‘\.l, .\[rL'"j_’[l"l. |||'|.L1 1_';'-[I]h.'lr
ahility, as well as curiosity
and ambirion. They prefer
childer who exhibit a good
balance of these characreristics.
Recentlythe Laibon havestarted
o F,rll.l-\]"-l((' Illlrl‘l!liL' [l'l.l.'lr l'l( nne-
lands, but theirstandardsfordoing
so are very high. In addition to
being a superb hunter, a European
childe must be intelligent (though
not necessarily literate) and willing
toshed the blind faith in the vengeful
God of the Europeans to learn the
more animistic faith of the Laibon.

Character Creation: The
Laibon prize a wide variery of ca-
pabilities and strengths. Any of the
Attribute classes can be primary,
dithuus,h "-.lt-nla] or Physi-

ACTOSS ﬁll'l'a]ll j_':.i-ll}‘l.'.ri.nuh Uf
Laibon, of witnessing odd ritu-
als and rthe relling of rales in
an ancient and musical lan-
guage, but these stories are
generally dismissed as fan-
ciful. Certainly none of
the Laibon will admirt to
the truth of them.
Quote: You should
not have entered my
domain, soft Cainite.
You will never leave it
again,
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coming. “] am Death,” she said in her reedy

f of Lilith. Some of the bloodline's | voice, “and your new patrons shall be the key
'J‘ say that Lilith became P o my return to the world. Protect them and
k in a hitof pass n after she refused to service see to it thar their studies come to fruition.”
him. Most of the Lamia sneer at this, insist- When Lamia had completed her transi-
i N ing thar Lilith would never have opened tion to undeath, Lazarus told her that she
p F herself to Adam. : would now join the L‘.li"l".l'-l'-‘l_lili'l‘ in the
X “Lamia" became the title of the Dark '-IlI\{'\'i'll‘nl!.-."l'l[l_‘l'l'l.]"liIlll.!-lll.l-rxll'.lll'i.:';]1L"\11'I||l‘l.]
y Mother Lilith's high priestess. It was an

secretively and whispered in his ear. He
trembled and left the glade the
'I.Ii\!l". .\\ll'lill'll' kl‘n_l'

]._.Illll: L i[

inherited position, passed down from

mother to daughter for centuries. Each

Lamia u|'l|'|r|L| the memory of the Dark
Mother, venerating her with violent rites and
acts of carmage. Each L:
women to her, ins
secrers .ll'll| read !'Ill

The

fleeing from
his owr or sure what
C s r.h-” Lli'l",'. |"l|| I1|.'| 1!1."\\. en-
l.i.il'l[\ I\.I'\.'L' many 1]!['1 ies WHTE Ay "E'I.{' gave

him just a fraction of the revelation thar Lilith
had given her thar nighr. laid our his

position as Lilith’s pawn in incontrovertible terms, show

1A _L_'.I[l"IR'TL'-j ‘.\"W[I'I.‘_.'
ructing them in the Dark Maother's

hem the twin arts of ritual and war.
ult of Lamia remained a well-guarded secret.

SOIMe s

“"l:-_: }'ll'lll ]||‘\| l’ll_ﬂ\' "”1.1” l‘li' Was in ll'll' ‘,-_'r.lr]ll =i, }1|_'”'I|.' i 'II [l’ll['lL'_\.
One night Lazarus of Clan Cappadocian found a hidden
IL.'I1'|['|L.' at which Lamia Perc srmed her vicious rites. He was
touched by her erudition and fervor, and determined that he
would make her his childe. He
Embraced her by force.

Lamia made her way to the (
Japheth, childe ippadocius, initiated her into the Clan
of Death. From then on the bloodline remained

ppadocians. The Lamia shared the Capy
fl'f'!l' ]-2 H\‘.']L'd_ﬂ
Tl‘:i]”l:

; ll‘-i‘.lu.,ll!-l., NS, l\.'hl_'l'l.,'

to the
sore down upon her and locians' thirst
,I.|[l"u!llu|:'| ll'u.".' l‘!’t'l.r:l':l'l.'-.l o !.I:I!-.i It mn 1]11.'
e sank briefly of sensation and experience rather than in dry and
er then in a voice as

re for herdistant

Lamia was overcome by dark
into death. The Dark Mother spe

AncLe

dusty tomes. They shared the Cappadocians' reverence for
and fascination with death, altho

in it rather than coldly study it. Th
as a gift from their Dark Mother, the narural e
humanity. Th

1 they pre srred to exult

t as the wind, instruct Lrtuin_-rh'-[

L' |'1."\.'L']L'1] iny “'l'll"l!'l"'l'l'l
lution of

y fell naturally into their new role as preda-

LAMIAINPLAY

As Storyteller Characters: Any plot involving
the Cappadocians, Lilith, religion as related to vam-

tors, perhaps not so different from their previous activities.

arts of
0 the transition from simple culr to
defenders of Clan Cappadocian was a small step for them.,
They believe that the High Clan unknowingly serves the

The Lamia cult had always emphasized th

violence and war,
pirism, or the ongins of vampires could involve the

Lamia. They possess a rather different view of their
condition than most vampires do, and their idea of
what they and the Cappadocians are up o is very
lifferent than the Graverobbers' view of t os, I v *TEDEMNTVDEC
differe ¢ Graverobbe iew of things. If you STEREOTYPES

want to tell a more epic story thar involves the origins

T Ry

ind purposes of the Cainites, then the Lamia might
prov ideauseful avenue. The Lamiaalso make inrerest
ing combat antagonists,

As Characters for Players: Lamia are rare and
very devoted rotheir cause, soa Lamia characterwould

The High Clans: Only the Cappadocians are fit
[!'||||L'|]il"- .”Hill"‘.l"‘lli 1'1.\'||“\.E\'|'\| l|1|]rh 1l |.|'|l'\ |‘||.'!l.'|
not to make themselves such an obvious target.

The Low Clans: The world would be a much
better place if the Low Clans realized their proper role

need a Ll'||.|.E'k'”|]'l‘.'_ reason to go off with non as servants of the Dark Mother.

Cappadocian vampires for any length of time. There Giovanni: These bastard childer don't deserve to

; are few circumstances under which a Lamia would fun lick the feet of the Cappadocians. Keep your eyes open
‘ y. into a party that included no Cappadocians. A few when dealing with them — they are not to be trusted
A possibilities exist, however. For example, the Lilith for a moment.
"g cult might believe that a coterie member needs the Cappadocians: The Cappadocians have been
1 protection of the Lamia, even though he is nor of the ]‘lL““l.';H":.'Il]l']".ilin.|\\1\.'|.|'IL';“\|15H\||.I."\.r.'l'||f1]h"\\|l|l1t‘l
r i) Clan of Death. Or the Lamia might owe her unlife to realize it. Protect them at all costs, for they are the key
3 ":‘ one of the characters. Or perhaps a vision from the to Lilith's eventual rebirth
RN () Dark '\l"’k.‘” told the cult thar one of their number Ventrue: .".n'u::.!-uaf bastards, these princes ban us
'. must join with this coterie for some reason. All of these from their domains and try to keep us from our tasks.

scenarios could lead to interesting I‘l“'-“- Weshall not allow them to stay us from our obligations.
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Dark Mother, and they're happy to maintain that arrange-  spreading their contagion and feel alittle closer todeath ar the
ment. Their exalration of the female principle bothersmany ~ same time; they prefer to feed from females when possible

Cainires, prompting most Lamia to keep private their loyalty The Embrace: The bloodline is young and does not
IIII.I]H]!..lh'"‘“ﬂh||it‘\'d”[1'! make asecret of it. Some Lamia r:-pnnhu'r qlm'k]\'; the Lamia still labor to find worthy
ﬁ_'_‘(.l\_'l.,'rl‘.ll'l' r|!‘|.v Fr( lll‘llg'“l I“\ h'l‘T{'Ht!'l"L" T]‘.IL']T .Elhpt'll

members with which to fill up their culis. Most
under the fuise of cu|r~ \L'\'h"ﬁ.‘l.{ ro Mary.

||1dLJLIL"L'" are h.'i‘ll:ilu. hl]l a t‘L'“' ||]il|.!:‘\ 1]:‘\"..' I"‘L'l"!'l.
chosen in recent vears. The Lamia often Em-

Few in number, the Lamia are close-knit
and loyal to their vision of the Dark Mother's
plansfor themand the Cappadocians. Their

brace people on the verge of suicide orwho have
recently committed murder.
status as the servants and guardians of one Character Creation: Even those Lamia
of the High Clans leaves some Cainites primarily concerned with things ritualistic
uncertain how to treat them, I‘ilﬂit - and religious tend to make Ph‘l.'!-ltlli At-
larly given their bloody and zealous tributes primary — the rites of the Lamia
are violent and strenuous. Each Lamia
possesses at least one combat-related
Ability. Most Gorgons follow the

Road of Humanity, but most of the

r|._"|‘II|.IILc in. T]\L' [..Ir'tll.l u!'ll.'l:'l. Tc-
CeIve a respect L]L‘T'IIL'L! O mMoOsK
other bloodlines and Low Clans,
if only out of wariness and re-
spect for the Cappadocians, major roads are represented some-
where within the Lamia.
Bloodline Disciplines: Mor-

tis, Potence, Fortitude

giving them asort of middle class
status.
According toCainite legend,

Caine stole his powers from Lilith Weaknesses: The Lamia

carry a virulent |"IJL1LIL‘ Ihl:}' call
the “Seed of Lilith.” Most of the

bloodline believes it to be a reminder
from Lilith that she holds complete power

by forcefully .]nnkmg her blood
after she refused ro teach him her
magics. Most of the Lamia refuse to
believe this, saying instead that
Lilith taught Caine a bare frac-
tionofherpowers. The legend a‘j —
of his theft, they say, arose 9

because the Cainites could
notstand to believe their power

over the line, and thar the Lamia exist
only at her will. Anyone the Lamia feed
upon must make a Stamina roll (diffi-
culty 6 for women, 8 for men). If the
roll fails, the victim contracts a Black
Plague-like pox thar is fatal within
several days. Any vampire that con-
sumes Lamia blood becomes:

'l\'.l.“l_'l".'i_'llllllllu_']'ll l"_.“.‘l\\'il[“_’l['l.l"
that Caine was Lilith's subordi-

nate “ATTier

Sobriquet: Gorgons, Witches

Appearance: Most of the origi-
nal Lamia are of Semitic or
Mediterranean descent; a few Europe-
ans h:“'{' l|"|.'|."|l e \'!1[[\_.' El]TE'r\lLL'Ll.
The Lamia prefer to dress in dark
robes that resemble those of reli-
gious orders; the irony appeals 1o
Tht'“l. -n“."\' are not lll]"l.' A5 i"il.“l\.i

of the disease until all of the Lamia
vitae has been purged from his body.
Most princes who know of the Seed of
Lilith attempt to ban the Lamia from
their domains, or restrict their pres-
ence to leper villages.
Organization: The Lamia
have a cult-like hierarchy. Most
[-:"”i:‘ dare ’-L'T'[IcliL', :"hl 5 'Women
arebelieved robeclosertoLilith,
they occupy the higher posi-
tions of the priesthood. Most
Lamiaremain with theirsires
for ar least a decade before
moving on. The Lamia zeal-

astheirCappadocian cousins, and
they tend toward the tall and
muscular, often possessed of a
feral beauty.

Haven and Prey: The
Lamia prefer solitude in
their havens, the better to
!'1"1[1"IIJE1|..L1L' rllﬂL' mysteries
of the Dark Mother. Tombs
and sarcophagi are favored

ouslyserve the Cappadocians
at Lilith's behest.

Quote: The Dark
Mother has a ﬂwr:.!f j}l'm'y
prepared for you, little one
Take my hand. ..

havens, as are convents. The
Lamia often feed from the
newly dead, so as ro avoid
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9 . . _“-\ | W W - W . -—-o—-l—t-——--._—-r“,' _“‘\. e '_-""*_\ ™
ol — - CHARTER ONE - — s i
N ‘ TR e s G




Most Cainites who know of the
I..i“.l”l"l.l.['l |‘t'||{'\'L' ||1\‘[|] | (4] ]"ﬂ_" a .\'U!‘\PL'-
ciesof the Gangrel clan. Afterall, they're
wild and fey, they live almost exclu-
1|\'[’I\' 1mn tl”':{l darcadas, ;I[ILI |}1l,"\ '\t]”_ [I.‘Ill"'l\'
pre-Christendom traditions. No one
knows exactly where the Lhiannan line
started. Even the bloodline itself only
knows that at some time in the distant
past, a woodland spirit was somehow
bound into the body of a vampire by a
shadowy female figure called the Crone,
and with thar act began the Lhiannan

Fr;l_L:Il‘I:_'I‘I[\ u-l. Elllll[‘L‘.- nll]vr -'uhurcn
still survive in isolared villages, and where
they survive, the Lhiannan continue. As the forces
of Christendom drive back the last of the pagan reli-

gions and stamp out (or assimilate) the superstitions of

the common peasant, the Lhiannan are pushed further
and further from the lights of civilization. The breed is
dying, for several reasons. Their mystical nature marks
them indelibly, giving them an aura that even ordinary
humans can sense. This makes them easy targets for witch
hunts and ambitious Cainites. In addition, the spirit that
gave them their |-.]cm!1\_\' and much of their power 1s
fading.

The spirit that joined with the first Lhiannan was a
highly territorial, bloodthirsty being that demanded sac-

LHIANNAN IN PLAY
As Storyteller Characters: Lhiannan are alien
to the average Cainite, and their plight is particu-
they are clearly advin

ot '-_'.']1|_'T|I1'! I|'||."| creat

Larly tragic g breed, regardless
more of their kind or not
They cannot halt the -|'-rr.|-| ol ||I'l'.|1'| areas and
Christianity, nor can they renew the spirit that

touches them all. The Lhiannan are desperate, and

desperate vampires are dangerous. A Lhiannan might
try to use the characters as L.'.'~.;'L'I|I|l|_'='.|.|l subjects,
--.'-.'LILl_jEn.-|'||'|-.|[Il"-.'-. spirits into them. 4 b ll_lll.t[l[l,lil,
l1'll'_'h| |hI| i I!-'-|I.'. f]1|-:' en, or |"i-||. |-I1|.|I| I||r-. EL.11
acters in -"I-Il-.'l Lo gFain Il'u.'IT .I!-.l.

As L‘I‘l-ll"clk'l'l.‘f‘- for Plavers: In general, the
Lhiannan don't make good characrers for play
They don't like the urban areas most vampires

 don't like o

|i""— e |k|i'|| turt), -lll-i []!L"-. |1 Ve |.I['|lk' 1IN COIMIM

Jquent, [1“.". Te !II'_‘lIl'-. EI.'II'IT-IH.Il H

with other Cainites. On the other hand, a Lhiannan

On aquest to s ..'|'I-' '='-'|']'- ”I!L']H m I|- an mmterest-

characrer |-"'1|'| Ips the spint within her 1s

IS0 T JUILE s |l.'|l||-l'IL.||

When the

first [.|.1I.1]1]1'r|f'| !".IH!‘I’.Il l.'l.l |k|l.' \v’.'t.u.\lhl.

rifice from 1|:I.~1‘-!.' .ilt'llt!l\! It

that spirit broke oft 1 plece of itself into
a new spirit and passed it into the
newly-made vampire. Thart spirit has
l'l'l']'l ]‘l!lkL']j AfTaln .H'IlJ 1AL OVET c]iL'
centuries, and the newer Lhiannan are
M I'l “'l'i'li\'l.'l' ||1.'|T'I f]'il.' '.'ll'|l_:'|'|'|.||. |'-1I.'|'\
Lhiannan who makes a childe becomes
“'l':'lll\l‘r, .Ilhl (5 [0 h ¢ lllll]L' 15 W L'.IL{'! I]5:||'|
hersire. With each Lhiannan destroyed,
a piece of the spirit disappears forever

Because of this, the Lhiannan sire
only rarely, jealously guarding the shards
of \]‘ll'" [hL". ‘l[l“ |:1'\.'IE-\] Wil h”'l 1|'IL‘”.'I L“”l'\'
\\']h"l\ ]-\Ih']ilh"ﬁ OVErcomes r!u-m J- Ll | |'|c'k ;|II:1'|II1

ish their power by producing a childe. The entirery of
Europe now holds less than 20 Lhiannan.

_]_J!L' I_i‘l.l[l'll.l” ]I.I"\.'l' ||3l1L'T|rt'\] A '_:l'l'.” t]l' l| I‘f1 MMt |]l' \.[‘ll'”
that inhabits them all. Fiercely rerritorial crearures, they
L'E'II. WSE AN :'ll'L'-.I.l'l'J\.i I'|"1n'l‘: stay “'Eth 1L, LCE'l'r"lH'_'Hh'l\r i |1I|l'|'*l e
They leave their territories only in an emergency. They are
strongly tied to woodland areas; cities make them constantly
uncomfortable, even physically ill. The Lhiannan also have
a certain amount of power over spirits through their Disci-
pline of Ogham. They have tried to find a way to bind a new
and powerful spirit into their bloodline to renew theirstrength,
but so far they've failed.

Other European Cainites see the Lhiannan as lirrle
more !I‘l\.]]] \;]‘-'il‘,:l“'\. —[_[1L' Ik i.lf'l,l_'rl'[_ I!C WEVET, VICw rl]l'[l'l \'-'lrh
intense hatred and slay them whenever possible. The Ani-
mals are characteristically tight «|i]\[‘u| about the reasons for
their vitriol, but do sometimes speak of a “great betrayal”
when referring to the Lhiannan. Magda, possibly the eldest

JDTYPES
The High Clans: They
i hunr our sisters
of them if I could
The Low Clans: The
ers .III.-.| IL.'“ L5 I|'|L"'. || |'|'.. |]"l
hand always conceals the knife,

cut down our rrees

try tocall us brothers and

dEaInst ||1L'I1 l‘t'I'I'L IS,

Gangrel: A Gangrel once came for my blood.
| ripped out his heart and fed it to the spirits of the
trees in my grove.

TI:L'ILEL'I'L' 1hi1'|]n. llll.". |-.I:'|.-.l'-.l|
[he n - of dusty

I-rL“E'I'IL' re: !'
but th

IMagc, wrong
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of the bloodline, resides in Ireland and has thus far repelled arrempts on her unlife.
Sobriguet: Druids, Barbarians, Savages

Appearance: In general, the Lhiannan appear much like any other rustic
inhabitants of rural Europe. When using their Ogham Discipline, however,
they often anoint themselves with bloody glyphs and runes. When in their
havens, the Lhiannan sometimes dress in old garb and adorn themselves with
talismans.

Haven and Prey: Lhiannan favor forest glens and isolated rural villages
= where the old ways are still rr.ln.[l(u‘]. Failing this, they occasionally ry ta blend

in on the fringes of urban areas. The Lhiannan prefer to feed by setting themselves
up as cult priests or by rerrorizing local villagers into offering blood sacrifices to appease
them. Some Lhiannan become jealously protective of their villages and the trees within
their forests— not out of any fondness for them, but out of simple possessive-
naess.
The Embrace: The Lhiannan prefer to Embrace rural men and
women with stre mgtiesto the land llu:',' liveon,a belief in the old ways,
and a strong will. They refuse to Embrace anyone who follows a
% monotheistic faith. A childe stays with her sire for a couple of years
b at most, by which time the sire's territorial tendencies usually drive
her to evict her childe from the nest. As the spirit within the
Lhiannan grows weaker, however, some newer childer are less
territorial than theirelders, and oceasionally rwo or three Lhiannan
will join rogether for a rime.

Character Creation: Any Attribute set can be primary.
Lhiannan often have high scores in animal- and survival-related
Abilities due to their rural upbringing. Many Lhiannan also have

Retainers (typically animals) and Herd, but very few have Allies
or Mentor. Most Lhiannan follow the Road of the Beast; a few
follow the Road of Kings or the Road of Sin.

Bloodline Disciplines: Animalism, Ogham, Presence

Weaknesses: The Lhiannan are part nature spirit, and
the mark of their inhumanity runs strong within them. All
& difficulties o derecr rheir nature via Auspex are reduced by
two, and even normal humans feel vaguely uncomfortable in
their presence. Additionally, any Lhiannan who leaves her
territory is too upset, uncomfortable, and even physically ill

A [0 act quiukh' ilIlL! well — all dice P wls are reduced I“&.' one
3 die per week (to a minimum of the character's Stamina)
' \\ v that she is gone. Once she re-enters her territory, her dice

W  pools return to normal within a few hours.
Organization: The Lhiannan are extremely individu-
alistic and territorial. They do experience loneliness, but they

usually slake it by allowing it to build to the breaking point over
decades and then Embracing someone. [t only takes a couple of
years for them to grow tired of their new childe’s company and
send her away. Most Lhiannan keep a wary truce with each
other, and allow each other to quickly travel through their
territories if the need arises.
Quote: Stay out of my forest if you wish to live — the trees
themselves will vise up to stay your grasping fingers
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JALUBRI

. The Salubri are a | ird race, con-
stantlyon the run from the clan thar murdered
g their progenitor Saulot. The Tremere hunt
': the Salubri down like dogs, seeking to P
',‘.\ % them from the face of the earth. The Healer
Caste does its best to hide from the Trem
||”'.| th'lT |r|i'|s_'l' ENcmies. _'.4|-
i healers are capable of defending themselves,
but most are scholarly folk not suited to a
hunted life. The Wa e fights back as
best they can, which would mean much more
if most of this

Lamnites, !}'u_'

te had not been -Jr;nrrm'c.]
making war against the infemalist |

Few Salubri srill exist tonighr, and in an
actofiron ¥ riu- Tremere h.lu- tried tomwm r] em
into the very image of the things the 5.|ll.||'11|n.lq.‘.~;1|u.--.
Where the Salubri have spent centuries fighting the Baali
and other devil-worshipers, the Tremere now spread lies and
rumors asserting that the Salubri are creatures of darkness and
servants of Hell. They claim the Salubri only waged war against
the Baali to -]nh'r their 1‘llHlL Image
:l]\ We “'I Ligh - |.L'|'|.

'Il-.l |""||'1i & []]t'l11"4_']\.'|:_'-‘.-

SALUBRIIN PLAY

As Storyteller Characters: The Salubri fight a
terrifying battle against extinction. Manvy of their old
illies refuse to aid them out of fear of or obligation to
rl'h'lf cnemies. Tl'll.' third eve that marks most _‘"-:||||1-||
m EI\L"" IE 1T ‘-“*-Il‘lg' for them ro |1I||L' tor !nn:. .r||;_“.
avoid each other as much as possible in order ro make
certain they cannot |‘L'!|'-I\' l'-l\.lll‘!]it'l'll.'l!lt‘ [remere.
I |1L'\. endureale I[ll,'lk . -\1L"~|‘\.'f e EXISrence, maost |:L:_-|\
doomed to eventual destruction. Their terrible plight
makes the Salubri wonderful catalysts and pawns,
valued for theirown abilities and for their value to the
Iremere. A Salubri Storyteller character could make
N Interesting prize or pawn in a plot. The arrival or
unmasking of a Salubri can spur all sorts of conflicts,
visits from distant M wertul higures (or their emiss -
ies), and so on.

As Characters for Players: The Salubri are
difficult characters to play they are constantly
hunted, and hiding their lineage is almaost impossible.
A player's Salubri would constantly be on the run,
.I|\\'.I\ 5 |. M LL":H'-_'- WCT |l|\\]n ||||-,|l.'1 tor bear of |"u|11;j |\|||L--.E
or turmed over to the Tremere. Salubri warriors stand
a greater chance ol defending themselves, and thus
might last longer as characters. Salubri healers possess
valuable abilities for which a prince mighr be willing
toofter protecrion, thus allowing the character to sty
in one place and enjoy a small measure of safery. A
Salubri character should almost certainly have some
sort of & parron to protect her, or should have a pood
front established as a member of another clan.

s =

The -[ITI.'[T':l'rI:_‘ make deals wit !l princes
and lords, offering rha
return for aid in capturing and killing the
'.“;:IIIIE‘T]- Where bribes do not w irk T||.|"_.' Iy
threats instead finding ypuck Ainires’
st [TI._'i_I_‘.l_lI'l_‘:_i POSSESSK ns and COMpankns
mn jex II‘.II\I'I.'. ;‘[".'Il_‘]'.l t'. 1Il.1.|-'.]|].'_f 1 Il. L II-.Z ]iL

the fault of the Salubri. Rumor among the
."‘-IlLJ]_‘TI ]':.l.\ it thar a ﬂu .‘-.lm.!-.: ,||l|;'|r'|"1' has

MAMUNZIC Avors in

sprung up between a particularly unsavo
Tremere lord and a sect of Baali. The two
trade informarion on known names and
locations of Salubri, and aid each other in
eradicaring their mutual enemy.
It doesn't |1r|1" that the Salubri, with their
high moral standards and their willingness to make war
AZAINST ;4!1‘."[]“1'1}! theydeemevil, have made enemiesoverthe
centuries. All of these foes are coming out of the shadows now,
taking advantage of the '1[1|l"1'1'_\p|luhr ogeer revenee while they
can. The Baali in particularare trying toexploit Salubri weakness
in hopes of obliterating rthem.
Anather difficulty the former High Clan faces is the loss of
the Code of Samiel. The:« «d by Samiel, first of the
ubri warriors close disciples. It laid our the proper
1"'HI1'|‘-'0-'H-JLIL'[n!.l1.\"irrh'-r||1‘-\',|1'.m-.i1k'.urn:m'..m-.i utlined
lE'l'L' PrOpeT Proce I1 ire for E]"u.' blox 'IL]II‘H_: of a new :';‘.IIIJ]‘Ft WATTIOT.
This ritual was believed to purify the warrior, tocharge him with
his sacred duties and prepare him for his purpose,
Owver the years, most ¢ pies of the Code have been lost or
desrr and the Salubri’s enemies have slain most of the
warriors who knew the ProCe lure. The Warrior C aste has done
its best to recreate the rite of blo ding, but have only come up

STEREOTYPES

The High Clans: Once we were counted among
these, bur our status has fallen ar the behest of the
Usurpers, How can the others still call themselves
high, when they allowed the Usurpers ro slaughter our
father and round up our brethren like cattle for the
charnel house! Most of the High Clans are puppets,
held firm in the grasp of the Tremere,

The Low Clans: Low Clans include the best and
worst of the Cainires, from noble ( rangrel to treacher-
ous Usurpers

Tremere: Someday this pretender clan shall fall

God willing, at our hands.

Brujah: At their best the Brujah are worthy to be
n'.11|n| |"I'| 'I]n'ﬁ
fight for their ideals. At their worst they are brash and

wise and passionate warriors who

insulting, impetuous and vengeful
Assamites: These noble warriors and scholars
protect us when they can, and carry On Oour memaory

when they cannor. Aid them in whatever way possible..,




with a reduced and largely bastardized version of the original.
Some believe thar new warriors no longer leam whar Samiel
would have wished them to, and that they are lessened asaresult.

The bloodline generally believes the Code of Samiel is Jost
to them, but this does not stop them from searching for ir, just as
some Catnites search for the Book of Nod. The Code is
their heritage and the inheritance of their childer,
and without it they believe thar they will ult-
mately fail in their work. A whispered tale has it
that acouple of powerful Salubri remain in hiding,
and that one of them mighthavea copy of the true
Code of Samiel. Thiscould be wishful thinkingon
the part of those spreading the rumor, but no one
can be sure.

Sobriquet: ( yelops (derogatory ), Uni-
COATS {nu II, mger in Comanon [1.IT|¢1I'I.L'R'1'.
Luminaries

Appearance: Every Salubri who
PrOgTEsses above lhu SECH \I'I\t ||.'\'ri of
Valeren develops a “nomal,” human-
looking third eye in the middle of her
forchead: irisusually the same coloras
the Salubri'sother eyes. Many uses of
the Discipline cause the eye toopen,
anditisnotessily hidden. TheSalubri
come from all walks of life and all
raccs, J[]lj l"ljl“.‘\l_' {1“.'\. dare s Cone-
stantly on the un theyoften travel far
from their birthplaces. Most members
of the Healer Caste (and sometimes
warriors as well) radiate auras of calm and
serenity. The Salubn prefer ro dress in
whatever manner allows them to blend in
best, choosingsimple stylesand mured colors.
Those who belonged to religious orders in
theirmoral livesoften continue towear their
vestments. Many Salubni attempt to keep
theirthirdeyescovered with hoods, wimples
or Gypsy-style headscarves.

Haven and Prey: Most Salubr enjoy
hurnan company and find it easier o disap-
pear among their thronging numbers, and
0 dl\'\ Ih_'!]\l o |!111LL' It'lL'lT i EAVENS NCAr OF
among humans. Some take up residence
amid religious orders monastenies, con-
vents, heretical cults and so on. A rare
few live in solinude ar the fringes of
human settlement, chocsing to take
their meals from animals. The brutal
amacks of the bloodline’s enermies
have driven many Salubn from
their homes, however, and forced
them torakeshelterinmovement.
The Salubr prefer to feed from
willing subjects when possible;
whennot, theypreferanimal blood
to human,

The Embrace: The Salubri

preferto Embrace mortalswhopos-

- O R T e
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sess a strong moral compass, an understanding of right and wrong, and
a sense of compassion. Tt ey have no }n“lﬁt‘m‘r as to race of religion,
although the Salubri often Embracedevourmembersof religiousorders.

Character Creation: Mental Attributes are usually primary,
particularly Perception. Healers value such Abilities as Hearth

Wisdom and Medicine; warriors value combar abilities and
Leadership. Both castes appreciate the value of Empathy,
Willpower and Self-Control. No Salubri starts higher
than 10th generation, due toadesire tokeep the blood
strong and “pure;” two points must be placed intothe

Generation Background. Most Salubn also start
wirh a dot in Linguistics to reflect their knowledpe
of the lanmepe of the Second Ciry, which all
Salubri leam in order to keep comespondence and
conversations private. The Salubri follow the

Roadsof Kings, Heaven and Humanityexclu-
sively.

Bloodline Disciplines: Auspex, Forti-
nude, Valeren
Weaknesses: AwarriorSalubrican-
notrefusetoaidsomeone inneedwithout
paying a stiff price. If she does refuse,
recluce all dice pools by two to reflect
how badly the character has been
shaken by the experience. This pen-
alty ends when she has made some
sort of restitution. A healer's ole is to
mend body and spirit, and he may not
do harm toanother. If he injures some-
one, even in self-defense, the player loses
two dice from all die pools for the rest of
thescene. Anyuseof Valerenabove level
2 causes the third eye to open; to keep the
openeyecoveredisveryuncomfortableand
causesaone die penalty toall rolls. Many of
faleren’s powers also case ]luhl.’ [0 ema-
nate from the eye, making it extremely
difficult to conceal.

Organization: The Salubri do their
bestroavoid oneanother, fearing thatany
knowledge of each other's whereabouts

and plans could be tormured our of them.

T]H_'!' L_]&I, l'[ﬁ_j\.'.'t_"".'l,_‘r, IL“.-“'L' IS for

each other at certain drop-off locations
(often within hostels or monasteries),
coded in the language of the Second

City, passingon knowledge of whostill

exists and who has been destroyed by

the bloodlineg'senemies.Childeronce

spent five years leaming from their
sires, but now are often thrust into
the world and forced o fend for
themselves as their sires flee on-
wardorfall victim tothe bladesof
the Usurpers.

Quote: The Usiapers have
]'Ir_ir_'r]{ﬂ((i'.\' [ M:r_f;.ld’t'nﬂﬁ!ﬁ‘ddh[ﬂ §
buat they shall not take ouer integrity,
onar strength of will or over souds.
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BbAPTER TWO:
MINOR ROADS

One must not always think so mueh about what one
should do, but rather what one should be. Our works
do not ennoble us: but we must ennoble our works.

— Meister Eckhart, Work and Btﬂ'fﬂg

In a mechanical sense, the minor reads work similarly to the major roads.
Like their more widely practiced cousins, these roads stress different Virtues,
involve most if not all of the usual stages {initiation, adherence, teaching), have
paragonsand priests, and include riresand ritual, prayer and study. The road rating
behaves in the same way; momentsofrruthcomeabout in the same basic manner;
and degeneration is determined with the same die rolls.

What, then, makes these roads different? Whar sets them apart from the
Road of the Beast, or the Road of Kings? Why do they belong in a book meant
for Storytellers, instead of one meant for players!

The minor roads were each derived from the beliefsofa ~1x‘csﬂcc an. Rather
thanserving the broader interests of the Cainire commumity in geneml, they have
been nurtured in an environment thar encourages them to remain “pure.” There
hias been no need for these roads to broaden their pracrices n order to ;l[‘r\'ﬂ.l o
awider variety of followers. This means that many of these roads are the purview
of fanatics and zealors, Many outsiders have difficulty relating to such intense,
culture-specific beliefs.

The minor roads are not limited to the clans that spawned them —religions
always spread, even if only one follower at a time. Neither do they represent the
only roads that their mother clans follow — there will always be those who buck
the status quo, or who simply choose a path their sire didn't intend. By and large,
however, the followers of a given minor road come from the clan that developed
ir. Some of these clans jealously guard their religions; new followers from outside
the clan might find ir dangerous to join in. Tests are often much harsher for
outsiders: moments of truth may be designed to drive away any initiate who isn't
absolutely devoted. No one ever said that the true '|'\."Llh WS CAsy.

The minor roads have few divergent paths — most don't attract enough
followers to divide into sub-sects. Their tenets and ethics are usually more
stringent than those of the major roads, making adherence to them very
demanding. Most players will find it difficult to play characters who follow these
raads. The minor roads tend to focus on spiritual purity; they embrace their
viewpoints as the only “right” ones and follow extreme codes of conduct. As far
as most followers of the minor roads are concemed, all other Cainites are heretics,
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CHANGING TO

Oursiders can have a tough time adopting a minor
It‘:hi- Outlined below are the re juirements forchanging to
a minor road from any other road. These requirements are
more stringent than those for changing to a maior road.

® Study with a teacher of the new road for at least two
vears (sometimes more), leaming the road's precepts and
ethics. During this time the Cainite may be required tocut
old social ties, or sacrifice something else of worth to him,
as the first sion thar he values his new faith above all else

* Reduce the raring of the character's old road to at
least 3 (but not lower than 1). This is accomplished
i ‘Tlll-lli\' Ilil’- 'II‘_."I .it'-_'a"ln':.llh M, ]“' nlL'M"l'l.ill']\' coimmat
ting sins against the old road.

e While the initiare discards his old faich, he must
||]-||.-|‘| the ethics of his new beliefs. Teachers of minor
I'U.I.i\ In.'|'|.] O EXPeCT SITict .I.“h':’l'!l, (ol (A |]|1.' Ti ;,|.._i'- ._~1]1,|L %
\|\|r1|s!_: this prrhd of initiation. This is where most *un
worthy” converts fail.

* Reduce any Virtues inappropriate to the new road
to 1. ||1I\ 15 .I!*ll tul"ﬂl!'-]l\'u'\i l|1|'\ I1II_,'I1 \.|L",_'L'”l'l.|||l|]J.
Once the character's road rating reaches 3 or less, he can
choose to reduce a Virtue rather than the road mting

MINOR ROADS

when he degenerates (he can only do this when seeking
to change roads).

Once he has mer all of the requirements, the vam-
pire |Ill\ls'|‘,‘.:l WS An appropriate test for the new road. Tests
gven by teachers of minor roads to students from ourside
the “accepted” clan often require the initiate to make
grear sacrifices or enter into very dangerous circum-
stances. They also traditionally pur the initiate into a
situation that pirs his former values against his devotion
to his new road, requiring him to prove thar he has
changed.

This rest can be carried our strictly through
I'»l|t';‘].+\lr|;: if the Storyteller believes it appropriate.
Alternatively, the Storyteller may use the following
II1=.'l.II-.I1'|1I. At []11'1'I'|.:|~'l1'1||1|.' rest ||.\\|_'l."\.l'|'|\'1hg"| |!|-_-L alnite
achieves his goal. The player rolls Willpower against a
difficulty of 4 + the character's current Road rating, +1
per Virtue to be L|1.'||]_L:l'\l (if any). If successful, the
L | LAFACIUT Passes I.]JL' rest .il:'|\| 1:1- I -:|.| .Inli Virtues |1.1[1-__(L'_
-]-]'Il‘-til WS DOT MCan | |1.IL' ]!I\H'.u |'|L'I'nl'| nl!|'|g_'1 .|.;||:|u:|'|'|1|\-. |!'
the road will treat him as an equal, however — he will
probably always suffer a certain amount of distrust

ROAD OF BLOOD

VIA SANGUINIUS

f Caine must be earned.
The state of vampirism is not a right, nor
a curse. It is a privilege that not everyone
The followers of the Road of
M d Un L'I'.\[.'IT'lli l]ii'- h‘-[ incrion and see
themselves as its enforcers. They value
punrty of action :I'I'n| purpose.
This is not a trivial road to follow ]'-'_.'
tch of the imagination. It is all too
¢ id of Blood, using it
to justify wanton diablerie. Because of this,
the Road of Blood is characterized by a rigid
of ethics, a strict emphasis on self-conrrol,

and rhe urmost devotion and discipline
|T* ['-L f'[ll"'\‘{:.'r'- watch each ot |'|s‘r at |4.':|'-r as
C |t‘.‘-l.'|‘_\ as they warch oursiders. r|"|r'3' see
the triumph of the Beast as a weakness,
.l[h[ ||1l' Beast Imust k"L‘ I\.ll."l:'lll.‘-.J L § 1'['1[]'\‘[ ft
all costs. The Road of

fervency to the point of fanaricism —

Wl encourages

without this devotion, rhese Cainires
Wl '.l 1|L|.'|'|' sSuCcu Lo !":1‘4_' l'..'llli‘l;lr'll"'['l
and abuse their purpose.
Though the Children of Haguim or
nated this road, nor all Assamires follow it
‘RIIHEL' muc b'L [ |r'.‘|1{ '._'I.-“'J |'-'L'IIL' VES In |"|_|l 1y .Il!.]

S L

HIERARCHY OF SINSAGAINST THEBLOOD

Score Minimum Wrongdoing

10 .'\t'llll'_! II‘!‘||“II|~I\'.'1\. m any siuatuon
Allowing actions to be dictated by emotion
Succumbing to frenzy
]'.'Ilil”'_: L (] '\||.'|.|\'|L"||._I.' in lll'l\k'l‘”ll'\, ¥ .iI'I'IJ"i]'C.
Acring cowardly or dishonorably.
Allowing the unworthy to go unpunished.
Showing weakness before the unworthy.
]'-||I|||".: L (W] ]11’]'“ T Al ¢l.l1|].
Sy :|‘1nl1rll 1 o Ihr \.'.'|]| ol an |||H'ul|'t|1'. prince of -.'|.1ur

& .
['I{'llll]'lll'l.'_: Lx |||'I|‘-llltl\.i o a Lamite,

. — ——" Py
-~ = /"-_“x-‘r_______'_'-r'::-__?:_.
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« STORYTELEERS

Rationale

Discipline is strengrh.

Passion is the first stirring of the Beast,

Our will must be unshakable,

Return the blood of the unworthy to J{.|L|I|]].
Our actions reflect upon our father, H.h[lln.
We are the judees of the unliving

We represent “..h[llﬂ in all TIIII1}_;~

'l‘“l ]'II"11|.‘I 15 '\.\'}1.I[ SEers us Apart.

NG "[]I.I!I!f in IEI'I'~ Wi ‘I'|\| TTILIST SWAN US ITOM OUr $ag rn| purpose.
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discipline, not everyone can manage the zeal of a true *» The Beast is a sign of weakness, and it must be kept
follower. Some members of other clans follow this road, tightly conrralled.

but Assamires generally view them with a certain con- * Purity, honor and discipline are the virrues of the
tempt and derision. Many clan members
believe that any Cainite on the Road of
Blood who does not share the blood of its
founder, Hagim, must be using it to justify
diablerie. These foreign Cainites are
watched particularly closely for any sign of
unworthiness — their behavior must be ex-
emplary for a very long time in order for
them to be treated with any degree of
acceprtance.

— WATTIOT.

_ * Regulate your own behavior even more carefully
\ than that of your neighbor.

* Do not act rashly — consider each action before

’ you take it.
Initiation: The Road of Blood requires immense
devotion and dedication — no Cainite becomes an
initiate into this road by accident, or without awareness
of what he is doing. Teachers on this road make certain
that each new iniriare understands the difficulties she
will face; adherents of the Road of Blood understand
that an unschooled initiate is a dangerous thing.
\ The vast majority of initiates are Assamites. Those

Hagqim is seen as the paragon
of the Road of Blood, the epitome
of the road’s values and goals.

bmn"\"“fI”'“i‘klfdhlim: T_hc road's Ny few initiates from outside the clan have great

m“]"”m'"“dh.hlxt'hii"'“"_hiwld R M difficulty finding teachers, and face much

up as the ideal for those Cainites y B harder tests.

who would prove themselves wor- Organization: The Road of Blood

: T Y . !

thy of his blood. i o % B fostersaone-on-one relationship between
M‘f“r 1””“?“"_"" "TI”“’ road see e teacherand student. They do not necessar-

the majority of Caine's descendants G

ily spend long periods of time together, but

the time they do share is intense. The Sentinels
take great pride in their heritage, the line of

teachers from whom they've learned. There
are few organized events or groups related ro
this road, bur its adherents always try to
trade a few words when rhey meet up with
each other — as much to keep an eye on
their fellows as to trade information about
those they hunt.

Aura: Resolve, Followers of the Road
of Blood know the seriousness of their rask
and are incredibly dedicared o ir. Their

aura modifier affects Willpower rolls.

Virtues: Conviction, Self-Control

Paths: A small, secretive group that fol-
lows the Path of Righteousness see it as their
duty to watch the warchers exclusively. They
concern themselves with rooting out corrup-
tion and lack of resolve among adherents of
the Road of Blood.

Roleplaying Tips: You and your fellow
l‘cli{'\'cr:l dare EI]L' ET['IE‘ oneecs u'l‘i? "lll'!,' l]l]LiL'r'
stand the blessing thart is the Blood. You are
also the only ones who understand the respon-

sibility that comes with it. Each action
you take must venerate the Blood
that moves within you; consider your
actions carefully so as not to shame
-~ your heritage. Stand proud, but do
not allow arrogance to control you.
Honor your word, but do not give it to
those who do not deserve it.

as corrupt, unworthy of the gifts they
have been given. The adherents of the Y
Road of Blood do their best to bring other
Cainites, particularly those gifted with
Hagim's blood, into accordance with what
they should be. When they fail at this they
L_Il.‘b[[L'h'\.‘ the Un\rulrhy' vampire, consum- | —
ing his vitae. i
Obwiously, if the followers of this road
diablerized Cainites left and rwht I'|h: '
would soon be ‘hwtrn\q.-.l Several Ii]I.HL.\
keep this from happening. The followers of
this road pay their closest attention to the
worthiness or unworthiness of the blood-
descendants of Haqim; they will pass over
other Cainites in order to kuup their own v
kind in line. The Sentinels also do their {58
best not to act rashly. They consider their  / ¥
actions carefully, and try to remain un-
noticed in their duties. Like any other
Cainites, they exist on the rime scale of
a vampire — if they must take two
cenruries to orchestrate the diablerie
of a particularly corrupr prince, then so

be it. They also take into account de-
grees of corruption — why go after
someone who sins but little when a
grearer sinner nearby requires immedi-
ate attention!

Sobriquet: Sentinels

Ethics of Blood:

* The blood of Hagim and Caine
is a gift that must be earned.

R GO W .
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ROAD OF BONES

VIA OSSIUM
According to the preceptsof the Road of Bones, Cainites
are caught in a single moment in the cycle of life and death :
— the moment between life and death. They are the Ethics of Bones:
embodiment of that moment, suspended and
stretched out into infinity. That vampiric condi-
tion obsesses the followers of the Via Ossium. They
seek to understand its nature, its processes, and its
place within the cycle. If Cainites are caught in a
long moment between life and death, then only by
studying death and dying can the Scholars under-
stand Cainires.

thrique'l: Scholars, Executioners (derc garory )

¢ Approach your studies with wisdom and calm —
never let passion be your guide.

* Take every opportunity for understanding.

® Never fear death — it is a natural part of
the cycle.

* Do not lose sight of the mystery that is our
condition — it eclipses all earthly matters.
* o not needlessly sacrifice yvourse

f — your
Followers of this road spend most of their

time contemplating death. They read and
write longscientific and religious treatises on
the subject. They watch people and animals
die, sometimes helping the processalongiin
various ways in order to gain more informa-

tion; they perform cold experiments thar
would horrify most mortals. They see an
individual death as inconsequential —

endeavors are too important.

Initiation: Initiarion onto the Road
of Bones is a formal process. It begins with
the agreement of a follower to mentor the
initiate. This adherent first reaches the
initiate not the road's precepts and ethics,
but its preferred modes of study. The
initiate learns scientific method, broader
concepts of experimentation, and the

rational exploration of the religious. If

'l1l' mnitiare Lll.‘\l‘l.l"'.‘l dly l"ldl,'rh‘.il\gl,l]]:;

of these conceprs, then the mentor
teaches the basic preceprs of the road
itself.

they believe that most spirits reincar-
nate, and sotheysee noharmin speeding
a single soul along on its journey. They
have little inrerest in ghosts: Wraiths
have stepped out of the cycle and so have
little insight to offer regarding its mysteries.
The Road of Bones is primarily fol-
lowed by Cappadocians, although a handful
of Tzimisce and a few Malkavians believe in
it as well. Few Cainites follow this road with
any sense of passion; the road’s adherents
value reasonand cold experimentation. This
is not to say that they are without faith,
however, or thar this road has no religious
aspect. The Road of Bones teaches thar
Cainitesare the embodimentof the process of
death, and death is a matter of huge religious
significance, speculation, faith and devotion
in every part of the world. The Road of Bones
is simply ascholar's faith, one attended to with
Tﬂfi.lﬁl'lilill}' i]l!'I.Ll detail T:-Il,ilt"r rhan superstton
and myth. It s a scientific exploration of
religious matters.

L.-j“'..‘.' llll.‘ mituate ;l.l.\ TL'.!LlH.'LI dan lll]\!t'r-
standing of these precepts and had her first
moment of truth, she may be initared, if her
mentor deems her ready. Any Scholar may be a
mentor, but only a priest may perform the
actual initiation. Once the initiation has been
completed, the new adherent of the road con-
tinues studying with her mentor, but mkes
formal instruction from priests and teachers as
well,

Organization: The Road of Bonesishighly
structured, with aclear line of descent through
the hierarchy. The high priestess Constancia
I‘rt."-\jli'."‘l"\'l.'r'[}'lt' T I".Il.], hlli'!'F'h\ﬂ {’\1 .l“f' a hﬂ“\"ul
of priests and priestesses just below her, re-
terred to as the White Bones. Below these are
']‘IL.‘ I“'lr".‘r[ﬂ[‘l; eac h I ]iTk"L'ilﬁr hl.bid\ \".\.'il\?' over
the priests and priestesses of a geographical

rl."l_l_]ll M. .A” lll"l{'rl't'l!'\ are r('i{"rr('d o
N as students, and initiates are called

2 supplicants.
T_r'i{i
£

The Cappadocian Constancia is the cur-
rent high priestess of this road. The center of
the Road of Bones is in the monastery at
Erciyes, where monks copy scholarly works
on the nature of death and carry out further
experiments inunderground rooms. These T — :
experimentsare not conducred with anger
or sadism, nor are they excessive or graru-
itous — except when a follower of the
road begins to degenerate.

; Aura: Silence. The Scholars,
“ accustomed as they are ro long
- hours of quiet study and contem-
plation of the grave, radiate the
stillness of death. The aura modifier ap-
plies to rolls involving Stealth and
ii“l"]'ﬂp[" O 0 unnot |l\.'|.'|i.
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HIERARCHY OF SINS AGAINST THEBONES

Minimum Wrongdoing
Needlessly preventing a death or refusing to kill

Refusing to feed when hungry.

Failing ro study death when pr
Refusing to pursu WTiments
Succumbing to frenzy

Allowing emotion to sway yo

|{i_'[1|‘-]|'|'_: iy '-|'| e |[|'—|!__'IL| '.'.|[1l |'||||=,'|‘--I|I [1IL' |.||.]_

L‘1'|t||1.'.1|1'__' tear of or aversion to eath.
Risking vour existence unnecessarily

Liiving your -..||I'-. 0 ANYOne |.|| W

‘i mi '[";"l WEUTIEY o ,.1, L8 8 1 |'||'

= YO I -.|-.| |l'|-| i |.||".

Rationale

.'1";|] |h'||'|';_"- miuist .lil. Cy '-.'II|'-J.||E‘.
ttnl: muist At |'|-.| I.-1|1L_ ne sitie
Cian Concentrare on w researcl
e of L-!'I-"‘.\.'
]‘ 1 £ 1S Imore portant '||.:I'|.II|'-. 4
You must rule the Beast, not be ruled by

‘Ll'l.ll'--L'-'lll II1-.| rationality ane

I!|'|l' "I:
sCientitic pursuit
Omnly together can we hope to unravel the

greatest ol mysteries

Dieath is a natural part of the cycle to which
ill things belong

You have important work to do.

Your first duties are to faith and lineage

Virtues: Conviction, Self-Control

Paths: Members of the small and secre-
tive Path of the Wheel believe that vampires
are “stuck” in the cycle and must move on.
They search for some scientific means to
push all Cainites back onto the cycle of life
and death. Most adherents of the Road of
Bones know nothing abour this offshoot.
Those whodo consider its followers the worst

kinds of heretics and destroy them wherever
possible. Several times this path has seemed ro
fade away, only to resurface a decade or two later.

Roleplaying Tips: You approach the
mysteries of the universe with calm expecta-
Til.l'”, ki]{\\.\'l]“_’ l[l.il L‘L'l'T“ll;!”‘!' IIH.'\_' “.'l“ }‘L
solved. This knowledge does not derract
1‘['1 Tl ti'll.' ‘-\'iﬂll]l_'rlli.i[ ‘|L|L11 L'l'lll_’[”.i'\['[('l\'llkl_'.
however. You enjoy spending your nights in
experimentation, discussion with your peers,
and contemplation. You know thar your
road will solve the mysteries no one else can,
and this gives you a quiet confidence to

L\'!'l.l.i.'l'l tew tillIL'l' C |..|'[1.‘\ Cian I.l".' [ I.Ill'l'l.

ROAD OF METAMORPHOIZ

VIAMUTATIONIS

Where the Road of Bones concerns itself with the
current condition of vampirism, the Road of Metamor-
phosis looks toward the transition to a further, exalted
state of being. Where the Road of Bones studies the state
of all Cainites, the Road of Met .||11.1rp|1n~h indulges the
desire for individual transformation. The Road of Bones
is a community of scholars engaged in a discussion that
furthers a wider base of knowledge: the Road of Metamor-
Phll‘-l\ feac hl\"- 'I]Q_' \.':l]Lll' 1|T |'|1L!l\"|l]||:|; "\lll;E‘! .|.]1L|.
enlightenment.

Adherents of this road reject any stories of Lilith show-
mngk “alne In W o use |'1l~1 l"'lﬂl?l] f-u T POWET I|'|-.‘\' believe that
Caine raught himself. They hold his accomplishment up as
I|'|1_‘ J"l'l\i 'r ]]i.lr .I”y '-'i'll'l'l!"lTl.' CHan ranstorm 1I]|'|'|ht'

f through
strength of will and research. The creation of Vicissitude is
seen as further evidence of this fact, and followers of this road
view the use of Vicissitude as one of the foremaost physical
expressions of their philosophy.

.'\| :‘[l]-ll]. \i'.'\.il\..lli.'kl minoricy of l}l{' T:H”l\l_ﬂ.' Ll."i
follow this road, and for the most part they guard its

secrets jealously from the other clans. Most voivodes
follow the Road of Kings, and many of them take advisors
from the Via Mutarionis. [ts adherents have a reputation
for sadism, cruelry and even “evil,” but ir is nor always
LI{‘N['I’\]'[]. }"u||nu':rr.- nf-lhl.k !’u.lxl hpL‘nL] an ]l'il‘\f a ]1nl'l 1on of
I'j]k'[l' st lll.h{‘h 1','{[‘('[[”1{'[1"”155 wan Il\'ﬂW:L: .lT\l] llll]l\'irl]_-: ‘\ll}"
jects, but not all continue with such studies indefinitely
or necessarily enjoy them (for all the difference thar
makes to the guinea pigs).

T]‘(' thl\.! I.]i- h"ﬂ'l.![l]l!TPEll].\l\ !'L.'l]'lllf{'h L'i“'l\ll.tl{fd“]l,‘
dedicarion from its followers. They tend to lead asceric
and lonely unlives, exploring inwardly while their con-
temporaries explore the outer world. They spend long
I'lll”rh in [|IL.'l]l|.l[]|.lT] ;lT]L] l‘i'rﬁlﬂl;‘l L'XI‘L'T"”L'['U;” 101, i%L‘.'
cause .ll”'ll."l'l'n[h ol l['l]\ rl.\.ll.i i‘l‘lll'\'i' |h.” T"L'T'\I-"['I.li
experience is the best teacher, most followers must learn
the same things their predecessors learned all over again,
in the same manner, without much guidance. What lirtle
they get usually consists of vague suggestions and loose
guidelines rather than specific pieces of knowledge.
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Teachers on this road pride themselves on their ability to nudge their students in the right directions, prodding them
to make their own discoveries rather than leading them along by the hand. There is little structure to the Road of
Metamorphosis; the hierarchy of teachers, adherents, and initiates is loose ar best. However, almost all of these so-called
Seekers look to the Tzimisce Methuselah Yorak as the most accomplished Seeker, and the closest thing the road has to a
high priest.

Yorak is one of Transylvania's eldest Tzimisce, and he has long since g
developed into a being of inconceivable power and alien intent. Many
adherents of the Road of Metamorphosis see him as the living embodiment /8
of their aims — the personal transformation of the vampire's own being into  Ji§
something different, something more. No one knows for certain just how 8
powerful Yorak is or what he is capable of doing. Occasionally, for his own
reasons, he takes an initiate under his wing for a time. Most of these poor
souls go mad, but a few emerge from his tutelage with an impressive
understanding of this road’s tenets.

Sobriguet: Seekers

Ethics of Metamorphosis:

* Enlightenment and transformarion are the same state of being.
This understanding is the key to all change.

* Concern yourself with the state of your own being, not that of
l'l[ht'rh_

» Reject ourward distraction for inward transformation.

® Any vampire can transform himself through the applica-
tion of research and will; only a select few can fully understand
this precept.

* The flesh is clay, to be molded and shaped as
desired; we desire the perfection of the spirit.

Initiation: The Road of Metamorphosis is unusual
in thar its adherents do not recruit. Tlu:y firmly believe
that students of this road must come to it of their own
volition. Of course, “not recruiting” and “own volition”
are interpreted differently from adherent to adherent.
Initiates are taught some of the road's basic precepts,
generally at first through hints, implications and puzzles
posed by their mentors. Those who manage to figure out
the precepts through such obfuscation are initiated as
soon as they've had their first moment of rruth—often
the moment of revelarion in which the initiate comes
to understand the truths thar his mentor has been
hinting at for months.

Organization: Thisroad has little obvious orga-
nization. Somerimes adherents gather in loose circles,
sharing tidbits of their own revelations, but always
holding back the “best” information. A certain com-
petition can emerge, in which adherents imply that
they've found a dw:pcl.’ level of l.llldvre-t;lm||n;_: than their peers
without actually revealing what that understanding is.

Respecr is accorded ro those with the greatest mastery over the |
flesh and the highest understanding of the road’s precepts; this
translares into a fluid hierarchical web. Teachers are teachers because
they choose to be, not because they have been appointed by anyone. '\, |
Most believers try to make at least one pilgrimage ro Yorak’s Cathedral
of Flesh during the time of their study; some visit as often as once a
decade. The cathedral is viewed as an architectural paragon of the faith,
and it is the closest thing the road has o a physical home.

Aura: Inhumanity. Seekers work steadily to become something other
than human. Aura modifiersapply to Intimidation, as well as any Manipu-
lation rolls thar can be positively affected by frightening the targer.

Virtues: Conviction, Instinct

1, -"qf T s _ o »
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HIERARCHY OF SINSAGAINST METAMORPHOSIS

Minimum Wrongdoing

l:.lll“!"_' o il'\ll' our a trenzy.
Sharing undeserved knowledge freely

Jr|.Ju|~;m: mn .]I\F'l.l‘.'\ of emotion.

Asking for knowledge that one has not eame

Denving basic needs.

."\'\'llllll'“:_' NECessATY '.'N]‘L'I'I'I'IIL"H: LINEN 8]

l.l]ll.' [ (8] ]‘l.'l"'n'['l.ll TI"I\.

thiilll_"ll'l;: LUNNECessary l-!L""-H'l"‘-

Aiding an unwaorthy Cainite in
understanding the Road of Metamorphosis
Avoiding necessary experimentation
due ro compassion or discomfort

Ay 1].]!:1'-_' r|u- l||u.'1.1l'|- W ol ll['IL'lH WL b \l'\

Paths: The Road of Metamorphosis has

xclusion of the other. Adher-

ith of Flesh believe that the ultimate

goal of the Road of Metamorphosis is entirely

|'u.hl'g. rransformartion leading to the

acquisition of vast power in the material world.

The spiritual isonly considered important when
it aids in this physical transformation.

l‘ll‘."\ll .I|

Followers of the Path of Spirit believe
that the true goal of the road is an entirely
spiritual transformarion. They see the physical world
as an illusion and a distraction, at best a simple tool for
~}‘Ir1TI_|.|l weeh. TI believe the ultimate transforma-
tion is one in which the Cainite transcends the flesh,

Rationale
The Beast
1 1'r11ll'.!.

must be known in order to be tran

Helping another o come to his own undestanding is
accepta 1L'_|‘L|l L'E||E'_’|'|l:'l;|l:n:'l (LR TR |\|_ ||.I.IL-.|1'-.|; WAL VOIS,

|.'.il|tlllt'll Is a4 IlLII'II N response.

l !'[1II:_'|'_||_'II]1'.{'JI| comesfrom \.1'I|I'.II'.Z l'I'.ll'__'l'l-'_u_'l'.l'l'lL'I'.l CUImes

I!I:'I'II 'II'TI‘- -!'l.h'\.l 'l‘|'t"':L

} ]II'I)'_'{T. \'XII 1SN 1]!1'\1.' rl]ll'l'_:"l..ll'l"l' »l?‘\l'.'_h ron
Without experimentation there can be no

underst ||1L|1l1'_:.

Pleasure is a distraction

COnly the truly exceptional are worthy of enlightenment.

I‘l'lllri' 1!1'.11'] E[I\i k'.ll[l cin i't' Iransc l'HLll'Ll. Hh".
must be understood

Through the transformation of the flesh, ransforma
tion of the spirit may be achieved

breaking through the illusion of the mare-

|.'|-.l| TL'iII[l.! o l].:I.L' \\'I'Tll_l of ."-]"”l.i. !"L‘\'L'lnd.
Roleplaying Tips: Youspend little time

with others and have long since lost touch

with your humanity. It is difficulr for you to

cot ['Il"T'.']JL‘I'Il.l the needs and desires of mortals

and other vampiric clans, and you ofter

no desire to try. You feel little need wo hold
c.'lllu'r'w' h..l])-.l.\ .l[1u,] |L'” l]'|L'I]1]:1 W L :-.,i-: ) [hl]]l._'*-_

but you might nu hem in the right direc-
|:|4||'||r1u'l.!'|.|I |['|.lhl‘[H‘.K-‘\.illl]IL'[l..".ﬂll‘]"‘ll‘ul‘-lllf"‘-

of the flesh hold little artraction for Yo ind
only distract you from your work. Your own per-
Fu"l"L;-li [T.H'I.\Ilt Tmat i/ .Ll'lll |.']"||'|:|_'E'Ir|."'|\'|'|.1l.']"|T are maore

1ave

'Il'l'l] Orrant T]MII'I. :I|1'l|.| 151 .l11'-.'|:h'|.l['|.;_': l'I‘-I.' VOU Can imagine.

ROAD OF NIGHT

VIA NOCTIS

Legend among the Lasombra has it that the
d of a path of the Road of
Heaven, but it has taken many twists and tums
since then. The Road of Night cares nothing for
r,i'll_' \.Il\'ﬁ[llll'l 0l |hl' ".'.I'I'II!"]Til ‘\-Illll. nor ’l.‘!' th{‘

'Ilr Was =

behavior of vampires in general. [t cares only for
humaniry.

Where the Baali see themselves as the

ol I'Hll]'l;“l '“!'lll_" on 1‘l'||.|[t I."l Li;lfk

p 1]'“!\1_' 'nl.hn ru”l.ru' rh;,- |‘.1I|l ul. NLL‘}H sSee
themselvesas man'sredeemers. Redemptionis never
innot be told to repent, or
rinced, or talked into rep

casy, however. True sinne
gently con nting, or nt
ced into it Only pain and suffering can bring ah

repentance, and thus, true salvation.

|-.ld
damnation. They
[ht.'

by punishing

i \l || TWETS ( f'{Tj““'- T ||‘Li

them before their
do rerrible, rwi but always in the
SETVICE |."‘t []Z'H.'- !._" |.|.|.. l' ‘F”. 1!" ISE OCCASLONS 1.\']:”."1
| '.I- 1I|||.'l'l\.'!"|' I.'I’. r}'lll'\: T( "Il.! _|I|- |1_-:\'.“‘\- d SINNET Irmed il."l.'l!'l'
.1|'\|:' ' l'ui‘ 1'|'|.;11.'d
aid in his work. Some refer to the mortals they punish

as their students, flock, or parish.

Man

.rni"-r.l(r ]‘1-."r S0 T]"|;'1I! ~|'|r.' Can

adherents of this road take their work a little

= e tp T
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if necessary, and prescribe penance. Some seek to further  sufficiency, judgment, and ability in a series of tests devised
advise those who have repented, believing thar repentance by their mentors as they are instructed in the road’s tenets.
is not enough — without a further push onto the right path,  When these tasks are deemed sarisfactorily complered and
the mortal will simply fall intoold ways of sinning. A veryfew  the childe has undergone her first moment of truth, she may
killmortals who have rcpvnrnl, |‘1‘|1L'\'1l‘|}: itbest tosend their be initiated in a ceremony much like a ]n-r\'-.-rlrd version of
\1||‘_1-.-|.[.~' souls to Heaven before Il‘lt'\' have the chance a |\.L|1H.~[|l.

to fall from grace again

The behavior of Cainites only matters to these
vampires when those Cainites debase morrals.
Adherents of this road kill the Followers of Set
whenever they can; they have no rolerance for
those who tempt mortals in pursuit of worldly
gain. -rht' I‘u‘lnll] are a ‘J.lﬁl'l.l.l\ I.i]“'.'Tl.*n' i'lrﬂl:"l.(ﬂ“.
The Baali corrupt mortals not to their own ends,
but in the service of their dark masters. Follow-
ers of the Road of Night prefer to work directly
against those dark powers rather than their
]".“I\l"“l servants.

The Black Angels, the angellis ater, adopted
the new road wholeheartedly and have become its
most vocal supporters. Some of the more religious
followers of this road worry that the Black Angels
revel too much in their state of damnation, and that
they might eventually pervert the road’s purpose. The
Angels organize themselves in covens of five to 13
members, and have begun to create their own rituals
for the road that involve blood sacrifices, baths of
blox rd. and other foul practices. Many followers of
the Road of Heaven decry the Angels as heretics
.ilht l‘f.ln}"]\t‘l]k‘i'\. ﬂi!.' Anug‘lh }‘g‘]il.‘\'c Lh;{t [l],l._'
shadows brought forth by Obtenebration are
black shades from Hell.

Organization: Teachers on the Road of Night
usually led mortal lives as priests or other religious
h}_'llri.‘h. i“'ll.l 1!!1"‘.' Maintanmm an air I'li \F"'Irtfll.'ll .Hlli'l.\ ity
even in their unlives. They believe thar they are
damned, however, and revel in this state, so their

T(‘]'I;_"IHII\ Ceéremaonies r'II'l\|.wl'['I!1In‘-l‘l;'l".'t‘.lr.ern.'L'.!ti'l_'HL

and often \lilll_L:L'TLPll.\ |.'-.|_:_';|.'. l':IT;I;:LI[lh are calle
Angels, and initiates are acolytes. Many adherents of
this road refer to each other as brother and sister. The
EUH..I i“ Ilt(‘r.irL.jllLJl. “.'l[h [l'llb'\l.' ]‘\.'IU“' !":\E"l'l. 'L'\.I o 1‘1'\‘.'
to those above, often calling them “Father” and
“Mother."

Aura: Guilt and remorse. Adherents of the
Road of Night give off a faint air of the very
emotions they evoke in the mortals they punish.
The aura modifier applies to any attempts to elicit
dirty secrets from others, or to inspire remorse in a

SINNCrT.

Virtues: Conviction, Self-Control
I:'i.‘lhh: ‘L._}'lll.'(.' 2 | lL‘\'l VATALIONS exist

on the theme of this road, bur most are
small and have only a few followers. One
of the most notorious, I]]lrll:_[]'n also one of
the smallest, is the Path of Heavenly
Abode. The followers of this path be-
lieve thar in order to truly save a soul,
Sobriquet: Redeemers, Confessors

Ethics of Night:

* All Cainites are damned.

[i'lL' 1|h|l1.l| I‘lh,.l‘.\' must |'l.‘ nll.'\lrnl'!.'l,'d as
SO0 as Tht‘ ‘\I.‘ll! ]I.i\ ll.lll['ld rL'LiL"l'llE‘[ 100,
in order to prevent further sinning.

Roleplaying Tips: God has
damned you, but He has not aban-
doned you. Rather, He has given
you a greater role to play in the war
between Heaven and Hell. You
relish that role, delighring in your
ability to frighten mortals into
repenting. You show them what
true damnation is, forcing con-
fession from them and turning
them back toward redemption.
Wit |'1|lll.[ Yioul, Sin would soon

s the price we pay for

others' salvation.

* Only pain and suttering ]*rm;_- about
rue repentance.

® Without repentance there can be
no redemption.

* Do notsuffer the corruption of
mortals— stamp the corruption out
At s source.

Initiation: Many followers of
l|1l- T '\.h] are L,']'Il'l‘vl‘,"[] I"\,' |ht'!f sires
even before they are Embraced,
from among those sinners be-
lieved to be irredeemable.
Initiates are expected to
“help” mortals only under
the guidance of their
mentors until they

‘\‘p'.'.i“L!‘.'.' 1 h{' W u‘TId.

have become true
adherentsof the
l‘l.'l:1-.+. T]'IL'\' are
also u.\:[‘l.'ctud
to prove their self-
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HIERARCHY OF SINSAGAINSTNIGHT

Minimum Wrong

nng

nuch time on the affairs of Cainires.

Attempting to "save” a Cainite.

u-|'—1r'|__r|'.. super ty of a Caini or than
= on the Road of .‘\I.'_'l'l| orother mem
1sinmer for any resson other than self-defense.
sinner by means that do not
involve perin and suffer ng.
Allowing the corniption of mortals.,
Embracing a sinner who is still cap

rerm Mpion

L ‘.LII'-IH'_' T |"!I'!I1'_‘_I!IL'_' .I|"1III| [|11'1 L II"IIlj‘IIlllll o 21 mior

ROAD OF PARADOX

Rationale
1o not a
You are dan
Nomaortal

tor unburden |
Vampires are ent
on them

WVOLUT Thme

All vampires are cqual under God.

VORI '.l iy

ITUE TeTmorse.
Hell must have no dominion over the mortal soul.

Only the irredeemable may be Embraced — all

Ll Aare |'II'TL' Ty Sav i | mnnn |]l\. .

VIA PARADOXI

Contradictory tales abound abour the

purpose of the Road of Paradox. Some of
these stem from one of the road's own
precepts: to keep one's true intentions hid-
den from others, the better to act with
1[‘,'(’le|‘”]. E’L]Hl\\\'t'r\ of lhf‘\ | (& F lL[ |‘L'IlL'\'L: I]l;”
if others knew what they were up to, they
wouldn’r be able ro do their job.

Those who follow the Road of Paradox
believe that all mortals have a certain pur-
pose for being (some call this their svadharma)
When a human is Embraced, he is removed
from the cycle of life and death and thus also re-
moved from his destiny. If he does not find his new
F"UT]‘L‘.‘H.', I'I.i.. “.'I]l ‘\l.”'l]"'."" l"’.'LI.'llnL' H U:‘L'i':.‘h." d[.l][l an 1[11.,.'
maya, the illusory fabric of the universe.

Adherents of the Road of Paradox see it as their dury
to return Cainites and wandering mortals to their pur-
["l?‘-i."‘- .I-llll"_t iil’ not \llt’“ [l]L' way, I"l.!l r.lrhl'!' test, I‘Tl"Li.
nudge, and otherwise propel the subject toward his own
rL".EII:.“ 1OMNS. .]-ht"':.' t‘l.'lll"\'t' I |"I.l[ anyonec "p‘u'lll.L iIsawareoft hl'
road's purpose cannort be gently led to his own under-
\t.ll'hl]'[“_: |.11 l]'l\ Jl.'.\[l[l‘_", .”1;,] S50} 'I]L‘\_.' L'lllE‘Il“r' l[lL’kUT\',
illusion and deceit to hide their goal from others. Many of
them also employ such means in their “lessons.”

-I-hl'\l' ! :i!ll.'l"l."‘ |1.|.\'1.' d |L"l"l|fi‘“l511 tor ]H.I”]ﬂ;_' '.".l'll'r
vampires that is only partially deserved. Occasionally, if
a Cainite is particularly obstinate abour refusing to ac-
knowledge his purpose, or repeatedly prevents others
from attempting to fulfill their own destinies, he may be
deemed too much of a burden on the maya. When this
h.lE‘PL'I!h, dll _l\iht‘]l'l'll |‘1 [Ilt' [1\| ’.lLl L ?’ [‘.1r.||.]| W l]l execute

the offending Cainite, if she can do so with-
out undermining her own destiny.
Followers of the Road of Paradox make
up asmall and fanatical sect even among the
Ravnos who originated it. Because they be-
lieve that Embracing a person removes him
from the cycle and from his destiny, they
only Embrace after much careful consider-

ation and when they believe it necessary.
Tl'Tl."\' Hl'\l.‘ Ell'l“rult e sl l']L'[]'\_f “'![El”ﬁ [I\L"ll' OwWn
family line.
The road has strict rules against killing
humans; followers consider it a grave sin to murder
someone who might not yet have fulfilled the purpose of
his existence. While adherents of this road believe it
wrong to kill a vampire who has not yet found or fulfilled
his purpose, slaying a vampire is not as great a sin as killing
a mortal, since the vampire technically is no longer part
of lh".' ‘.“,'tlll' ot ']:IL' UnNiIverse. :':U”H.' tew i-h”ﬂ.‘l'L‘l".\ |.|i IIU‘\
road use its precepts as an excuse to kill or harass vampires
and humans, and they ger away with it more often than
not. Unlike adherents of the Road of Blood, members of
the Road of Paradox prefer not to interfere with each
other.

Mosr followers of the Road of Paradox believe their
destiny lies in showing others their own ultimate pur-
poses, and they will do whatever they can to further that
aim. Some lie, chear and steal to finance their important
L'“\il.'.l.'\.'ﬂf“. L“"}\t'r'ﬁ titﬁ Tht‘ t"'!.':\r rh("..' can o ".\'l.'ll'k “'"ilih
honest means. The Deceivers are highly individualistic, a
characteristic reflected in the wide array of means they
employ to reach the same end.
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Sobriquet: Deceivers
Ethics of Paradox:

* Guide others to their purpose for being.

* Cainites and mortals must come to their own realization of their destiny.

* Execute only those who absolutely refuse to accept their purpose, or repeatedly

prevent others from following their destinies.

* You may not kill those who have not yer fulfilled their purpose, unless they refuse

o dn 50,

® Keep your secret face hidden from those around you; only by doing so may you

act with freedom.

Initiation: Cainires on this road are exhorted to Embrace only with consideration

and from their own family line. They may only Embrace mortals who have fulfilled
_ their destinies. They also only Embrace when they need more help — when they
\  feel their own existences coming ro an end, or when the amount of work to do is
I urgent and overwhelming.
Initiates are usually taught by example, brought along without explanation
on T.ht:]l' [‘“l:!lli'lrf\l L'xl‘]i]”.‘l s |]L'II"L'I"\ '.'l'[l\l I.Fl‘fﬂ.!r\'l,'rh. :‘;-u\_}] L'?i]‘lll]t.\ Aare L".ll't'l-lll]\_'
designed to incorporate lessons for the childe as well as the primary subject,
This lesson-by-example usually leads the initiate to her own moment of truth,
in which she realizes thar her personal destiny is also to lead people to their
purposes.
Organization: The Road of Paradox is extremely disorganized. Knowl-
L‘Llj_'i.‘ and III'I|.iL':I'.'-I.{I‘lLEII'!;.,' 15 I:I:-ﬂl.L”!' F"i!'\.‘l'd I'n M sire toC h']ll.l.‘. f':ﬂmr .u”n-n-nl-‘
become known as teachers for their particular understanding of their work or
their supreme ability to carry out their tasks, but such status rests on rumor and
reputation rather than appointed position. Paragons of the Road of Paradox
not t‘l‘]‘..' I‘U.\h |hL‘ir .‘illl‘]l.‘t'l.'\ ll."l\'HT\..I l.hl.'lr rlt'T.\l"“.iI \!h'.‘['l['llh'.\. i‘l]l !hk"" \E\l 1t l\.'lfh
flair and style, in a way that makes for good stories. When members of this road
get togerher, celebration and rales are sure to follow — most Deceivers value
those rare occasions when they are allowed ro be themselves.

Aura: Confidence. The Deceivers believe that they are in the exact place
and rime they are meant to be, doing what they are meant to do, and it shows.
The aura modifier applies to attempts to manipulate or lead others

Virtues: Conviction, Self-Control

Paths: The Eastern Road of Paradox is far more religious than the Western

road. Like its Western counterpart, it espouses a tradition of enlightenment
rhrnu}.’,h -.Id:ct'ptil!n. But where the Western road sees Cainites as redeemable, the
Eastern road believes thar once they understand the truth of what they are, they
must be destroyed.

Roleplaying Tips: You do the work of the universe, bringing people to self-
awareness. You return people to their purposes, orchestrating circumstances to
teach them what they need ro know. You go where you want and do what you want,
plotting and scheming and crafting each lesson with more skill than the last. You
are an artisan, and you practice your art on the world around you.
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HIERARCHY OF SINS AGAINST PARADOX

Minimum Wrongdoing

\.I.l'. W resimchve s L.I| convenoons o go III'|\|1.I||1 T '.|..

Failing to execute a Cainite who stubbornly refuses
Ty l|~.|!| ML |\'I.1'_:" |]|\ .|L"¥| mny

Embracing owside the family line.

Allowing vour subjects to understand what you're

doing to them

Failing o execute a Cainite who repeatedly stops humans

from wa Irkll'l\_' T ﬂ\'.”'\.] l|:1-.'||' ers '1].1' clestinies,

Rationale

Such structures previent 'i‘ll from secking out their
-.|l._"1I1III. 5

Vampires who cannot adapt ro their new purposes
IS et ]'L' Ii.|- |'I.\I.'\] [§) ] Hien on I|k' (s |I.'

Only your own flesh and blood can entirely compre-
hend your place in the universe

They cannot come to therr own realization in their
own time if they understand what ishappening to them

Vampires must npt deliberately pollute the oycle.

Allowing those who are not on the road to see your true self.  Only from the shadows may VO EXETCISC YOUT Purpose

Destroving a fellow adherent of the Road of Paradox

!\lll”IH'_' A i1|I[IE.TI‘: \\.'h\ } h s Tl FIII11|I|. '1| |:1L'\ Purnposc ot

JANY e |'I'.I-‘||'|\.I ]l'l-lll SUPVIVE |

]'.III-L TACINE I!l.'l.'l.:lll"‘}'-. ot of pers 1-|| lql"'|-|1'-.

1
OF wWithout '.|II\ CONSICCTAtI.

Acknowledging any other a8 your superior

ROAD OF ThE 3€RPENT

A SERPENTIS

The Road of the Serpent is a religion
in r]il' i"l_ll'l"\[ sense of [lll' Wi lrl.l, not "-'||l'JE"I'_A'
a !'ltilll |.\lli"l'h"|' Or a way ol '|]T1l]|LZ. ._\.-.IE'I.L'I"
ents of this road worship the great god
."‘Il'[,]‘f.i‘.,'”'ll',_" Lo I’l"'ll, venerating Il”'ﬂ T}'l'.."\'
uphold his values, seek converts in his
namc, .|'|'I'.1 TI.'|_'.|:'I[ AFAINST h]"- enemies.

Often called Tempters, followers of
the Serpent Road believe that the E
Lan >-.!"t.-!‘\|.r|1\|1.|'\ '~'.I-I']‘.'.I|"1|'~=:u.l|'|l'~ P
.in-.l ‘li.ﬂ |I'|L' !1].|1'.!'r!1'.|' Oof 50 |.|] structures
only further Osiris’ ends. They seek o
all people from Osiris' chains, allo
to rule rthemselves as should rightfully be. T

ng 1 IIL'!H

|"\"||s,".'u.' IN NO INterest save ‘-I.'“"I['Ifl"l't“-l. The ﬂll]'-.' “true”
emotions in the lexicon of the Tempters are self-serving
ones, In their ideal world, each person would look our for
hll'l'l‘-L' ' T lrII.L'l [Il.!i'l "|]L't|l|._' ]ll‘- 1‘1'i_|l]IL'IlZ‘ acrhi

» that most religions merely
WErs, [‘.|T|'|L ||.|.||'I"_n |I'Il""-1.' [Il.“

\ITII.I|',' r'.‘L'.IL[;m |11-.1r.1|:|1~,'. [he feudal system itself k
people fr realizing their potential, from thriving on
f the Road of the ! erpent
1 |.|'|I."|'||.'\|."!"l es, |'|\'|I\IE .|1'|'.|

E]lr.'n g ¥T. ]'-n”nu. [
|-"t'|1="-'L' rh.nt r!‘n'-Tf.l'- '-k'u I]-.| e
dying on their own abilities. They should owe no alle-

- " - e .y T
_— ‘_-"'\Q,L._*..._.._._.__'._-‘..\\ L B

You are not your brother's keeper, and cannor rell him
I['I.".\' [0 STy Ot ]ll“ L{ll‘r”]l'.-

’ 1 1
You may not interfere in the desting of mortals

i;l.'|||\- WITEE SOIMRONC ||'\1||| 'l]'lf T ]t 15 7 @rav'e acion,
Tl Ly |'\.‘ LI |'L I'..ll\'\.'ll ||:_:|'I| |l. 0T oo '.]lL' WTINIE METsOs.
The will of a master interferes with the carmying out of
your destiny.

giance to king, pope, or Cainite prince, nor
should 1Eu_‘\_, be rescued when they fail to
care tor rilt'lﬂ‘-L'.l'\'l“*.

The exceptions to this rule are those
Institutions [II:-H iiL'.I imnt |"I|.‘ \FWL‘.lLl L -‘i. unrest
wy of the
TL"I]I["UT‘\ wlil‘l‘l ‘T[I.'l] fll{' PH'PI]'I.I[I 1_:I'I'|r'lﬂ‘ tor

and corruption. For instance, 1

a time. Some deliberately attempt to cor-
“]E‘l i“"“‘l”h"“'\ [.1|h1.'l' l}'lull"l '||T'|I._|t'"'|||“||"|‘_:
them, reasoning thar a corrupt institution
can spread dissent faster than any individual
Orthers
using [IIL' T 'II:\ afk .1‘-||."|"-, '”!Il] ||1-|.[ any :lflt'[HI‘l (8]

elieve that such actions amount to

wield the enemy's creations against him will merely
}"I-'IIII_"E,' [il{' 7 ,'l'll'l"[L'f_‘-I DWT ul_l.il.‘-.
Adherents of the
individuals

Ik H\'IL‘

»ad of the Serpent believe that
in be freed only through exploring and
ng l]'l'..'lT OWTI ';II."‘!TI."-. |]:I-.i||||_'L'|'ik e .]]"Il.] ||.|."| anre
natural; it is not merely acceptable, but desirable to acrin
one's own interest rather than society's. Pleasure is m
to be taken, not avoided. The flesh i
.IF"E"L"H"{'-L;. not Lll.'“lt'll.
for freedom, and “evi

meant to

”'H]"|]|.:']1 1= "-|.|'|'|'|" b .|]'Il'|[||L‘T \.\.'I."f\.l
a tool, not an end. Virtue and
r'l:l-.h]ll!-l];ll Views I.‘1 1|l-'1|.|||l'-. anre l1|"1l'|“.]',-_' }"l“ !_.El.l'l'l'l‘-.

\\'l]l'ln:_[ \I]|‘|lELf.HI.| M Lo an .!i"IJ'\!‘._'I_ master.
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Sobriquet:
Tempters
Ethics of the
Serpent: .
* Worship Ser Y
and uphold his memory
'“'i.tl'l reverence, 1'-1.“' LoD
many people have forgotten him and

llln great cause.

* Undermine the rule of law, by which Osiris has I
abused his power. - 2 A

® Help others to realize their desires, for only desire rd ’ J
can set them free. | f

* Amass personal wealth and influence, for these are | . :
the tools of strength and seduction. J \

* Embrace only those who are worthy to serve Set, for f |

I.“I\L'r“"ih'l.' oL I.lth:!."\l.,’ hl\ m[‘mﬂr\l'.

Initiation: The initiation of a new follower onto the
Road of the Serpent is an act of devotion that can take years,
cven \lk‘\.'-lxlh‘h. Incump[ctc. Most initiates start out as .\lﬂ\u:x,‘lh of
a Temprer's seduction; in many cases, the Tempter already has
some idea thar this subject might be different from the rest. If the subject falls to her own
depravity but goes no further, then she is simply a beautiful offering ro Set, and no more. If she
goes beyond that, if she begins to understand that there is purpose and meaning to her indulgences,
if she seeks to bring others ro this understanding, then the adherent knows he has chosen well. If
she can be further turned to worship Set, then the Cainite Embraces her. Because of rhis long and
protracted process of choice and elimination, anyone who is Embraced by an adherent of the Road of the
Serpent has also been initiated onto the road — the two processes are considered one.

Organization: The Road of the Serpent receives its guidance from a handful of elders called Hierophants, who
claim to pass on Set's edicts to his followers and expect to be obeyed by all Tempters. Signs of political squabbling and
disagreements between the Hierophants, however, have led some younger followers to view these elders' pronounce-
ments with doubt. Cainites on the Road of the Serpent are expected to serve the needs of their sires without fail, and
to keep the memory of their sires alive should they be destroyed. Aside from these minimal obligations, Tempters are
expected to serve their own needs and the agenda of the god Ser.
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devotion. The Tempters do everything with
|. The aura

modifier aids in arrempts to win converts to their religion

Aura:
an eye to how they might best serve their

;"'Iu_l 1IN rolls o resist ["1"".\1'1—'\' i".l‘L'll on i ]Il'l— '.l”ll‘-.

Virtues: Conviction, Instinct

Paths: The debased Path of Typhon began to preach
evil and corruption as their own ends rather than as tools
r'-.-rirr.-u_lu.nu [ uc |-.:|'\' L |:'|1._' i.l” of Constantine |]"tl.'. one of 'I|'|t.‘
centers of 1||!'- |'||.'IL"-". ' ]1.l~ great I'.' IL'|.|.LI\ L'Li 1k'|.l.' !!'H:Illk‘x'l’*- 0 11.
those who believe such things. The slowly growing Path
of Hll]" VETSION i'll.-‘l'.i'- L |:'I.I| 'u\T'IIY Th.n "ll.lL:!'l. l}‘t' COrTupLIon ot
large-scale institutions can enough people be freed. This

HIERARCHY OF SIN

Minimum Wrongdoing

Failing to indulge your urges when they

do not interfere with your work.,

Indulging your desires when they interfere
W ;I|'| VOur |,|c\'| 10N o .“"L'I.

Failing 1o collecr wealth and influence.
Failing to spread Set's rruth among mortals
|".!IEIH'_: o encourage mortals to seek their
|“.'L'\.1|"||I I“'”l 1-‘"V”'i"‘

.'\I'll.\”]_‘_: | !]hl“l

.l".'l.l["l‘”” ing |]1L' "lll' ol |.|'\'~' In any way.
Purring any other vampire under the blood oath
!':ll'lll"l.ll g one W |1I.' \IIIL"! ol \ll.l[‘\l'll.l' o

i".'ll‘ll]l."__" Lo II[‘|'|1'|\| \‘-\'1\“ IMETmory Ill\i \\l'l‘-lll|' |IIIII

"—‘“\\,\...__L_..__v_-_\ ‘-..:-‘:'-L_.-.._._,,,,_..w .
« CHAPTER TWCQ) - . 0

is largely believed to be a delusion bordering on heresy,
however,

Roleplaying Tips: Every .
ing to Set; every word you speak is a prayer. You will not

stion you take is an offer-

rest until you have freed each
trom Osir
what's wrong with rthat?

L] every E'!l'T\'lI]"[ VOou Can

' chains. If you enjoy yourself in the process,
Power and money help you
achieve your aims. If you do not experience pleasure, you

cannot understand it enough to seduce others. You're
careful not to allow the medium to o
sage, however;

whelm the mes-
ILl["H_L' .ll'n.! .‘ll']r':ll\.'.lrl‘['l!_"\'\ ]I:I\'L‘ .1[‘.\.'.I'¥'\
been your warchwords.

SAGAINSTTHESERPENT

Rationale

You must understand desire in order to teach it
Desires are a means 1o an end, not an end in
Ifu'll|u'|\ 0s.

Every artisan must acquire the rools of his vocation.
If his name is forgotten, he will cease ro exist
Your work is more important than anything except
VOUIT u-ua]n}' of >et.

Your priests are disciples of and gifts from Set.
Oksiris is the enemy of Set, and you musr take no
action thart aids him.

| sing |lll' essence of ..';l'l T |‘F'Ih| |||.|I||\'r vampire
voes against the very freedom he champions
'."Il.]\ l||-:' L:|L'-t'1\ IME may .]1".111\ ol |Ill' ry l"l'l'{'!\\'l'l'll
life and deach

\\,\l. |]Lf\\'|" ]l"llnL s I|!|||I '\.\”h'\-ll” VOLIT @ ]L viollon
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hAPCERChREE:

DISCIPLIRES

“O! Itis excellent to have a (gim'lt's strcngth. butitistyran-
nous to use it like agiant."
— William Shakespeare, Measure for Measure

The following Disciplines are proprietary to the bloadlines included in
the Storytellers Companion. These Disciplines are closely puarded, even more
than the signature gifts of the Lasombra and Ravnos. This is primarily a
funcrion of the bloodlines' small numbers: only a few Lhiannan exist in the
“'l]{)]L‘ ol El]l’: pe, lor instance, H“d ll'H_"'I.' dare th'" L'I[ll'fUlH."_\ “'I 10 CHEn lL"cll'!'Llﬂl' [{,":I\_'h
Ogham. Therefore, very few Cainites know Ogham. Very few Cainites even
know these Disciplines exist, which complicates things further. Starting
characters who are not members of the bloodlines in this book should not begin
the game with levels in any of the Disciplines listed here, including the
normally flexible Caiiff.

Unlike the Disciplines practiced by the 13 clans, few of the bloodlines'
hl.\q.'lpilm-.\ reflect the Curse of Caine on the Antediluvians, or that of God on
Caine. With rwo exceptic s ( Valeren and Daimoinon ), these l’JJ.t,fipluu'\wvu'
Ltt.‘l'(."'.l. |]‘¢.'LI 1‘\' .\rit.'d'l.ll-"t"!ili'l.\ Cenmunes or [I.'I]Ht"l"lnld ill‘[fr lhf L iT’.‘.‘iI[ Fl‘.\l\j. '.l[l\.i
consequently are specialized. Overuse of any Discipline power can prove
llk'hll.l'll-'l['l'l:l[]]_: toal .".lmlt-:. l\ul Illl.\ dl".l“-":":ll.'k 1sa HL“IIEF.]I [I'I.'.!I.'lj.‘H: I':“ih.'f []'I'.'I.I'I
having specific effects as described in the various Discipline write-ups in Dark
Ages: Vampire.
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proprietany Abombwe ar

that min iford e

With thar mmi optional raleonpy
 for 1 IMInoT

N |r||| ik ]|'|.I| |'| L] L " |'| I|'|-]l ||'|I.' L I-.]-.' |

Vampire | comimende
mway from
xample,

[rem

Abombive

Qarakh watched the dusky creature wanly as they civeled one
another. Scent told him that this being was dead, a walking corpse like
himself, but it showed neme of the usual signs, no hint of blood-frenzy as they
sized each other wp. Qarakh bered his teeth and growded, oryimg to provoke
theman's Beastinto apredictable reactiom, butitwas nouse. Qarakhwould
have to fight the man if he wanted to leam who dominated whom

Abombwe is the proprietary Discipline of the Laibon vam-
pires of the lands south of Egypt. The Laibon, like many of the
inhabitants of the dark lands beyond Constantinople, do not

obey the teachings of Christ, nor do they réspecr the dictates of

Mother Church. They have no concept of sin or redemption and
are therefore savages — or so goes European Cainites’ under-
5[il]]d|[l" of LhL‘lll.

European Cainites oversimplify Laibon beliefs, of cour
but one thing is certain: the Laibon spend their nights far closer
o Ll‘u. T Elta.bl.:- T.il...i.[lnth rvampires ever di?. I 111.\ LIl MNOL see Tllr:r
identities as fundamentally separate from the Beast; they em-
brace their own violent natures when the time is right for
+-‘\F.T.\.41m(' ]'\luhi.\lhcxi, :md hlll"[[ll‘[j,’t' it when |l]t“,‘ need rational-
Icy. T]Rf L:ill\llll .'lL'\'L']‘.[ [hl' H{':I.‘vl A5 I":IT' of [h{"l'l]?\'{']‘\'l;‘:{, T:Ith,(_‘l,'
than as a foul influence to be fought.

As a result, the Laibon are far better acquainted with the
vagaries of the Beast than are European vampires. They use this
intimate knowledge toaffect their own dual natures as well asthe
Beasts of other Cainites. Rumors abound thar the ancient
progenitors of the modem Laibon taught this ability to the
vampires of Cathay (see World of Darkness: Blood and Silk),
but such stories remain .Linwn_.'pll.L]. The Laibon have a difficult
time teaching Abombwe to European vampires, as few Europe-
ansaccept their Beasts to the degree necessary to fully comprehend
this Discipline, Followers of the Road of the Beast seem to have
an easier time learning Abombwe than other Cainires.

e Predator's Communion

TheLaibon's Beast isa partof his nightly existence; in many
ways it is the most vital force in his unlife. [t does not merely lurk

n I'Llﬁ CONSCIOUSNEsS: IE 1S lht" |".!:1'l|._'. :'Il':L'I‘I\:IlI.‘iTIl' .1I1L{ rt'l':ll '|".I'I'|' |'l|.

hl:- AWAreness. {:HI}MH]II&'!]I!'\'. |h{.‘ I..III‘\FH 15 LLL‘!'[]]Y dwEre l'll.

creatures ‘.I.'I'lll Wi lI'L.' at su PPressing or mastenng a \il'\.' |1.[|'.'I.i nature

— those whose Beasts are separate entities. Such beings create
asort of background noise in the night air. This noise disturbs the
l‘illll[!t‘l’t] I_il'll\L'II'i, '\Vh{" can um hl.‘\ 1‘i'ril] nanuire |l'l“".1['|.i 1.|I]LI|I]L'
them. Laibon traveling through unfamiliar territory use this
i'lhl]'llYl-rL'L]llL'I'I.Tll‘r': ir ]“'iphlllt'll\ AV ll\j Lllli'lli.'.l'\.ll.l[ L'HI'I"“ mearons
and find the local blood-drinkers.

System: The player spends two blood points (one for non-
Laibon) and rolls Perception + Survival (difficulty 6). Upon
success, for the remainder of the scene, the character can detect
other Beasts within sensing distance (generally, those within
l"_\'t’}-i[[i]l, l"‘l“ |hl1hL‘ \.|.'ll|'l Z\T!llllﬂ sCents or \\'IHU i'lll'.'c'l in t[l'[):‘,:
should also be obvious to the Laibon). Beasts are not restricted
to Cainites; Lupines, ghosts, sufficiently feral fairies, and even
s0me ]"'rl:l'“fll'._“'.‘.-' E‘('.\T'I.il I.'l'II.'lTTi!L\ I“Ij.:l'l" Come o rl'!l.‘ L:"}"' ||'|‘.‘\
attention.

If the player rolls three or more successes, the character can
detect relative strengths of nearby Beasts. If nothing else, the
Hrl'ln'rl‘”l'f hl'lL“]il.i rl‘” |i'|l‘ P]il\_'t‘l’ 'Wh{“TI'I.(‘T a
.\!lllll_ﬂl‘f [ll;ll'l ]Il'l Lil.i[.lLll'[l\ lJll\\'L’[ |'1\ll.|1J ]';I|||]L:I|, [Hll'_:Jl[\' ds

given Beast is
strong, or weaker (higher Road rating)

e e Taming the Beast

As the Laibon's spirit is a mix of rationality and Beast, he can
!.‘J.‘!I'.\' l:li‘ It |'|.i.:\ F"h'.\'."ll_':ll urges, '.Il'I.L! tum 1.h'.‘ power ol hl.\ OWTY
frenzy into a tool. The feral parts of his personality can give him
d 1111T.‘\: 111. :h[lL‘Il:llll]L‘, I.]II'PFI WIing ]'ll.\ ]1l'l‘!'.\ll .li I‘Tl eSS I a Illlﬂ]l'ﬂ'f
llf Ways. Hl YWEVET, |"\' !\lli"III.L'T}_'l'I'I.u |'l!.\ ral 5!1:!] nature, TI'II'.' l-:“ll‘tlT'l.
runs the risk of entering into a full-blown frenzy.

S‘_,'!!t{'m: ﬂu' L'h.iT.l\'Et'r st H[‘L"Ih] d !ll” um concentrat-
Ing. -rhl‘l'l TI'I.L' E‘l'.'l':.'l.'l.' |.'\|".'\ I.‘|1|'|L"|' ‘gt'“"l. :HE'I“'H' ar [I'I.‘\“I'!l'l [:Lﬁ
appropriate ) against a difficulty of 5. For every success, the player
receives a bonus die that can be spent on any physical action for
1|1l.' I.'L'IH'.lI[J\lL'[ of [ht‘ sCene. .].lll.'.\l‘ l‘lﬂ\ll!ﬁ \]lL'L' dre gone once
.‘\[\('Dr. Fnrt‘:{;nnph', it rhvpl;n'q‘r '.H.'!'l 12ves th rec SUCCESSES, \'hl‘\".!ﬂ
.'I\JJ one JIL‘ o L‘EIL'I'I. of ‘.I'I.TL‘L‘ .‘FL"MI.I.[[L‘ ACtons, or two lJI.L'!: Lo one
and one to another, or three dice to a single action. These dice

.|n‘.1|1r|inljl]l|i\'ix11|;|[l1,' todice of characterswho

choose to take multiple actions in a turn. First subtract the usual
penalty for multiple acrions, and then add bonus dice to indi-
vidual actions.

A characrer awakening his feral nature risks frenzy. The player
must immediately roll to resist frenzy (difficulty 6). The bonus dice
remain available, even if the characrer flies into frenzy.

e oo 2Whistling Up the Beast

The Laibon can sense the dissonance in creatures with

P!L‘.hh H..‘.llll.llt.'.\ .l[‘ul u[l‘u.‘l."», as I.IL"‘L'T[!"!.'IJ .I|1|1\'r IlII'IL]L'l
pi{'di“l'lrl.‘\ { jH'I'I]!IIlI'II]l'I[]T'. Hl_‘- _\5'[1]!‘}“[1}' tor 1]I;Ir Ll!\IH'\" l'lf a
‘.:H'I]'II!L‘I.‘- :-i‘"]l '.I]lt WS "I.II['I. Lo ["ll“ -“I'I.L‘T.\l PLL‘iE.\[.\ Lor h'l.\ owWn
feral aspect) to the forefront.

S!,'.'-tl:m: ThL‘ L'l'l;l]';l'{_'lt'l' must \\'h'l."[Lﬁ_', SiNg, O murmnur tora
full rum. The player must then roll Manipulation + Expression
(difficuley 7). The targer resists this roll with a Courage roll
(difficuley 7). If the targer wins or ties, she merely becomes
uneasy for the scene, and suffers a one-die ;‘L’I'I.‘.ilﬂ_.‘ to all actions

against the Laibon; herdifficulties toavoid frenzy and Rétschreck



‘.h{\

.||u-\il.'n. rease ;"\ one tor 1]1\.' sCene lr Ihc rarget 1.Il].‘~. \I'I.L' IMust
immediarely retreat from the characrer — this is not Ristschreck,
bt r.H||-;-r A wary retreat !II [Or sOmMe réason Tilr rarger Cannot
leave the character’s presence, she enters Rotschreck.

Ifthe character uses this power on himself, noroll isneeded;
|!'I|.‘ II!llI:'lL'\iI.IH']\. enters frenzy, ',:.I!I['IIHL'.I” rln- |'1L'I|1.'!1!~ II'It'rt'l it see
Dark Ages: Vampire, page 264)

eeee Beast-Channel

Just as Taming the Beast (see above) allows a Laibon o
direct a small amount of the Beast's power to fuel his actions
generally, this power lets him channel that feral energy into
different parts of his body, greatly increasing his ability to
perform certain specific tasks. The Laibon candecide into
which part of the body he wishes to focus his bestial
nature when he activates it.

S}'.\lL‘ITl: T|:1L'|"LI'\.'L'[ HI‘L‘IILI:\I[H'.‘L‘ |."]'.\I ld].‘-'.‘ll'll.‘-

{two for non-Laibon ) and decides on which part =

of the character’s body to focus the Beast, That oD
area becomes encrusted with black, hardened ot

Vitae, ;m.| Zains the appropriate |:‘L't‘|1.'!IT\. listed [ B
below. All of the following effects last for a scene .

unlessotherwise noted. Rumors persist thar elders of the
Laibon bloodline know even more wicked and devastat-
INg uses for this power

Hands: Punching damage becomes aggravated.

Body: The character's Physical Atcributes each increase by
L tor one scene

Tl:n].‘ll: ] hL' \i'l.”.lﬂ.‘L'f may roar. .'k” [I'll.l!il' t'll.".“l"'\' must
succeed at Courage rolls (difficulty 9 for mortals, 8 for supernatu-
ral beings), Mortals who fail must flee; supermnatural beings
become weakened, and their dice rolls are halved

}'Il.’L'l' l\;l\.a\”]‘_' xl.ll[l..l'-_’L' |‘L'Ll"]]]L'E| _lﬁ!;f.l\'il[L'd f,\lj\{l“{‘ll'
.|]|‘,', I‘|'|=' l'l\.ET.lt'(l'f may st ll'l'l'l‘ \\"”I‘l extreme K irce, \'_"ll]\i"'lj_[ da
violent shockwave thar causes everyone within 100 feet of
him to make a successful Dexterity + Athlerics roll (difficulty
7) or fall to the ground. The tremors continue for as long as

he continues to stomp

seeee Tahingthe Skin

[he Laibon with this ability can take the torm of almost any
other creature, so long as he taines his own nature with that
creature's l'\:'.lkr Unfe \1[||r|:|lc-t\ tor l]‘u- Cargetr creature, r|1:- |lll|\j
way for the Laibon ro dosuch athing is to kill the rarger and douse
himself in its blood. Once thart is accomplished, the character
Can sense I.'|1r true nature of T!h' :.|T'_:~'P'= PI'I".'\I\'.I' “-11\.'" .l1'|.\] f;'lfl't'
his own flesh to twist, strerch, and compress to match it.

System: The character may take the form of whatever
creature he kills, so long as a few conditions are met. First, he
musst kill the creature himself —he can have assistance, but must
personally deal the killing blow. Second, the crearure must be a
predator — no Cainite can adopt the form of a grass-munching
prey animal. Third, the ereature must have at least one blood
point's worth of vitae left in it upon its death — this means that
neither very small predators such as bats nor blood-drained
s or vampires can be targets of Taking the Skin. Finally,

morta
the Laibon must drench himself in the creature’s remaining
blood (which must be fresh).

.
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This form change lasts for as long as the character wishes to
remain transformed. He takes on the better of each of the rarger
creature’s or his own Physical Attributes for the duration. This
shift applies to his Perception and Appearance Arttributes (the
latter ifhe stole the form of a human or human-looking creature ),
though not to any other Mental or Social Arttributes. He also
takes the creature's shape and size, its precise appearance, and its
gross physical characteristics. This includes claws, enhanced but
non-magical senses, and wings, but does not include supemaru-
ral abilities.

—I_hl.' Chilrl!er‘r can use [;l.l.‘\ :]k\j]ir‘,' on .‘iler.'m:ltuT;!I h!_'IT}H.H
such as vampires, Lupines, and the fae; he cannot use it on
insubstantial creatures like spirits or ghosts. Abilities like
shapechanging, Disciplines, and other magical gifts are not
conveyed by this power.

seese @ -ﬂ}rebator's ?Rﬂﬁffl‘g

At this level of power, the Laibon's mystical synthesis with
hlb OWT BC&L\l l'lf\'illl'.\ I\l'llll O a l‘ll.‘lllli!” lli- III.'Htt:W OvVerT l]t}]l,‘f
Beasts. If he encounters a being with a Beast of sorts (see
Predator’s Communion, above), he can attempt to dominate
that Beast after the fashion of wild animals. Should he dominate
another being's Beast, that individual submits to him in nearly
i.|“ Imatters.

System: The player rolls Manipulation + Courage; the
difficulty depends on the character’s strength relative to the
Iilrgt:f i ]T‘[}“.‘ I.'Ifj!l‘f is I.Th"."ili'll].'\'L‘..' “-'L’:lk("r i| rhlh‘ tn{llh'{‘.‘ml\nﬂlﬁ .'I'l'h‘
animals), the difficulty is 5. If the target is roughly the same
strength (around the same generation and age as a Cainite, or a
Lupine or other supernatural being with physical abilities com-
parable to the Laibon's), thedifficuley is 6; if the target isstronger,
the difficulty is 7. The rarger gets a Self-Conrrol or Instincr roll
to rein in her Beast and resist this power; her difficulty is the
inverse of the player's (for example, if the character is stronger,
the player’s difficulty is 5 and the target’s is 7).

“‘ [l'll_' l]l'.]&'l.'r -'lL'.l'liL"-'l.'_‘i IMOTE SUCCEeSSes ‘I“\IT] Iht" {;lTﬂ - fhl.‘
target uhcg.'.-'. the character for as long as he remains vigilant. The
lul‘gt:[ MUSE remain in [}IL' Lili.hln..‘\ Yision 'hrl‘l “_:hl (118 ‘hL‘ Fi “\'L‘fl.\
duration. This power only grants sullen and grudging servitude,
not loyalty or any positive feeling toward the Laibon, and the
effect ends as soon as the target sees a chance to escape or attack
without immediate retribution.

Daimoinon

Rosamund slipped through the countryside like a ghost — if a
ghost were to be gouned in brocade and lace. It would not do to be more
than fashionably late to the Prince's soiree, s0 when the carriage wheel
broke, Rosamund gatheved her skirts and set off the remaining distance
on foot. She fancied she could see the lights of her destmation ahead ,
u-'ht‘" .'ihl.’ ht'ﬂrﬂ.i l.hf,’ -l'.I':l'H'Iﬂ' scraam I'}Jr somne ?H:llﬂ’!g iIFli!TkIJ ﬁ"lfﬂ".l"l d 1_'{1115;_'
of trees. Curiosity got the better of caution. Slinking through the
slender tree trunks in her inappropriate attire, Rosamund stumbled
omito a scene ot of naghtmare. Black-robed cultists crouched around
the cooling body of a young girl. The knife-wielder looked up; she spoke
words in a fluid tomgue that Rosamund did not understand. For a
moment, Rosamund was transfixed by the beauey of the voice, as it

lilted through the stillness of the night. Then the terror came in a wave,

o~ - P
~ — 7 /_,-'
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and the smell of the blood , and sight of familiar faces wnder the hoods.
she fled, unable to bear whar she had seen.

.\.rh!' came to |l]r‘|' SETISES I'll FL ]illil’.’h i(i.'f?' '\I'Il' [ l“lll.l i |["|' sure fl.t']'
lovely dress tomn, her shoes lost. Searching the sky for traces of daun,
she could only think, “Mon Dieu, must the Devil have such a beauiful
voice!”

1}“[11”[]]“'[1 15 A 'LL][']'L .In\_l tearsome I"ll.‘v{'ll‘ll.'llt.'. [‘r.llf[lLl'l.l
only by the most reprehensible Cainites. The Baali know it best,
|!1:I\'In_1_': lL‘.lTITL‘\i It |.I'-.1III [|1t‘ nameless founder of the bloodline.
They use Daimoinon to aid them on their twisted missions,
pt:tn:rt ing iI.I].LI (%8 ’rlllpll!lﬂ L:;I.JI].I.‘.L'?\ ol Ilj IMoTTt itl?\ [N l]'I.L' service of
'Llilrk POWETS.

":’1'-'"] Iltl.' I.’;I.]IIII. NNon Can |"L‘ ll‘!l.'ll on L -.I inies o ]\l Imn I[lL!L\
with equal facility, the Baali concentrate their efforts on pervert-
ing the souls of mortals. In their eves, either the souls of Cainites
are unavailable to their dark masters, or vampires simply lack
souls. No doubr the Baali disagree among themselves on this
'['\Hll\[- ﬂ]t ncl}lll \.'-'l” Lise [-j'rlllni"'llll'll'l onakl ‘.l-ll'll'{' 51- t]ll' l'll:.'l'tl
arises, of course, but since Cainites already possess dark urges and
awicked hunger, the average Baali needs to waste less of his time
digging around the vampiric soul for leverage.

A Baali using Daimoinon experiences an unholy reverie;
\.\'l"ll,‘lh er h{’ W 'lﬁl"ljp.‘\ :":'.'Ir.'ln. I'I'I‘..'\rt'nﬂl.i.‘- l'fht'lnh' entines, orsome
Manichaean outer darkness, whenever he spends blood or Will-
pOWeT Lo use this [31\{1[‘[1:11‘. he briefly aps mnto the power of his
dark master. This may be a cold and hollow feeling, or a painful
dl lLI PrErcing mner ]IL:IH. ‘I‘]'IL‘ CXpernence s l'.Ih.'l"r' ent HL'I'\' P
ant, though the Baali may feel bliss in the caress of his lord.

o Sens the Sin

Righteous Christians must admit thae all have sinned and
fallen short of the glory of God. Who better to know the hidden

Cas-

E‘:"!l?\ []:I.'ll l‘\'il CAarves in |]|t' .\U'I.Il []'I.'.I!'I rlh' MOSE Fricvous I'III
sinners! The Baali use this power to discover the innate weak-
nesses ot past missteps of their victims. Rarely, the Baali invoking
Llll!!'["l]“'l.'[ UNCOYErs a “'L'dklll.'h." imn il]_‘- VICLIm 1'1.1[ l].l."]lll[lll]lj_’ o
dn w[l‘h hi‘]’ m1|| -
Ii.”..'glll!.'['l. Ull'.l Il:'.l\'L'lI. 'l'llu.' I.Jl'c'l.'.ll'l. Il.~ "k upon LI'I.L“&L' moments U’.d'.t]'k
inspiration as gifts from their profane gods. Fledgling Baali must
vxj\luil this stolen knowledge with nothing bur their own

P{'l’h:l!".’i a T:L\'nr:‘.l hlIan.L‘_ 44 lhl'l'h‘, or Ihi'

LU, .\’1‘.“'1.' l'XlK'rll'ElLL\L |'|1‘.'!Ill‘1.'|.'h l.'ll I'I'I.t' l‘]“".k”ll!l' CHIl use
“'hilr fht"‘,' ]'I."I.\'L‘ Il‘i!ml'\i (L8] t‘llT!hL‘T \'ll"l.'lh.‘ 'I'IL'I.T \'lL'rl'I'I'I'\-l ‘l.'l'lll.‘
using more powerful permurations of this Discipline.

L.l‘\]HE HL'T].‘K' Tilt' .";u‘: LL Sl R TA l'L'L]]IIH.' l."!,'t' CONtact, |'|.|E IIH'
Bitﬁll TTLsL ||'|.'|.L‘1.I‘-'1."&' scrutinaze E'I'I?‘ “lll‘!\‘L[ \Emvi 18 |I‘.‘I |]l§‘ “L"l'll
eye"); the subject or others around may take notice of, and
possibly umbrage at, this intent study

System: The player rolls Perception + Empathy against a
difficulty of the target's Self-Control/Instinct + 4. Success indi-
cates that the Baali has discovered a weakness in the target. The
Storyteller must use her judgment to determine the depth and
significance of the information revealed. As a guideline, one
success may reveal a low Virue, weak Willpower, or recent
actions that violated the tenets of the target’s road. Two suc-
COESS0S ['['l'.“_.' rL‘\'t".'II H | i_'JU"\'L'IY f__'ll;!Tlii.'ll seCrer or a ]‘.l'h ]l.lI"'Illlil”'\'
traveled; three or more successes may uncover the exact nature
1.""‘ a ["L‘I’u!ﬂ}[t‘ﬂh‘nT. a 1'li3|'|'T'|'=!|:|.\'l.' .lnl] traumaric event from TI'II.'
target’s past, Or a secret entrance to a haven,



—I-h{' Hi!ilh may Il"ilm more Ih.'l.l'l. e “'{"ili\'ni“h‘i using f}li.h
power, with the Storyteller dividing the successes as she sees fit.
&1['.\' one “'(‘:Il\'ﬁl"\.i 15 IL".'IF[H'II \'.lk'h tum, hi'l“’L‘\'l‘T, '\.\"Irh l'.'l(l'l
additional secret requiring another round of concentration but
no further rolls. Sense the Sin may only be used once per night
on a }_"'i\'l,‘l'l VICE il]1. '“'I'I.!.'[hfr it HI{LL'L‘L'\I.‘\ T !.'JII_\. R{_‘l'IL".ITL'\j Use on
a vichim 'III."!;' ransc t}'li.' \.ht-f-li.'l]l[\'. at [}l!.' Rtuhn‘[t‘]]crl*- iJ]'\‘Lr{.‘T.Illn.

oo Tearof the Void

Every creature fears the unknown. Thinking beings have an
even greater fear of the unknowable. When using Fear of the
Void, the vampire inflames that instinctive terror with the
ing the madness of whar lies Beyond

]'\!“'l'r t'l! hl.'r voice, L'I'l;" ine
14 ]1t‘|’ enemiles - Al ('.‘I'P{'f.ll.'nl_'l." [h.ﬁt Can IHHLC{‘ EVern un ‘;Hlnﬂ
hearts sick with dread. Pagans and heretics — even other Baali
— are not immune to this nightmarish terror; it is a primal
response that even an ardent sinner cannot eradicate from his
psyche.

The vampire using Fear of the Void must speak, but she
need not use a language her listeners understand. Words and
S."r""[.d\' lli;l'l'l' no meaning to convey ri'lt‘ ossence llfflll‘ ‘\"’l]ld'_ *I'lﬁ.'

sound of her voice alone is enough.

System: The Baali must first successfully use Sense the Sin
[Lll"ﬂ\'f} on 1.E'IL‘ L'I.I'HL'[ Lh.]II.! }54 ll'li.' same scene, o El:ui‘n ht"\\' 1‘1.'5‘.
to manipulate the target's fears, The player then rolls Wirs +
Intimidation against a difficulty of the victim's Courage + 4.
M:ll‘[;l]\ may not resist t|ll.\ l'u". Most ot |:1|.‘]' .\llrh.‘l'l'l:ltlll'.ll crea-
tures ['n."l'_.' 1{[1 S0, r]‘iﬂllﬂ]‘l creatures l';l‘\'I]}' Llilltllnlirl'lt h'}' ?i”'{!ng
emotions, such as the fae and some ghosts, may get no resistance
at the Storyteller's discretion. If the victim can resist, she makes
a Courage roll against a difficulty of the Baali's Willpower. One
net success for the Baali sends the victim into fits of panic,
leaving him with two fewer dice in all dice pools. Two net
SUCCEessEs \.irl\'l.’h a 'l'i'lT'I'lPlrt' o I{C.lr.'\"\.'h re-.'L‘.'. L‘TIIL‘F victims ”.EI:‘ In
blind panic. Three ar more net successes plunges the vicrim into
a catatonic state. All effects last for the remainder of the scene.

This wave of terror may be unleashed upon any number of
victims in one action, so long as the Baali hasstudied each intum
with Sense the Sin.

eoe Essenceof the Wetherivorld

That which lies outside our world is by nature inimical to
:'l'ﬂT‘r't]]l[lH Lh':lt exXises lIL'IL'- Elb bll{"..'t f‘.’ILL' ‘.31‘. “'l”. a Bi“!!l can
lﬂﬂfh out to Thl‘.‘ hi '\llnliﬂw l‘lf l\'{"fl\.l.'\' :I'nl.l .‘-l'l:lt\'.'.l-l |.|I—t s0ome -.1!‘-I I'l.l'
darkness that lies beyond the light of God's Creation to hurl
at his foes. The results are incredibly destructive: wood falls to
ash, metal twists past recognition, and flesh alive or
undead — melts.

The most common manifestation of this power is a ball of
black flame that to the pious reeks of brimstone, but ather forms
\'I" \i@.&fnl\"ﬂ.l m h."l"r'k‘ h'{'ﬂ “'I-n'lt'."\\ll.'LI. .‘qlln'l\'{,ﬁ recount |:|ll'.'l UI-
swarms of alien insects, bolts of lighting in sickening hues, or
barely perceprible ripples of force. Surely even more bizarre
lﬂ:]ll]t‘l,'ht'.lt'll“l.\ h-'I\'L' ll'“ no one o [l.'” [I'I.E' lll[t'- ﬂ}l e lllﬂ-nr[Ll-
nae ¢na 'Iil'\_[h o |'I.l\'{‘ !“ll]‘lp]lf cncounrers “'iri'l l‘|‘|1' H:'l:l.“ 11‘],'1(111‘
that individuals consistently channel the same kinds of energies.

System: The player spends a blood point to create a
missile that does one die of aggravared damage. The vampire
can E“IIT“ l“.[ﬂl'l\] H L “L'\'L‘r'rll turms to }"UI]LI up [h{.' P YWET I.'|Il :.].'ll.'i

o “—\\'L._,_ o LD
—
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artack before releasing it (for example, a 10th-generarion
Baali may spend four turns and build a missile that inflicts four
dice of damage). To hir the targer, the player rolls Dexterity
+ Occultagainst adifficulty determined by range (short range
for the missile is 15 yards). The target may dodge normally.
Once thrown, the energies of the missile Ll:n}.lp,m' after one
turm. —I_h 15 lJiI[HHE:L' 15 JI.[.{L‘.I.'iI\":“CL] il”tt T'I'Iil!,' on | ¥ i"i.' '\”.lkt‘d wit h
Fortitude.

{.-:ilLlllrL'.\- L'iFI'l".'l'I. mh‘d \.\'I[h +lIL'T‘=: 'Illl.'\-.'\-]lt'\ must T'I'Iil]\'{' a
Rétschreck roll as though confronted with a similarly-sized
normal fire. Strange manifestations of Essence of the Netherworld,
1'i|\'.l.' INSECHs, l.'lﬂ“lu" pm\'nl;:t'- }{11{.‘il.'l'lTL“L'L: rﬂ]]‘i once []'!l' t‘.‘:!l]'IITL‘ ]1.1'\'
taken damage from the power (difficulcy B).

Buildings, conveyances and other items either directly
targeted or in the line of fire suffer massive amounts of damage.
The resulis of this are left to the Storyteller's discrerion.

eese Pyychomachia

Pi.l s !‘L'hl]lllrh- E‘Ll]d‘_n' lJ:IL' i".‘i}'fhd .nTL'.N.'hJLI ot !bﬂldl.'n[ LS, .\ll'T'ILI'
ing countless hours annotating the religious poem recounring a
war between virtues and vices. The impious scholars of the Baali
]‘iihkﬂl"t’ ‘\[Lbi.h_r' It as “'L'H.. ]‘llt 1.I'|L"'r' recognize it as mone 1hilll dn
allegorical device. When a Baali ferrets our her vicrim's greatest
T-;“'.HIL{}. .‘i].“.' may k‘lL‘i{lJ:!L‘ d LiL'['['I.LTI'I.]t' i[IL' Ineo lhl.'lll. castng |.H.'l'
victim as an unwitting “hera” in the morality play of his night-
IMEres.

System: The Baali must first successfully use Sense the Sin
(above) on the target during the same scene, and then spend a full
turn in concentration. The target must roll his lowest Virtue
(difficulty of the Baali’s \'{"'i”[\nwr'l. Even one success is enough
[U‘IJL'T.U}L' ltl!: ["‘_‘\l".'l'llt' Elll.ﬂ;kl 1‘{][ lhl.' P'\.ILI]I ey 'L“lL'IIII‘[ [oConnnue
the assault in subsequent tums. Failing the roll pirs the target
against his own worst vice (pride, envy, anger, sloth, avarice,
]::]I.I.H'ﬂl'l}' ﬂnd hIFI are rI'I.L' L'I'.l"\‘il(ill sSCVen, |"|.lf many I.‘Tht'l VICES
[Tlill\'L’ dppearances in dH‘." i"}:‘c‘i.'hnfhﬂ.'hk[ .l]'ld i “hl"f'F"tJi"'ll'.:lT iil.l\')_'_i 'l-i .
cal literarure ). The vice usually appears asan important figure from
the victim's past — an abusive parent, a scomed lover, a rampled
nemesis or (for vampiric victims) a manifestation of the Beast
within. The spiritual assailant is visible only to the victim, bur to
him it is solid and painfully real. Also, any Derangements from
ll'i'IlL'}'l tll{' L'}'Ii‘f'.il.'ll.'l' sl IHL‘I"' 1 11.‘1.!1:-"{""" COMme tot hl‘ !1 e, .'\ |\ 3fk'h
on the Virtue roll indicares thar the vicrim has been completely
overwhelmed; he frenzies (if possible ), or becomes possessed by the
manifestation of the vice and develops an appropriate Derange-
ment.

The imaginary assailant is a Storyteller characrer that can be
“']'Il Iﬂ} ['I.'ll'r.ltl_‘ll,, or .L\\IL{IIL‘LJ -I\l"d s L'qlJl\'.III_'I][ oar .‘:Iiﬂh[ |'\»' ”'Ii-l'l_ll T
to the victim's — though a character whose sins significantly
ourweigh his virtues should encounter stiffer opposition. (Story-
tellers note: if you plan to use a Baali with this power, you may wish
to prepare an appropriate opponent for each of your players ahead
of time. Ifa player in your troupe has a Baali character, forwhatever
reason, do the same for characters significant to your story.)

The victim of Psychomachia must defear his dark counter-
Pil”. []]lll]gh not Iil?l't‘.‘\.‘\i'lf"ll‘_,' thn HJ]_:h i'HIIII‘EI[. I Il' may OUEWIE Oor
LW l'llh Hl[‘.’r CRO, |:"L|| AL 'TI'IE"I].‘!]'I.II'IH |.|:1|.\ 'I"'I'Ilt ]ILZL‘Il‘_.' oy l"(. casy —
the dark fisment knows all of the vietim's usual tactics and threats.
If the victim attempts to act against the Baali in any way, the
Iﬂ'l'rlL"i.n'rlT}' nlir['pt‘]ﬁa!nm‘r }“T.K'k.\'. .-’\” Inlll[il_‘?\' Hll"\r'."ll'l'!{d I"‘r' TI“'
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victim in a physical engagement with the figment are illusory
(substitute catatonia or torpor for death as appropriate), and
vanish when the opponent is defeated, or when the Baali ceases to

concentrate on the attack

seeeee (s

The dark masters of the Children of Ba'al relish every
chance to put forth their influence in the world. When their
favored servants call down curses on the heads of enemies, the
Lords of Bevond always hear and almost always lend their
r‘-‘ MWET [0 [lk" p'I'UI'LuanL't-!u-:-n! L\f L1| M. r\‘ﬂ ﬂl'll.l] or -.'Ifflfl{l: 15

necessary; by the time the Baali has grown to this level of taith
.It‘lll SETVICE, she has shed enc lljuh innocent blood on blac kt'l!n,l
alwars to eam a measure of laticude from her masters.

The narure of the curse depends solely on the twisted
imagination of the inflicting vampire, and can range from such
me:-;]a;m- ;ﬂﬂlﬁ'!lﬂlh aAs HII‘IL!N('“ or \'\'"hL'FL‘d lmll‘\, [0 mone
subtle machinations that tum the victim's allies against him.
The power of the curse varies, dependent on the fervor with
which the Baali disciple invokes her infernal masters. Fortu-
nately for Cainite and mortal alike, the most powerful curses
rarely last long.

ﬁg-srn'm: The ['Lu'cr rolls Intelligence + Occult, (difficulty
of the victim's \".r"i”p: ywer). Successes must be split between the
severity and duration of the curse, as follows:
| success One week; “Let boils erupt and fester on your
|-u-rrl~-.r face."

3

2 successes  One month; “If you cannot see truth, you will see

nothing ar all.”
} successes One year; “You will live forever in fear, as thase
who serve seek to betray you."”
4 successes Ten years; “l will wring the godling from your
veins — you shall sire childer no more!”
5 successes Permanent; “Dare not hope or love: all you care

for shall be destroyed.”

The Baali may choose to end the curse at any ome, t]l-.llIL'jl
few ]l.l\l' l"\.'l'TnlI e 50, HE'P;!IFIHL‘ | T‘h\"\ll'_ll oar 111('!]|.I| CUTse may
be possible with Vicissitude or Dominate, but the erstwhile
“healer” must have as many or more dots in the appropriate
Discipline as the Baali who laid the curse has in Daimoinon, and
must achieve as many successes. Baali who abuse or simply
overuse this power may find themselves in disfavor with the
powers they serve — curses may fail or be altered (with unex-
pected repercussions), or the vampire may be forced ro arone in
some fashion to regain favor.

essse o fell-BornInvestiture

The blessedly tew Baali who delve this deeply int the
mysteries of Daimoinon are no longer simply Caine's childer.
They have been adopted by creatures of the Void, gathered up in
cocoons of inky blackness and remade in the image of their new
sires. The Lords Beyond care not for the human form or for
human custom: the changes they wreak on the Baali are seldom
subtle or easily hidden. Homs, talons, pincers, lurid coloration,
tentacles, wings — these alterations and more are recorded in the
few histories of the Salubri-Baali conflict. Mortals (and many
Cainites) mistake these changed Baali for mere "demons,” while
1I'IL|.‘~L' with mor l']\'Hl‘\'-'it‘l_l].,[l"l’([]l‘\\. E|'1:|T they represent ‘-H[lll'[]l.lﬂl_‘.
far worse than Hell.

System: The most common investiture the Baali receive is
acomplete immunity to fire— both to the damage and the terror
it causes. Other t'\[ul'.'.lll‘llr powers (E11Ts h as an insect-like cara-
pace that converts lethal damage to bashing damage) or
combinations of powers (usable bat wings and poisonous claws)
may be available ar the Storyteller’s discrerion. The “gifts"
should always have a visible or tangible effect, and should never
counter the most basic banes of Cainite existence — sunlight,
faith or the need for blood. This Discipline may be purchased
more than once to accumulate demonic traits, at an additional
COst 1IN -h\“}.':ll'l'l‘ﬂ'll\‘]“-

APLEINVESTITURES
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Wortis Path

As described in Dark Ages: Vampire, the Cappadocian clan
an any other

dline of the
adocians, are heir to the same cache wowledge and power,

ch they access thr Ill&.,'h the Mortis [ -’I.'w.'l|1lllk' (see Dark r.Lgt:ﬂ:
Vampire, page 190, for more on Mortis). Lamia must take the Path

group of vampires. The Lamia, as an offs

of 1!It‘ 1 1f.IIl-. .‘\'1.l '[l'l‘.‘r s |'.] AT prumnary [".Ii]'l

Path of the Four Humors
Ankhenatsen ;

shadow over his face asitsunmggently

felt a pang he had treate

nb'!h'll ||J1.l FOUTE mem i !flt.l.\ 4 q-!'l'ff'(u

his ghondd's life

the makeshiftn
1l

. Ankhenatsen
SETTOW - istof we what coudd have
1o the room,, the Setite spied awisp
of black smoke roiling necer the wmdow:.

A genile hand on his shoudder starided him. “Andrew,” said a
womam's voice, quiet yet vibvant, almost liltmg, 1of
wares here. Yvomne of Cleam Cappadocian daims domain over this toun,
and the Tempters are not welcome, Your camiage is waithmg outside,”

Ankhenatsen didn't arpue, but left fumecast. Whae king
power, after all, could compel a fit young man to take his oum life?

The Lamia bloodline's communion with Lilith and its familiar-
iy with death r.]lr-.mui 1 association with the € vadocian clan have
to most Cappadoc
rinally devel-

provided them with secrets unknown e
.-"\r.'t'n'lh'il'u: o l.]'u' Hl LS |!I!‘u' 5 |-._'th_'!1~.{.\, [I'L:I}ui .arh WS (
oped by a mystical mio of Lamia: a neonate, her sire, and the
bloodline’s founder, Their resonance with the dark sid emale

nature allowed that rio to e ['l]: we the L ywers of
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n the living humors of all creatures, and which
persist in cursed stasis within the boc

ath that are presen
Cainire.
cally, the four humors n

I'H il -Lr'll.i | "Jl.]. dl ]\] W

nt different qualiries,
nd dry. Blood is hot and

and dry; and black bile
is cold and dry. When a mortal is out of sorts or ill, it is said that his
humors are of balance, and a phi
to heal him by bringing his humors back into balance.
believe that in their undead forms, all four hur
mystical stasis, and that they

.\{'l]lt al Mg tw
wet; phh-um is cobd and wet; yellow bile i

sher ar physician might try
The Lamia
s are held in a
an tap into all four of them, rather the
merely tapping into blood in the form of vitae, as other Cainites ¢
No Cappadocian (save possibly the clan's Methuselahs) can
learn this ;'l:-ll.]l without tute ming froma Lamia who knows it. l\‘-\'|_1-|[g_-
padocians, they are loath to reach
li'u'i"-;irh'-.wn.'rl.'l.-u tot }'I‘.'” "! varent clan”

the bloodline's loyalty to the
pragr Lamiaelders feel
that the Path of the Four Humors might be the only we

Daughters of Lilith have, should the Cappadocians betray them.

o LWhispers to the Soul

The Lamia with this ability can let slip a little of her own
undead bilious humaor as she speaks to another being (whether
or Cainite). The wicked vapor slips into the target's ear
canal, and whispers nighrmares to the target throughout the day
and night. The target has a harder time sleeping, and becomes
irritable and distracted during his waking hours.

System: The character must whisper the target's name as
she knows it. The victim rolls Willpower (difficuley 8). If the
fails, the victim suffers from nightmares and hears the wicked
mutterings of the mad while ce for a number of full days equal
to the Lamia’s Manipulation. The victim loses one die from all

dice pools while thus afflicted, and at the Storyteller’s
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discretion, the difficulty to resist Ritschreck may be increased by
one ar rht‘ SaIme fme.

oo Rissof the Dark Wothex

Kiss of the Dark Mother allows the Lamia who uses it to mix
h'l'r “[j!l\.'"]ﬂ vitae “.']!h }‘I;IL'LC [‘i]l'I [Un!lnﬂ it Into a noxious
poison. The Lamia forces it into her mouth as saliva might once
have come; the vitae tastes acrid and bitter, as though it had been
scorched. Once the Lamia coatsher teeth and lips with it, she can
inflict terrible damage with her bite.

System: The player spends one blood point; activating this
power is a reflexive action, but it must be done before making a
bire arrack. If the bite hits, the ageravared damage inflicted by a
single bite is doubled before soak is calculated. This power does
not affect the character’s ability to drain blood from the target,
nor \i‘ MES i1 ncrease []'ll.' dImount “E. diltuilgl‘ Li“llt‘ l"'}' l"'llﬂ.‘d |.i W55,
The Lamia's bite remains potent until this ability is discharged
byasuccessful hit or she spends one tum cleansing the dark blood
from her mouth

e oo Dark Humors

As mentioned above, the four humors that govern the health
of all mortals (blood, yellow bile, black bile, and phlegm) remain in
an unliving stasis within the animated corpses of Cainites. Most
VATEPITES ¢ ll‘l]‘_.‘ COnNceEm Il'it'ln:-r]\'t'.\ WLI]'\ Hu ld,. in Thl.' T’l W l]t- \'if;k',
but the Lamia have leamed through their dark studies to manipulate
all four humors to dangerous ends. After a Lamia has used this power,
she generally feels the opposite of the sensation the humor usually
(| 5["\'{.'!.'.\. l\..:.‘\ll'l.ﬂ l‘]i’ul.] lL'il\'L"." .hﬂ.'l' \.i‘l.'[‘“".\’ﬂ.'\.! :1]\1.' ik‘ﬂ\![lll.\[]{; LS
yellow bile renders her calm and placid; using black bile leaves her
optimistic; and using phlegm makes her aroused and angry.

System: The playerspends two blood points. The Lamiachooses
which humor she wishes to excrete. The humor can simply coat the
skin — in which case rouching the vicrim's skin lets the humor take
effect — or it can act as a poison if placed in a beverage (or in vitae).
The victim must make a Stamina roll (difficulty 8) to resist the effects
of the humor. The effects on the user’s mood, as described above, have
T G L‘ji‘t‘Lt or '.l\“.".'ll“.l.'d dl‘.'t' nT‘]I.'\.
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two for the remainder of the scene.

Blood (vitae): Target becomes prone toexcessive bleeding, and
any lethal or aggravated wounds he suffers deal an additional health
level of damage on the tum after they originally occur. Vitae altered
by Dark Humors will not tum a human into a ghoul if ingested, nor
will it initiate a blood cath.

Hlﬂck Bi.IE: T:Ir:,'l.‘! 'QIHLT‘\ a4 NUmber i‘f |'l~.“,|1r|1 IL'\'L‘[‘(“"\*J“TL'IE’C.‘
equal to the Lamia’s Stamina. This damage is considered lethal and
can be soaked (if the victim is normally capable of soaking such
damage), though armor does not protect against it.

Yellow Bile: Target becomes melancholic and is plagued with
visions of death. He cannot spend Willpower for the remainder of the
scene, and all Willpower rolls receive a +2 difficuley.

eeee Clutchingthe Shroud

Blood, the sanguine humor, is regarded by philosophers as
being both hot and wet. Blood from a cold corpse has been

transubstantiated into a dead form, being a cold incarmation of

a hot, wet element. This transtormation of the living into death

holds great power; the Lamia know how to infuse their own being
with the blood of a cold corpse and transtorm themselves into
something not wholly vampiric. Instead, the Lamia edges closer
to being an animared corpse in fact as well as name. She grows
distant and chill, as though possessed by the spirit of Death itself;
she has to work to push her attention into the physical world.

System: The character must drink, and then spend, five blood
pointsfromacold corpse (one dead for 24 hours or more, but generally
less than three days). It should mke at least two tums to consume that
blood, and the power is not activated until the character can spend
all of it. For example, if the characrer is | 2th generarion, Clutching
the Shroud takes seven tums total to activate (two to consume the
blood and five to spend it).

After the power is active and for the rest of the scene, the Lamia
gainsseveral benefits. First, she receives rwoadditional soak dice, which
may be used to soak any sort of damage, even if the character does not
[\h‘v{"\‘- Em[mj{' _‘i\i ﬂh_{, '\'h{' H:lﬂ'l\' d [11"'.\“!( sernse of I“ LY |‘.|I [I‘II.H‘ 14]
the area are from death — whether they are healthy or infirm, suffer
from diseases, or are undead, ghouls, or mortals. Finally, a Perception +
Occult roll lets her see into the lands of the dead (see Chapter Eight of
Dark Ages: Vampire for more details) and speak with ghosts freely.
The difficulry for this roll depends on how aruned to death a locale is;
a cemetery would be difficulty 5, while a warm homestead might be
difficulty 7. However, this ability makes the Lamia much more
susceptible to the effectsof powersused by ghosts, which means that she
MuUst act L'.:ITl."h II l\
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A Lamia who has mastered the Path of the Dark Mother can
harmess the undead black bile thar festers at the core of her being; she
pullsthat melancholytoher lungsand letsitmingle with heroutgoing
breath. She then exhales the dark mist, letting it engulf those nearby,
The Lamia feels curiously lightheaded and optimistic after using this
power, as she has forced some of her most depressed nature out into
the world; those caught in the black vapors grow despairing and
11["".‘]1‘."\"\.

System: The player spends one Willpower and one blood
point, and rolls Stamina + Arhlerics (difficulry 7). Black Breath
allows the character to exhale a dark cloud of vapor that is five
yards in diamerer per success rolled. Those caughr in the mists
may attempt a Dexterity + Dodge roll ro escape it if they have an
available action; otherwise, they may be overwhelmed by depres-
sion to the point of suicide. Those who cannot escape the mists
must immediately roll Willpower (difficulty 8 for mortals, 7 for
ﬁllr",“n'l.'rlrllf'.;li I'K'in H\} :ll'[il 'rll.'I'l'lL“'\.'l.L IMOTE SUCCESSCS TI'l'rlI'I tl'l[_' }1'.1',‘;':’
did. Mortals (including ghouls, Lupines, and wizards) who fail in
this actively attempt to kill themselves on their next tum. They
do not atrempt such ludicrous suicides as praying for a lightning
bolt or holding their breath; they use the most effective means at
hand ro end their own lives. If prevented from suicide, they
attempt it again as soon as an opportunity presents itself. This
impulse lasts for the rest of the scene, and the Storyteller may
impose flare-ups over the next full day or so at his discretion.
Those whosucceed on the Willpower roll still become enchanted
with the prospect of death, whether mortal or Cainire, and lose
two dice from all dice pools for the rest of the scene.

Cainites who fail the Willpower roll donot arrempt suicide; as they
are already dead, the malign influences of undead humors do not have as
strong an effect on them. Instead, the affected vampire sinks into torpor

. — . e
- ~¢ S T P e e A N ek P > /
By == ==+ STORYTELLERS COMPANION - == S v 0
o Ve o, — ’ y
- i — e —————— ———nd’ J »



206 of Dark Ages: Vampire, may
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use it if they wish). The duration of this torpor is based on the Cainire's

road rating, just as if lethal wounds had forced him inro it
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those who do not suffer from their line's curse. Asdescribed in the
bloodline's write-up vage 16), all Lhiannan
of a dark, once-vast and powerful forest spirit. Ogham allows
them to tap into that spirit's communion with

The Ogham Dis

hare a splinter

vampiric blood
vating being thar animares them all.

strength of the ey

All uses of O
core of each Lhiannan's being
]"]l'l'll.'. '-l'IL' 15 MAPPINE INCO a spint rlw:ur 15 I"\'-LII'h] o i'll._"l' :~-.'I1I] ;\1'h.|
Yeham casually.

am are extremely personal, and rouch the
‘hen she activates this Disci-

Beast, and so no Lhiannan ever us

Ogham is a limited form of blood magic; it is neither as
ﬂl.'xlh]L' nor as T"!"“'l.'rﬂll b b Tn"rnc'r-.“ Th.‘n_]n]:‘ﬂl_ng‘,‘, nor l."?fhi_"[
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territorial narure ir is quite powerful. Ogham is strongest within
a Lhiannan's home territory. More than five miles from her home
territory, lI'lL' L:l:IH-I-L'IIh yi rf-ll.\ i'[l:_: f‘.'ﬁ]’l.‘ll'l'l INCcreases I"‘.' OnNeE Aacross r!'lt'
board, as the Lhiannan’s own spirit-shard comes into conflict
with unfamiliar local spirit life

e Constcrate the Brove

The Lhiannan with this ability can use the power of her
blood ro awaken the spirits of plant life in her rerritory; they will
L in 1\‘_'! LI'_‘II\' -"1L-:."|'|I'l.\l any ll]"l"-\'l'ii_'l:'l['['lt' '||'ltn|l_il'T } s t-'"'l_i:ll."
ay unnaturally in fo
nd whirls in p
I]J'l'l ilnd “-':-'Iu\
widdershins spiral pattern through the foliage that she wishes to
AW I\ I
System: The player spends from one to three blood points.
e character must undertake the process described above. One
blood point rouses the plant life in a 10-foor diamerer
points doubles thart to 20 feer; three makes it 40 feet
desired area takes one tum per blood point spent.
When the blood h
+ Survival (difficul

wo blood

rmcmu t!lt‘

been sown, the player roll:
6). If the roll garners ever
plant life animares as the
Enemies in the area suffer a 2 dice penalty to
distraction and physical interfere dditionally, players must
oid three dice of bashing
al flora (provided the local plant life is

spirit world is roused to action.

e pools from

m Stamina + Dodge roll to
damage from the
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capable of such damage; trees and brambles probably are, but a
grassy meadow doesn't contain the kind of flora necessary for
.\l.]i.'l"l dn 'L!.‘-Nll.l]r. II.

-rhl‘- power |..-'I.‘-[.\ for one scene

. oo Crimson LWoad

The Lhiannan traces mystical nnes or script on
herown body in vitae, inviting spirits of war to infuse
her and gird her for battle. When so imbued, she
ilL'nl eSS ['l'l..l['l\ WY 3|.1|.1|.i.'\ el 1'.[ reains :.-_TL';H{'T col-
trol ofhermind asthe H]‘-IrlE.\-_]llt'i t her Beast.
The Lhisnnan can also ksh our at her
enemies with a fierce, blood-bome atack.
System: The character spends one
scene tracing the woad on her body; this
costs one blood point. The player then

rolls Intelligence + Occult (difficulty
Each success bles the character o
TET RO .||L' ol “.I-:'lll'il.i ["_' .|hll'.\ hl'”I
injury; it also subtracts one from the diffi-
culty o avoid frenzy or Rischreck. This
ability lasts through one scene; addition-
FACTET TCCeIVES Imone [I'l;ll'l h_lllt

we, the mystic inscrip-

tions are ruined, and the spirits flee her bady.

The Lhiannan may also l'l\ll out at her

enemies, adding the fury of the woad to her

attack. The player may add the number of

SUCCE chieved on the above roll to the num-

ber of dice rolled for damage for a single close

combat attack (thisability can only be used once per

applicarion of Crimson W

Tnscribe the Curse

1e Lhiannan inscribes the name of an enemy on her body in

vitae, in whatever language or set of symbols she like wen the

name is so inscribed and the Lhiannan's enemy can see it, baletul

Sparits become bound tothe name and Lacurseupon that Enemy.

The curse takes effect the moment the victim sees his name scrawled

System: The player spends three blood points. The Lhiannan
must write the foe's name in vitae and it must be displayed ona
partofherbody visible ro intended rarger inorderfor Inscribe
the Curse to take effect. The player chooses which curse
roenact on the target from the list below; the curse rakes
eftect as soon as t]]:' [arpel sees htr- e, t le -.|.| s ot
need o understand the language used, bur if he can
comprehend it, he may e
Occult roll (difficulty 8).

The curses described below expire when the glyph iserased,
wom off, or defaced by the Lhiannan raking four or more health
levels of damage. The curse works differently depending on

where the Lhiannan inscribes the tarpet’s name.
Body: Inscribe the name on arms, legs, or belly. The
victim's body becomes ill and weak (+2 o all difficulties
on Physical rolls and all wound penalties are increased by
one i.klt‘] ar, I lhl.' CAse ( ll.i “ainites, ||I1t.' VICTHM CAannot use
blood other than the one point per night necessary to remain active,
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Mind: Inscribe the name across the forehead. The foe becomes
confused as parts of hismind become disconnected from one another;
he must .~.|1'|1n] o Wl"ru wer point in order w arrempr  any
Knowledge roll, or use any magical ability or Discipline (other than
Potence, Fortitude, or Celerity). This Willpower doesn't buy him a
success on that roll; it simply allows him to make it.

Voice: Inscribe the name on the throat. The victim loses the
I‘h'l“."L']' ﬁ'rl..‘;[['['(h; hﬂ_‘ can :_TTI e Or meoan, I‘Ill cannot Sy any \\1![’1].\.

Soul: Inscribe the name down the sternum and over the heart.
The subject loses his will to resist the Beast: difficulties toavoid frenzy
are increased by two. Non-Cainites are overcome by fear; the targer
mustflee the Lhiannan's territory unless he succeeds in a Courage roll
(difficuley 8).

eeee Noonand Sun

The unlife of a Cainite is dominared by two celestial bodies: the
aun, which she must fear and hate; and the moon, her only safe source
of light. A Lhiannan can trace ancient sigils of those two orbs on her
bady to gain gifts; the spirit of the moon, ever the vampire's friend,
blesses her by its current phase, while the sun's spirit wards off some
of that orb's fiery curse.

Werewolves, who are said to worship the moon, are enraged at
the sight of a lunar emblem on a vampire.

System: The player spends three blood points. The Lhiannan
inscribes the desired sigil on her body over the course of 15 minutes;
the sigil can be inscribed anywhere, but must be exposed. The
character may choose to inscribe both the moon and the sun, but
each symbol requires the same blood expenditure and 15 minutes ro
trace it. She can also inscribe these sigils on any voluntary subject.

The sun emblem protectsavampire from the worst effects of fire
and sunlight. So long as the symbol remains on the character’s body,
the player makes a Stamina roll (difficulty 8) when afflicted by fire or
sunlight. If the roll is successful, the damage is considered lethal and
the player may roll to soak it normally. This roll must be made every
time the character faces such dam

e,
The moon emblem adds ane ro the difficulries of Self-Control/
Instinct rolls to avoid frenzy (but not Courage rolls w avoid
Rinschreck). Other effects of the moon emblem depend on the
current phase of the moon:
New Moon: Add one die to Dexterity and Stealth dice pools.
Crescent Moon: Add one die to Wits and Occult dice pools.
Half Moon: Add one die to Perception and Subterfuge dice pooks.
Gibbous Moon: Addone die ioChansmaand Expressiondice pools.
Full Moon: Add one die to Smength and Brawl dice pools.

eeeee Drink DrytheCarth

The spirit within every Lhiannan is drawn to sites of mystical
energy, whether ancient stone circles, faerie rings, or dragon tracks.

That spirit-shard can wrest spiritual energy ourt of those places of

power, and use it to aid the Lhiannan. A word of caution, however:
stealing too much power from any mystical site renders it barren and
lifeless, much as if the Cainite had consumed the very blood of the
Earth. Also, wizards and werewolves frequent these same sites, and
destroying these places can rouse their ire.

System: The player rolls Perception + Occulr (difficulry 8).
Onesuccessdeterminesif agiven location is asuitable site (a decision
generally left in the Storyteller's hands, though a Lhiannan with a
high Domain Background may have such asire within her holdings).

Two or more successes on this roll grants a rough idea of the sire's
power on a scale of 1 to 5. If the character wishes to tap the power of
'hi’“ IlrﬂTlﬂri., "\h{' MLSE .‘ipcnd A senc :ll'l.\.i one 1"]1'!'»d ]":T‘i.l"lr !m“king
various parts of the site with sigils of power, keys for her .-pim-:uhanl
to unlock the location's energies.

Once the site is prepared, the player makes a second, reflexive
Perception + Occult roll (difficulty 7). Any successes beyond the
site's power rating are ignored. For each success, the player gains two
dice, which she may add to any dice pools (except those to avoid
frenzy or Rotschreck) for the remainder of the scene. These dice are
gone when used, but the character may tap the same location again
from oum gD . T!‘u"r\t:u,'t'r ITILESE '|'|'|.'|kl."Thl.' I)L'TL'L" o + (.‘k'i".lh rU“
each tme. Each “drink” of the site's energies depletes it, however, as
described below.

The Lhiannan's spirit-shard is a greedy thing, wearing as it does
the garb of a Cainite's Beast, and drinks the site’s energies recklessly.
.'.3\ U'n.l[m;l:ll CAn( ‘['IL\' EAmeT a “llll'll".‘i'ﬂ[‘hlk'ﬂl‘.\'.‘{".\ l‘ql.l':‘]l o ID times
the site's power raring, after which point the area ums into a barren
wasteland, incapable of sustaining life, This sort of activity in
I-"Elr[il-ulilr 15 CETtain o artract |]'IL' attention “‘f ].-l.l'["ln(.".‘\ ar “"l..'.';II\]."- A
site may replenish itself over a period of years. However, a site that is
tapped with Drink Dry the Earthat any point during the year isunable
to replenish lost dice ar all that year, and if the site is completely
drained, it is imevocably dead.

eeeee s Jnaribethe Forgotten Wames

When the Lhiannan reaches this level of Ogham, she reverses
the relationship berween herselfand herspirir-s| vard and can dominate
and extract information from it. The Lhiannan's ancient spirit knows
the names of many mythical beings, from demons to dragons, and it
cdan I" ]‘lllh.!}_:l"l.“]l\i mnio :_'i'\'ll 1% lhl.' IJH;]T“EI“ one of Ll‘ut—l..' NAMes sO
']1;"’ '\hl.' ITEAY ATV kl‘ "\UL]'[ A Creature.

These beings are dangerous, and not to be mrifled with; many are
on a par with Cainite Methuselahs. Indeed, it is rumored thart some
Lhiannancancall forth Methuselahs of theirown clan with this power.

I[I‘\"\'ﬂl“ ']]L‘ h mEoiten N.lﬂ L il”im'ﬁ s “.'il:]LIL’T O CormuImunacate
with the being she summons, but it does not give her domination or
control aver that creature. She must appease it in whatever mannershe
can, and hope that it does not take offense at being called up.

System: The player spends three blood points. The Lhiannan
must spend one half hour undisturbed as blood oozes from herskin to
sate the spirit-shard’s hunger. At the end of this time, the player rolls
Intelligence + Occult (difficulty 9, or 8 if the character hassummoned
tin.\p,n'l icularbeing before ). If the re Wl succeeds, amythic beast arrives
in the immediate vicinity before the end of the cumrent scene.

The Storyteller is free to assign game statistics to any creature
summeoned. Such creatures have their own desires and demands, and
many \J1 ) PO tﬂ.k(_' L Ll'l\il\' (8] I"‘l”ﬂ ca Illl,'i.{. I 1‘Il‘ltT|.:‘- lil‘h‘.]nii Hlfhﬁ‘.’{".\
of the innocent, and mythical camivores like griffins or dragons
demand huge quantities of flesh before they will consider taking
action on the character’s behalf.

Daleren

Fatima drew her blade, bt silendly admiceed thae the situation looked
hopeless. At adeadnn, she might make it to the ciey's walls, but her charge
woudd fall behind. A rush of wind and the sound of beating wings 1ld her
that the gemporyles weren't far off
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The man she had been charged to protect stood his grovend with an odd
smnle om his face, and remoued his heackdress. He raised his hands wo the sky,
and as Fatima watched n awe, a dear blue eve apened on his forehead. The
geponles dove, seemg therr prey helpless and exposed. . .and stopped short as
though they had floum mito a stome wall.

As the hideous heasts vetreated, frightened, Famma's companion nemed
wher. “They'll vemam soon. And we sall have a long wery 10 el

FLHIT”H L'“Hlif i Uli_\' T ‘I

Valeren is the proprietary Discipline of the Salubn clan.
Research into irs origins shows claims by some ancient Salubri thar
Saulot himself, the Salubri Antediluvian, created Valeren. Indeed,
some Cainite scholars note thar Saulor’s quest of discovery is
documented in an apocryphal fragment of the Book of Nod,

Valeren is divided into two paths: the Path of the Healer, which
Ill LS (ML i\u'l,l.". ‘ai]l“t(' l"lﬂ.lll L1l ‘}ﬂu“l’.ll Li8] \'.i.lll;l'ﬂn.‘.'-:l:‘n.l “K“’Ikinl
the Path of the Warmior, which concentmtes the Salubri's power for more
martial defense. A single Cainite can leam powersfrom both of these paths,
though it is not essy (see below). As with meny I.)i,t':iplnt\. Valeren is
something of a clan secret to the Salubr; they rarely teach it to outsiders.
Thiis weas niot always so, bur in the years since the death of Saulot and the
coming of the Usirper Tremere, the Salubr have used the healing powers
of Valeren as bargaining chips with various princes. Usually, the Salubri
SWEATS O use "c".;ll‘.“'.l'l [14) :llj ﬁl\'l“\l “'I.'!nj'l.'n\ li‘ﬂ Pﬂl'L't‘r.‘L QO :\l'l.‘l lln
retum the prince gives asylumn to the Salubri against the Tremere purge.
Only a few princes have pranted such asylum, notably these in the lands
undder Assamite sway as well as a few in Fance and some other more
northem cities. These prinees find themselves babinced between the
welfare of a few Salubri and the political pressure of a growing band of
Cainiteswhowishotakeadvantageofthe Salubriclan'spolitical weakness.

Despitewidespread belieftothe contrary, the Salubri third eye isnot
part of the clan's curse. Instead, it appears on the forehead of any Cainite
whio leams the second level of Valeren. The eve isnearly invisible when
closed, asithasno lashesand leavesabarelynoticeableslit in the forehead.
However, the eye opens whenever any Valeren power (of either path)
of level two or higher is activared. The thind eye is said to provide the
Salubriwithinsight intoahigherplane ofexistence, inwhich the energies
of life, death, and unlife are made manifest. These snudents of Valeren
who wish 1o hide themselves from the Tremere frequently conceal the
thirdeyewithahelmorhead-wrappings—such thingsimpede the power
somewhat, but that can't always be helped.

When a character first leams Valeren, the player must declare
whether the character intends to pursue the Healer or Warrior path.
Theneafter, the character can mise thar path just as he would any other
clan Discipline. The cost of the first dot in the opposite path is the same
as with the primary path, bur subsequent levels in the Discipline cost as
though they were one level higher. For example, a character whose
primary path is Warrior and who wishes to leam Shepherd's Watch
(Valeren path of the Healer # 0 # 8 see helow) would have to pay the 25
experience poins, or 33 if Valeren is not a clan Discipline. A Salubri
cannot have a higher rting in hissecond path than he has in his primary
path, though the two ratings may be equal. The charactermust also leam
the secondary path sequentially (thar is, acharacterwith five dots of Path
of the Healer can't simply leamn the fourth level of Path of the Warrior
without leaming the first three).

Path of the Healer

o | Y™

e Sense Life
Through the Salubri's mystical access to a higher plane of
existence — access laver made obvious through the manifestation of
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the third eye — she can determine with a glance whether another
individual is alive, dead, or undead; she can also see how far from
death that person is. The Salubri must rouch the target at some time
before exercising thisahility onagiven night. In the case of the living,
she knows if the target is injured or sick. If she touches a corpse, she
can rell how long it hasbeen dead, and possibly how irdied. Similarly,
the Salubri can tell how long a given vampire has been undead, and
”'ld"" I'l' :-Ihil' [ 18] IJL"I.'F"'I[['II.L ]H“\' ]l\['lj._': th.‘l[ '\'.'U'l'l["lﬂ' ll\.'L‘d asa H'l'l\l't.'tl
before the Embrace.
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the same night he uses this power. If the target resists this, the player
st !IL}IkE-IHK:E'IT\‘#—U] n‘x[i‘r“‘_{ +* Hf.'l“'ll T 3" L-}nl.'l.'l ht‘ullrlr.in'n‘rlhb'
touched the target, any time the tarpet is visible to the character, the
player may roll Perception + Empathy (difficulty 7) as a standard
action toassess the tarpet 'sstate of health. A single successon that roll
indicates roughly how healthy the tanget is — in game terms, how
|nﬂn}' lhl'-"ll"}'l I{"\'t.‘i:\ t]"l:‘ l:ir"l::rl hub lL‘H. h‘ :\].\-l'l l't"\'l'.'illl_'i “'I'l.l.“!]'i['l' ri'ILL
target is living, dead, or a vampire.

If the first roll succeeds, the player may, as a reflexive action,
make a second roll to gain more detailed information (also Percep-
tion + Empathy, difficulty 7). Each success allows the player toask the
Storyreller a simple question regarding the target’s current state of
health. In the case of Cainites, the only information that can be
gleaned this way is the subject’s age ar dearh and the time since the
subject’s demise.

Having Sense Death (see below, under the Path of the Warmor)
and Sense Life grants the player an additional rwo dice for the roll to
acrivare this abiliry.

oo Biftof Sleep
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the part of the Salubri; a bir of concenmation is n\,pliml if he wishes o
knock out an unwilling target.

System: The player spends a blood point. This ability only works
on living rargets, including ghouls or Lupines. [fthe target wishes tosleep
(inordermoheal orgainneeded rest), nothing more isrequired. Hthe tanger
ssunwilling, the playerand target must engage in anressisted Willpowerroll
{difficuly 6). If the player succeeds, the tarpet sheeps. If the tanzet wins,
there is noill effect. If the player's roll botches, however, the Salubri falls
msleep as if the sum had just risen.

If the character possesses both Gift of Sleep and Momphean Blow,
the player may roll rwo additional dice on the Willpower roll

eee Healing Touch

B"F' [l'll.\ paine, LI'I.t' HJi'I.JI"II I.Ill\ !L‘.'Ll'l'l(.'\j L‘I'lﬂuj.':h .'|.|:\ ML hl.‘\ OWT1
undead “healing” processes to tum those energiesontoothers. Hestill
“bums” his own vitae as he does so, but rather than wming i
R‘l‘]t’lll.\h g I‘ WET 1.'.1““]'\J Ill?l LYATI ﬂ".".“}'l. t'll.' Ii ROLSCS 1E onat “'illl.i. onto
the target. The target feels healing warmth from the Salubri’s hands
and sees a faint, warm light from the Salubn's third eve, followed by
a rush of energy to the site of the target's greatest injury. This faculty
makes Salubri quire popular in regions plagued by bartle, and allows
a cunning Salubri to accrue quute a few owed boons.

System: The player spends one blood point for every bashing
or lethal health level to be healed, or twa blood points for every
:I}.'J:I'.i'\.'i“t\ll'lt‘ﬂ |.|.1'I Il."\'l.‘l Lo tl’]\L'i]lL".!--I.]'l'l.‘ POWET WL 1l'k"-t '|1Th|\'5:|]u]-'n
herself, so healing ageravared damage becomes much easier.
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The Salubri with this level of mastery of the Healing Path
of Valeren ean create an invisible barrier between those under
|'|'i\ CAare ar ‘I.j [hi e \I.'I 10 WIOIL Ihl dl‘ IIl{'[ll!lLlr[ll. —I_l'lt' .‘;.llu!‘[ 1 ]'I“n_“t'“‘
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cannot defend them from afar. Enemies armed with crossbows,
bows, or even hurled rocks can still attack, but none may
;i;‘pmmll closer than about four paces.

System: The player spends two Willpower points. Erecting
this barrier is a standard action, but maintaining it from turn to
tum is a reflexive action; dropping the barrier is also a reflexive
action. The invisible barrier extends to abour a 10-foot radius
r!'“|'|'| |hl‘ i'l}:]r.'ll,'tt'i, '.]l'lLI no one 1'|li[.‘\]-|JL' lll'.”. [‘lll—[ll_'l' [ﬂ'.l'.f Cross it
while she maintains the power Those within it at its creation
may leave and return, however. The barrier moves with the
Salubri: it cannot be maintained at a distance.

Those who wish 1o cross the barrier from the outside,
whether friendly or hostile, must best the character in an
extended, resisted Willpower roll (difficulty is the opponents
Willpower for the Salubri, and the Salubri's Willpower for the
opponent). The opponent may crass the barrier as soon as he
iIt'L'lH'Hl.Ili!tt'\ tIlTl,'i.' MOTe Net SucCesses Ih;lll tlu‘ Sillubrl.

eoese Theiling Spirit

Mischievous demons of madness plague many souls in the Dark
Medieval em, bur Cainites, due m their unholy nature and dastardly
activities, are among the most frequent victims of madness. By invoking
The Ailing Spirit, a Salubri can briefly drive off the demons that cause
insane firs, and bring a subject to lucidiry. This ability even works on
Malkavians (albeit temporarily), for it is said that gentle Saulot himself
was the first to use The Aliling Spirit— on his brother, Malkav. Some
Cainites—not all of them under the sway of the Tremere and their allies

~hearlegendsthar Saulotused thisability toenslave hisbeloved brother
for a time. Using this power on mortals known to be mad may attract the
attention of the local Church, so the kind-hearted Salubn is wamed
against pursuing demons of madness wo fervently.

System: The player spends two blood points and rolls
Intelligence + Empathy (difficulty 8). Success indicates that the
character has cured one of the subject’s Derangements. Failure
means she cannot try again that night, and a borch pulls the
Derangement from the subject onto the Salubri's own psyche for
the rest of the night. This ability is subject to certain limitations.
First, the character cannot use it on himself; one's own demons are
too slippery to grasp. Second, it can only be used once pernighton
a given subject. Finally, it cannot heal the permanent Derange-
n'I,L'i\t.\i\I a :ﬁ’{.l]k.l\'l:i”. Il cAan E'lTI 1\'|Lil' @ :\{it]k;l\'“"l “'”h i | -‘ll_‘lfl'll_‘l.'i
worth of lucidity, however.

eoeee o IWarding the Beast

The most damaged souls that a Salubri might come across
cannot be healed by ordinary means. Some of them show remorse, or
at least wish they had not fallen quite so far from the moral state they
held as mortals. Others are subject to incapacitating Derangements
— strange fears, uncontrollable anger, or even demonic voices
speaking to them.

The Salubri at this level of mastery can remove a subject’s soul
from its [“] |‘3"‘-!R‘II \hl.'", to comfort ;IIh.“'lt".l' L wnhln]lisu\\'n I‘\!l.]‘,'. ln
sodoing, he can even ward it against the demons that cause madness,

so that the soul will be protected against the insanity that plagued it
when it rerums to its body. The subject’s body is an automaton while
its soul is absent; it does not drop into rorpor. Responsible Salubri do
ok use I']'!i"i Eﬂ".l] Ir'.\'ﬂ'n an 'll'n“'l“ s I"‘]('fr, h]r I]‘lr‘ H]"‘]L'cl‘ic:‘l‘r[t’m a2
Hon 15 not Tt‘L[l].II'L‘\'_{.

In the case of a willing subject, the use of this power feels
I‘lt‘;l\ll['l[: [I]L' .‘\1[}‘]‘[\'1”.\ _\l.'!lll ‘\]II?.\ h'llll'l s .\l ]L'” o T}]l' “‘clr[l'lt'lﬂhhll.'l'
of a loving healer. The sensarion of being ripped from one's bady
against one's will, however, is as LII1I‘-lL‘:-L‘\.it!1I! as might be imagined.
Some Cainites liken it to reliving the first death.

System: The player rolls Stamina + Empathy (difficulty is 10
mMinus II'I.L“ HIl"]IL'L'lI.‘\ Rl.'l'd‘.l 1'.1[1:11-.:\]. w.'ml'in;.: [I'I.L“ st d\l‘f\ ot u‘;ﬂ‘k
on those with Road ratings of 1 or 0, nor on anyone on the Road of
Sin. These souls are either beyond saving (in the former case) or have
deliberately chosen a road that the Path of Healing cannot mend (in
the latrer). A failure on this roll means that the character cannot try
to use this ability until the following night; a botch means the same,
and the character also acquires one of the subject’s Derangements.

While the subject’s soul is within the character’s body, the
L'h:lr.h.'ll‘r ey t'.l]\'t‘ | I.t".’-' Lllﬂ.l."ﬂﬂ'lt achons. I':'lrbt, I'lf' [Tul'}' l't"rl'.ljf
[I'GIHHL'IIIL']“.\ l"'\' lr\lngﬂ\t ;dl.:lll.l'lj.! 2";|11|:'|! {\u'lrﬂit‘ﬁ.“l'l pi“h UE‘HL‘HIIHH
sesss); this power works normally on captive souls.

Second, he can artempt to repair the soul'’s corrosion inflicred
by the nightly unlife of the Damned. Todo this, the playerspends one
permanent Willpower point to raise the subject’s Road score by one.
Each point of Willpower spent in this fashion takes a full hour w
restore the subject’s Road. The maximum number of permanent
Willpower points that can be spent in this fashion is equal to the
character's Empathy score. However, she cannot increase the subject’s
road raring to a level higher than the sum of his appropriate Virmues
(Conscience/Conviction + Self-Control/Instinct).

The subject’s soul and his soulless body both ery our for one
another, regardless of the Salubr'’s intention toward him. Holding a
soul away from a body (be it Cainite or mortal) for more than anight
iscruel in the extreme, and should be considered a serious sin against
maost roads (especially Humaniry and Heaven). The soulless body
needs nourishment and can even be forced to move around under its
own power, but it lacks a motivating force. It is ripe for demonic (or
ghaostly) possession unless precautions are taken against that. If the
body isdestroyed, the soul knowsimmediately, and if it doesn't merely
dissipate is likely ro become a hostile poltergeist or worse.

Souls that wish to escape the embrace of Warding the Beast
must engage in a resisted Willpower roll with the player (difficulty is
the trapped soul's Wits + Empathy). If the soul eams more successes
than the Salubri, it requrns to irs body.

Path of the Warrior

o Sense Death

This ability works much like Sense Life, save that the Path
I.'l‘f- th‘ w'r!TT'i[TT concentrares ]I'.'_\‘\ on Iht’ !‘:lr'lw.'l"}; state i!f hl'.':ilf]'i
1.|'|.'¢'|.|'| on s prn)xilllll‘p’ Lo dl.':.”.h. Tlli.' \xa"ilrrlur ::“LIIUIJII SECS F.h'l.'l.]l""
bing lines of darkness like pulsing veins superimposed across the
subject’s body; the closer the subject is to death, the darker and
thicker these lines are.

System: See Sense Lite, above. Having Sense Death and
Sense Life grants an additional two dice in the Perception +
Empathy roll to activare this ability.
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K l';! ) o o MWorphean Blow
y [his ability works like Gift of Sleep, above, save that the power
| is more focused on removing an opponent from combat than on
:— E"lLl‘.'l\ll] 1g swied -
/ k i System: See Gift of Sleep. If the character has this abiliry and
i Giift of Sleep, the player may roll two extra dice in the resisted
e Willpower roll to subdue an unwilling rarger. This Discipline can be
B used in combar; the player must simply spend the blood and declare
y .‘:I her character's intent to use it before n.ﬂiu'u: to h|| i]':t' target.
o 3 o 4
L eee E‘Bl[r“lng :’.-011':[}
( ‘.}\ A Salubri's |'iﬂ|l'|‘r\'|('dj'."|.' of the bady's inner pathways of agony
: " \ allows him toindu ing pain with a touch. Nomark is left on the
: ' target’s b -aL\_,' and the prain inflicts no actual injury, but that is bitter
¥ comfort to any sinner afflicted by a Warrior Salubri’s wrath.
I i " S\'&tﬂ'ﬂ: -rl'll_' i‘.l.l".-'l‘_‘r Z'Tl"l'k]_'\ d I\Il'ﬂ l] 'rl"lin'_ —H'}L' l_'I'L.'I'I",H,'I'E_'r IMiLsE
\' touch the tanget; if the target does not wish tobe touched, the playermust
)( 5 | roll [ -\“.\'h"rlr}' +* |‘3T'.I\'\-'itt'r}'..'r.l|'\ him. [f the character makes and mamtains
E | | contact, the tpet's dice pools are reduced by two so long as the Salubri
i holds on. If he wishes o induce more agony, he may inte

— the player simply spends additional blood (each point so spent
: removing: nother twodice from the tnget'sdice pools). The tanget must
1 Stamina roll (difficuley 6 e ?

applied by this power, toavoid crying out, dic ﬂ‘m"h;] ILH‘[lh,dlhli oL

eeee Yrmorof Caine's

Warrior Salubri, in their crusades against the Baali, frequencly
invoke this power; it surrounds them with a shining halo reminiscent
of erimsonmail. The phantomarmor created by this ability protects the

Y cnusader against most sources of physical injury; italso keepshim orher
g Riseschreck due to an ongoing battle, whensuch af

T particula
' princes have nllll:d Warrior S ]ul‘n into llu | 1- ATAINS On tiw
strength of the S ability to reach this power.

S The player spends one blood point and rolls Stamina +

J Melee (difficulty 7). For each success, the chamcter gains one point of
armor protection against bashing and lethal damage, to a maximum of
_ five poins of protection. Additionally, for every rwo successes rolled,
o\ she gainsan additional die to resist Réstschreck from the effects of battle

& —

(but not fire or sunlight). This power works for one scene.

g
\l eeeee Vengeanceof Samiel
i\ _':.il['['lh.'l..il‘l:IT!L'iL'I'lT I.'hll\{l'l.'l'".c\lllil W, l-'.‘-ulni (h) hn\. e |":_111 one ol II]q_‘
f \ Salubr clan's finest warriors; he created the Path of the Warrior, and he
| raughr the clan's greates 1 L
R spirit of that long-destr
. Salubri, and guides their weapons to strike true
\’ 3 System: The player spends three blood points (which may
( necessitate building thispowerup overseveral ums, depending on the
'_, Salubri's generation ); the chamcter’s next attack autom: Iy hits its

fl P target and inflicts an additional two dice :hLlnLu_:c. Theattack cannot
\-' % I'\' th\.i:-.tnl or |:\|| L% d. :Il[Ih‘ ﬂl::ll It can |:‘1.' S hl]»'.l'tl AT ]\ Ho
)

against this blow physical anmor is halved before soak is calculated.
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With this ability, the Salubri may inflict continuing pain on a
target, much as with Buming Touch (see above). However, the
Warrior need not maintain direct contact with the target; he needs
only to brush up against the target once, and then he may apply
AgONIZINEG pain for as l N as the target remains in '-'i|__'j][.

With Fiery Agony, the Salubri has more control over the level
utp.unt|'|.;||1.hud|1-_\u-1lhIMmmuT. wich: for instance, he may create
a minor irrtant, or just enough pain to test the target's tolerances.
This ability can drive Cainites and other supemartural beings into
frenzy, and can actually kill mortals,

System: The player spends one blood point, and rolls Will-
power (difficulty 8). The character must also touch the target. If the
target resists being touched, the player rolls Dexterity + Brawl. If the
Willpower roll succeeds, the Salubri may inflict pain upon the target.
The player may levy any penalry she wishes, up to -5, toall dice pools
for two turns. A second success on the Willpower roll grants this
:L}‘illll\..' two additional tums of durati i, three successes allows the
Salubri to keep the power active for the remainder of the scene. Each
additional success beyond three allows the character to continue
using Fiery Agony over multiple scenes

Altematively, the character can inflict actual damage on the
target. This requires the |‘|;1|.'c'r o :-Tl‘m] one blood pninl per health
level of damage. Vampires and other supernatural beings heal this
damage in a single day without blood expenditure or special effort;
mortals must heal normally (the damage is considered lethal). The
victim can only escape this damage by getting our of sighr; once line
of sight between character and victim is broken, the character must
rouch the target again in order to invoke Fiery Agony.

Inflicting physical damage in such an agonizing fashion pro-
vokes frenzy, provided the target can enter such a state. Onee the
Salubri hasdone more health levelsof damage with Fiery Agony than
the victim has Willpower, the victim must immediately roll ro resist
frenzy (difficuley 6).

Gargoyles

Vyhos entered the University grounds with havely a backward glance
towerd the gate. He knew he'd find the Tremere he wanted within. It was
a heawtiful night, warm and clear, and the moon was high enough to
silhoneette the leeving faces of demonic carvings on the fagade of the library's
roof. As he took another twenty paces, he felt an eene premonition. He
shifted his showlders wmcomfortably and huarried on.

He comtimued tonvard the library, his senses sharpening as he glanced
about him. He sensed no montals nearbry, which made him all the move
wary. Closer to the bualdmg, his alermess flaved o panic as a large piece
of masimry — ane of those leermg stone momsters — detached itself and
gently glided 1o the ground i front of ham.

Gargovles have supernatural abilities unlike those of other
vampires. ( jarpoyles can barely be called Cainives ar all — they are
more like magical constructs than the damned childer of Caine.
Because the true Curse of Caine does not resonate in their veins,
neither do the blessings of vampiric nature: Gargoyles cannot leam
Disciplines from otherCainites. Instead, theirabilities come from the
surging mix of blood that fills their veins, and from rituals performed
on them individually by members of Clan Tremere.

The powers that Gargoyles have render them excellent ser-
vantstothe Usurpers. They become strong enough toliftheavy loads;
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they can fly over battlefields, guard their masters’ havens and scout
strange locales; and they grow more deadly in hand-to-hand fighting
with each passing year. One Gargoyle of sufficient experience takes
the place of a handful of a Tzimisce's fleshcrafted human and animal
servants.

The Tremere created the Gargoyles” inherent abilities to play
to the beasts’ strengths: a Gargoyle's powers rely on is Strength,
Stamina and Dexterity, and to a lesser extent on its Perception.
Gargoyles have no powers that depend on other Mental Attributes
or Social Attributes.

Purchasing Gargoyle Potvers

While Gargoyle characters start with four points to spend on
Diisciplines, just like every other Cainite, their alchemically cormupt
vitae lacks the strength to bear any proper Disciplines. Instead, aplayer
with a Gargoyle character must purchasé abilities from the list below.
Addirional Discipline points cost seven bonus points during character
generation, or a flat 10 experience points per Discipline point duning
play. Other abilities are available at the Storyteller's discretion; Story-
tellers should remember that most of the advantages available w
Gargoyles cawse gross bodily modification to the beasts. The abiliries
below can be purchased once each, unless specifically noted.

»  Fortitude (1 point per dot): The Gargoyle's flesh becomes
dense and rocky, and he gains resistance to damage just as if he
had purchased dots in the Fortitude Discipline. The player may
purchase this ability multiple times, to the character’s generation
maximuim.

*  Foulness (1 point): The Gargoyle's appearance and odor
become so vile that all those within five feer of him receive a
one-die penalty to all dice pools.

*  Gargoyle Rituals (Level 1 or 2, 1 point): The Gargoyle
has been the subject of a Level 1 or 2 Tremere Gargoyle Ritual
(see Gargoyle Thaumarturgic Rituals, below). He can receive the
benefirs of mulriple rituals, but must pay for each one separately.
The Gargoyle must be in touch with a Tremere who knows
these rituals in order to purchase this power.

*  Potence (1 point per dot): The undead musculature of the
Gargoyle expands and develops, giving him unholy strength just
as if he had purchased dots in the Potence Discipline. The player
may purchase this ability multiple times, t the character’s
generation maximum.

¢ Terrifying Visage (1 point): The Gargoyle's mien is
horrifically twisted, more akin to a leper’s or a demon’s than a
man’s. The character is considered to have the Level 2 Presence
power Dread Gaze (see Dark Ages: Vampire p. 203).

s  Extra Arms (2 points): The character gains two additional
arms, jutting out from his ribcage. He gains a two-dice bonus to
dice pools to artack, block, or parry enemies in close combat so
long as he faces more than one foe. He also gains two dice to
Hold or Clinch attempts, and can keep a foe in a Hold or Clinch
and still take action with a free arm.

s Flight (2 points per dot): The character’s wings grow wider
and stronger; see Flight, below, for more details. This power can
be bought mulriple rimes, to a maximum determined by the
Gargoyle's generation.

*  Gargoyle Rituals (Level 3 or 4, 2 points): As with
Gargoyle Riruals (Level 1 or 2) above.




Gargoyle Riruals (Level 2)
Terrifying Visage .

1

1

|

1
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2" Gargoyle Rituals (cheI Jor 4)
2 Heightened Senses

2 Talons or Claws

2 . Extra Arms

2
3
3
3

Ga:guylc Rituals (Level 5.or )

*  Heightened Senses (2 points): All of the character's senses
become finely honed; he can use the Auspex 1 ability Height-
ened Senses. See p. 176 of Dark Ages: Vampire for more details.
*  Huge Size (2 points): The Gargoyle becomes enormous,
between nine and 12 feet tall. This gives him a one-die bonus to
Intimidarion dice pools in most situations, and he also gains
three Bruised health levels (on the minus side, however.
opponents subtract one from difficulties to hit the Gargoyle in
combat),

*  Talons (2 points): The Gargoyle's fingers and toes extend
and sharpen, permanently giving him the effects of the Pr stean 2
ability Talons of the Beast.

*  Embrace (3 points): The Gargoyle may Embrace childer as
any other Cainite. The childe is a Gargoyle one generation
higher than the character; it suffers the same mind-alte ring
effects of the Gargoyle Embrace, and is in all ways the character's
vampiric childe. See p. 28 of Dark Ages: Vampire for more
details on the Embrace. A Gargoyle who does not purchase this
ability may not sire childer.

*  Gargoyle Rituals (Level 5 or 6, 3 points): As with

still move his wings for show, or in combat (a strong enough € Targoyle
could well inflicr damage with his wings, at the Stonvteller's discretion),
but the wings cannot even help him glide down from a height.
Most Gargoyles do fly, however. They must purchase dots in
Flight, as described above under Purchasing Gargoyle Powers. Each
level of Flight gives the abilities described in the flight tble.
Additional dots in Flight increase the character 5 maximimm speed
by 15 miles per hour (40 yards per um) and canrying capacity by 100
pounds, though thisamount isalways limited by the character’s Strenoth
Flight cannot be increased beyond the Gargoyle's generation limit.

Bargoyle ThaumaturgicRtuals

The Tremere use several rituals to create and strengthen their
Gargoyle servants. Storytellersshould assign the effects of the following
rituals to Gargoyle characters as befirs the needs of theirchronicle. The
Storyteller should also bear in mind, however, that the Tremere donot
have infinite resources with which to empower their servants
of these rites takes time, blood, and gold o perform. Even the rare
Tremere outside of Cearis who know of the rituals do not always have
the resources to perform all of them on a given Gargoyle (and besides,
most T remere are wary of giving a servant so much power),

(.‘iJLh

FLIGHT

Level  Effect
. Glide; the Gargoyle may fall frpm nearly any
. distance without harm. Winds strongly influence
the character’s landing spot and her Dadge pool
“drops by three dice while flying: The character can
travel roughly 15 miles per hour (40 yards per rum)
overshortdistances. Carryingmore than 20pounds
. . turmns the glide into a plummet.
*s . The Gargoyle can fly with a running (or falling)
. takeoff and carry up to 20 pounds without danger.
*  She can tavel roughly 30 miles per hour (80 yards
. per U..Iml:' over &'lsmnom, but does not have much
maneuverability. A Dexterity + Athletics roll (dif-
ficulty 8) is required for any abrupt maneuver, and
Dodge paols decrease by two dice while flying.

Gargoyle Rituals (Level 3 or 4) above. Storyrellers should note, wes The Gargoyle may take to the air ar will if she isn't
however, that higher-level riruals are rarely known and even carrying anything, and carry 50 pounds after a
more rarely performed. running takeoff if her Strength allows her to do so.
*  Horror (3 points): The Gargoyle's appearance becomes so She can travel roughly 45 miles per hour (120 yards
twisted and revolting that most people — mortals and Cainites per tumn). Her maneuverability improves some-
alike — are driven away in fear if he does not cover his face and what (Athletics difficulty drops to 5 to maneuver),
body in wrappings, a heavy cloak, robes, and so on. Those with and hér full Dodge pool is available while flying.
Willpower scores less than 6 simply cannot approach within 20 .#e%s  The Gargoyle can camry up to 100 pounds while
yards of the exposed character; thase with scores of 7 or higher flying, but still needs a runriing start if she carries
must make a Willpower roll (difficulty 7) to approach. Once a more than 50 pounds. She can travel 60 miles per
character has overcome his fear enough to approach, the hour (160 yards pér tum), and can maneuver as -
Gargoyle's appearance will not mouble him further for the rest of easily as if $he were on the ground. Her full Dodge
the night. pool is ava:]abie while flying.

i sssae Mdmmllﬁq\m?mmnﬁ:mdtakc
*5[[5] {)t directly to the air while carrying half that much.

All Gargoyles — save those created specifically to look like an ‘Hermaximum flightspeed is75 miles per hour (200

ordinary Cainite — sprout wings upon their creation or Embrace. For yards per tum). Her full M“' pool is available
the newest (youngest!) of these creatures, the wings can be merely whl]‘fﬁ\"“‘ﬂ

decorative: theydonotenable the Gargoyle tofly. A new Gargoyle can G 2 LR A, 1/
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Unless otherwise noted, the effects of the following rites are
permanent. They can only be used on Gargoyles, though they
function equally well on humanoid or animal-shaped Gargoyles.
Gargoyles who have had these rituals performed on them before play
begins {or through a Storyreller character, during play) should
purchase them as Discipline powers, as described above,

House of Tremere has more Gargoyle rituals, as well as
information on strange and hideous crearures created by the Tremere
within the mountain fortress of Ceoris. Storytellers interested in
featuring the Tremere and their servants in a chronicle may wish to
consult that book for more information.,

Feather-Stone (Level sAtual)

One of the problems that sometimes |1LH_,’I.||::~ the massive
Gargoyles, particularly when laying siege to Tzimisce fortresses, is
their weight. Those that can fly can collapse wooden floors beneath
them if they land too heavily, and those that can'tare often too hefty
to climb well. This ritual allows a Gargoyle to become much lighter
than his stony appearance would indicate.

The Tremere performing this ricual must acquire asmall chunk
of a soft, brictle, or lightweight stone (mlc, pumice, etc.) and coat it
with a small amount of vitae. The Gargoyle must crush the stone in
itsjaws; thereafter, the servant can call upon the ritual s effecrsarwill.

System: Spend one blood point in addition to the usual
Willpower toll to activate the spell. Assuming it succeeds, the
Gargoyle may invoke the effects if the player succeeds in a Stamina
+ Athletics roll (difficulty 6). The Gargoyle is then considered ro
m.-mh a fraction of what he ne ﬂ'nl:l]h.‘ does, but does not lose any of
his physical prowess. If the Gargoyle also possesses the Flight power,
activating Feather-Stone reduces all Flight difficulties by two.

Ruowthe Unnatural Beast (Level ztual)

Gargoyles mast commonly engage Tzimisce, Gangrel, and
Naosferatu in combat, all of whom are often capable of controlling—
or becoming — animals. Since Gargoyles are not created for their
discerning minds, the Tremere developed this ritual in order toallow
their troops to identify, at a glance, whether an animal is a natural
beast or a Cainite in disguise.

Preparing this ritual is fairly quick but sometimes a bother, as it
requires a small quantity of blood from a natural animal and either a
Cainite from one of the three clans mentioned above, or some other
supernatural being thar can take animal form (Lupines, for example).
Each sample must be mixed with special herbs and then fed to the
Gargoyle, who can thereafter attempt to tell the difference berween
a normal animal and a dispuised Cainite.

System: The Tremere must succeed in the rivual as usual.
Thereafter, the Gargoyle's p];l-,'{'r may roll Perception + Survival
while looking ar an animal ro tell if it isa genuine beast or simply one
shape of another being. Detecting natural animals requires success at
difficulty 5, while supernatural animals raise the difficulty w 6 (for a
Cainite using the Protean power Form of the Beast); 7 (for the
Animalism power Ride the Wild Mind); 8 (for Lupines) or even 9
(for ghoul animals).

Skin of the Chameleon (Level = Rtual)

The Tremere often use Garpoyles as guards over their havens
and favored hideaways. The creatures are stationed outside, to watch
for unwelcome intruders and, where possible, ambush them. Tothat

end, Virstania and the other Gargoyle masters of Ceoris developed
this rite, which allows a Gargoyle to slowly change the appearance of
hishide tomatch the texture and colorof objects nearby. IfaGargoyle
leans up against a building, for example, his arms, torso, and head
might begin to take on the building's hue and shading, while his lower
legsand feetmightappearmore like the grassor cobblestones beneath
him. It rakes about thirty seconds for the Gargoyle's hide to change
in this fashion.

To perform the rinual, the Tremere must acquire a set of
pigments fashioned of rare and expensive materials. He mixes some
of his own blood with these pigments, and then paints mystical
patterns on the Gargoyle's body. Some Tremere stake a thoroughly
subservient Gargoyle, to ensure that it cannot move and interfere
with rhis process; others use this rite as a test of their servant's loyalty
and willpower, and maim or destroy any Gargoyle that cannot
remain still throughout it. The rite takes 30 minutes to complere,
most of which is spent in painting.

System: This ritual can only be used on Gargoyles of 11th
generationor lower. Spend one bload point toenchant the pigments
used in the rire, and roll Intelligence + Expression (difficulty 7). Only
one success is needed. When the ritual is complete, the Gargoyle's
player can expend one blood point to change the character’s hide to
match his surroundings. In game terms, this grants an extra 5 dice to
Stealrh dice pools so long as the Gargoyle stays more or less in the
SAME area.

Defender of the Haven (Level 3XRtual)

The Tzimisce and their vile minions attack Tremere strong-
holds regularly. Sometimes these attacks come as frontal assaults;
othet foes use stealth and guile to gain a foothold within a Tremere
outpost. Gargoyles who have been subjected to Defender of the
Haven gain an instinctual knowledge of the locations of everyone
within their master's haven. In this fashion, they can coordinate
defense against a large-scale attack by directing their allies toambush
and trap invaders. They can also detect thieves or other intruders, if
they are paying attention when the thief enters.

To perform Defender of the Haven, the Tremere must prepare
aclay brick, inscribed with dozens of unes and glyphs. He then gives
the brick to the subject Gargoyle, who must crumble it with his bare
hands. Preparing the brick takes about an hour.

System: Thisrite canonly be used on Gargoylesof 1 0th generation
or lower, and requires the expenditure of one Willpower point as well as
theusualrollforthe rinual. Thereafter, the Gargoyle needs totake oneum
of concentration (and the player must spend one point of Willpower) to
armune himself to a building. After that, the player can, as a reflexive
action, roll Perception + Oceult (difficulty 7) to allow the Gargoyle to
detecteveryone within thar building, solongasthe Gargoylealsoremains
within it. A single sucoess on this roll reveals the population of the
building ro within a factor of 2 (for example, if 10 people are in the
building, the Storyteller might give the Gargoyle's player any value
between 5 and 20). [t will also tell him the location of the single largest
concentrationofpeoplein thatbuilding. Twoormaoresuccessesgiveshim
the location of every person not mystically warded against detection (via
Obfuscate or Thaumaturgy). However, the Gargoyle does not leam the
identities of those in the haven.

If the Gargoyle leaves the building, he remains attuned to it
until he atrunes to another building. However, he cannot use the
power granted by thisritual unless he is in direct physical contact with
the building to which he is attuned.
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Qteof Sorcerous Shield (Level 3Atual)

L i.nrun'_.'h':w in the service of the Tremere rr-.‘t;Uul'LLl',' find
themselves subject to hostile magics, fr
lans. The Tremere do not know much about how other
SOTOEry |.‘-1'|lt cxcept l']hll 1t hll:dhﬂh somewhat

l]Fﬁt hll!']'. rthl ]—Ihilllll lluru. — but 1111"., can

wizards of various

LCCE r]'u'lr
servants

ritual. The rite -:nuh:ml: -

of Hermetic blood magic in the

vlc'.~ essence w1rh the patte
rms the Tremere use to defend
[]lL‘[[l:\l_'l\'t:s il
protect the

inst foreign magics. In so doing, they similarly
sargoyle subject of this ritual.

System: Only one Garp wle at a time can be under the
protection of the Rite of Sor 15 Shield by a given Tremere.
Performing it takes about an hour, and generally requires that a
silver torc or necklace be placed on the Gargoyle subject. Like the

ther rites in this section, Rite of Sorcerous Shield only works
argoyles. If the ritual is
non-Tremere ma

“_r'ln' 15 [‘Tl.'lTl‘L'I‘l'-._i from
ldum, Assamite sorcery, or Setite sorcery,

coesstul, the €

as well as mortal magic) for a period of one month; the character
gains two dice to all rolls made to directly resist the effec
I The rite ca

*CLs :'ff-r!'u.'nv,' SOTCETY -

f such
it protect the yle against secondary
for instance, if a small s
d I".il'll .-Ii hf, Tht‘ ritual does NOt protect against that infermce iR
though it would protect against the initial fire.
|'u'n [ht‘ gl (s, li1r_' \Il\'-.'r mn kl;_i.u;_' Or tOrc
s its focus dissolves into an acrid mist. The rite cannor be
[[;-|['|-.r('1'l".'d (8] ;mnrhcr 1I'|L!I\'I~_|Ii.|] even if r]'n:,- nr._l._[,u_;- 15 re-
moved; removing the necklace rakes the enchanrment off of the
character, but the calendar continues to run. The necklace

ssolves after a month whether it is worn or not.

Vo Ve V. o e e e

N e, STORYTEILERS GOMPANION - .

A4 N ot

o
# ¢

yle may

from his master's

e, itisimpossible
Tht'rcﬁ e, lhl' Tn'llww
of most Garpoyles’

haven. Given the average(
or him to find shelter among mortals.
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Cangrel herit: a facet of the Protean
Discipline. The Gargoy -tof this ritual can meld with the
earth, just asmasters of Protean can. Additionally, Gargoyles can
meld with rock or stone.

To perform this rite, the Tremere prepares a clay mold of the
Gargoy e. This mold is baked over a nighr to harden it, and
| Just before ll:n\.H. The sorcerer must pay close
¢ while harden-

then sharte
attention to the clay mask; should it crack or bre:
ing, the rite is ruined and must be enact ain the next night.

ystem: This rite only works on Gargovles of 9th genera-

tion or lowerand requires | 0successes in an extended \!l'.-'1'|][-..-.\.,-ﬂ

rest \'.d:IHI-.'u[l‘. 1), rolled once an hour. A failure '"“FI‘.“ miéans
that no successes are accumulated during that hour. A borch
shatters the clay mask, destroying the rite’s efficacy for the night.

Ifthe rite is successful, the € yle can meld with earth, rock,
or stone at a cost of one blood point. The ability granted by this rite
functi as Interred in the Earth (Protean 3) in all other respects.

Lransform the Shin to Stone ( Level ~Atual)

This ritual increases the subject
Gargoyle's resistance to nearly all
forms of damage: blunt we:

ons, cutting and piercing
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attacks, Cainite teeth and claws, and even fire. It provides no
addirional protection against sunlight (for that, see Gift of the
Immabile Form, below).

Taperform the ritual, the Tremere must collect a great deal
of Gangrel vitae; it must come from at least three Gangrel, none
of whom share a sire. The virae must be o« yntained in .‘-E‘t't"i"!"'\.'
prepared clay bottles until the rite begins; at that time, the blood
is mixed in a m-p;imwll_.' enchanted cauldron and set to simmer
over low heat for three |.I1H-.l.l‘,"~ and nighrs. The propert ies of the
|,':|||l||n1t] are h[lﬂ..l('il._'n[ o Ivu‘l‘i‘ [I'Il‘ vitae from hl."lli;'l.'ll.!, evaporat-
ing, or tumning todust, though of course it must be kepr away from
sunlight and thirsty Cainites. At the end of this time, the subject
Gargoyle must consume all of the near-boiling vitae in under a
minute. If the rite succeeds, the Gargoyle becomes impervious to
damage as described below.

System: This ritual only works on Gargoyles of eighth
generanon :md lower. The Tremere t‘]'l'-ll':ll.'l‘i‘r h‘F\'T\d\' ane pomnt
of '\,"'.-":ilplm':-r_ as well as making the usual dice roll. At least 10
blood points of Gangrel vitae must be available. If the ritual roll
botches, the subject Gargoyle permanently loses one point of
Stamina (which can be bought back with experience points).

If all goes well, the Gargoyle adds one permanent point of
armor (with no corresponding Dexterity dice pool penalty), as
“-L'”. AN 1.'.|.|.]”|t'|'r|t||'|.,‘.: O l"i ine of wi \llnd Pﬂ.‘l‘ti!lfi.t‘.'_i at .1” ]]l‘lll{i\
levels. Additianally, the Gargoyle character takes half the usual
damage from fire (before soak is applied). The Gargoyle's hide
becomes considerably rockier after this rite is complete, and he
loses some touch sensation as a result (lose one die from Percep-
tion pools for rolls involving touch).

Heart of Stone (Level s Atual)

The enemies of the Tremere leamed early on that Gargoyles
were vulnerable to the usual Cainite weaknesses: fire, the sun, and a
stake through the heart. Transform the Skin w Stwone, above,
protects Gargoyles from fire; Gift of the Immobile Form, below, is a
defense against sunlight. Heart of Stone protects Gargoyles from
stakes intended to pierce the heart and immobilize them.

Performing this rire is a lengthy tsk. Over the course of seven
full nights, the Tremere pru\']dc.s the Gargoyle with a great deal of
vitae. The Gargoyle is then staked to immobilize him, his rib cage is
opened and his heart magically removed. The Tremere enchants the
heart (this “ritual within a ritual” takes two full nights), and then
retumns it to the Gargoyle’s body, around the stake. Finally, the stake
is removed and the Gargoyle permitted o heal his damaged toso

System: This rite only works on Gargoyles of seventh genera-
tion or lower. The rite itself requires only the activities described
above, and the usual point of Willpower and Willpower roll. At the
endofthe time described, the subject Gargoyle rece ivesthe following
benefits:

All damage dice pools against the Gargoyle from piercing
attacks (spears, short blades, stakes, etc.) are reduced by half before
soak is applied. Actually staking the Gargoyle requires a Strength +
Potence total of at least 7; the usual dice rolls are only made if the
artacker has that strength, and the restriction deseribed above on the
attacker’s damage dice pool applies.

@if t of the Tmmobile Form (Level s Atual)

One of the greatest of Virstania's triumphs, Gift of the
Immobile Form enables Gargoyles to circumvent the curse of God
Himself on Caine and his progeny. After this rite has been
performed, a Gargoyle can avoid taking any damage from sunlighr,
solongas he doesnotmove. Virstania herself keeps closely guarded
the theorerical underpinnings of the rite. Some Tremere occultists
believe that the metaphysical distance between the Gargoyles and
the progeny of Caine — Gargoyles are artificial creations of the
Tremere, aclan that itself became vampiric through sorcery rather
than the usual Embrace — allows sufficiently powerful Gargoyles
to evade God's notice if they just keep still.

Therite itself is simple, but cruel, and very dangerous tothe
Gargoyle subject. The Tremere master inscribes a circle a few
inches in diameter around the crown of the Gargoyle's head in
virae. At that point, the Gargoyle can withstand the power of the
sun for one hour, as long as he remains perfectly still. As a
condition of the rite, the Gargoyle must bind the power of the
virae into his body by standing in direct sunlight for that hour.
If he moves, he will likely erupt into flame and be destroyed.
Whether or not that happens, the rite fails if he moves. [fhe does
not move, the rite succeeds, and the mystical energies of the
inscribed vitae let him avoid damage from the sun ar any rime
during a given day so long as he keeps completely sill.

System: This rite can only be performed on Gargoyles of
seventh generation or lower. Unusual for a high-level rite, Gift
of the Immobile Form takes very little preparation on the part of
the Tremere. Mechanically, the ritual requires the Tremere
character to spend one Willpower point and one blood point, as
well as making the usual Willpower roll. The Tremere knows
ahead of rime if hisrite has failed, and so he can stop the Gargoyle
from continuing with the rest of the ritual. However, on a
botched roll he believes the rite has worked properly, an error
only revealed when the Tremere's trusting servant exposes
himself to direcr sunlight. Gift of the Immaobile Form exacts a
particularly high price for failure (for the subject, anyway).

To remain perfectly still for up to a minute requires the
Gargoyle's player to make a Stamina + Athletics roll {difficulry
6). Periods longer than that require Willpower rolls — the
difficulty is 8 for periods of up to 10 minutes, or 9 for any longer
stretch of time. Only a single success is needed for any of these
rolls, unless the character is caught in a particularly precarious
position — remaining still while standing on a 45 degree slope
might require two or three successes, for instance. The Story-
teller may do away with the Athletics roll for the first minute of
stillness and simply use the Willpower roll if the Gargoyle
intends to remain still all day.

If ar any rime during the day the character suffers health
levels of damage from sunlight, he cannot use the ability granted
by Gift of the Immobile Form until the following day. However,
if he soaksall the damage inflicted by the sunlight, the player may
immediately atrempt a Stamina + Athletics roll to allow the
character to become still again. This rite protects the Gargoyle
against Rotschreck caused by the sun, so long as he remains
motionless; should he move and begin to suffer damage from
sunlight, he risks Rétschreck like any other vampire.
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HbAPCER. FOUR
SCORYCELLERS

COOLKIC

Chaprer Eight of Dark Ages: Vampire contains detailed infor-
mation on the role of the Storyteller in a Dark Ages chronicle. This
chapter is intended to complement that material by providing tools
and systems thar you can use when running your chronicle, making
elements of thar task easier and quicker.

Those Lho Walk the Night

The Dark Medieval is home to a wide range of characters, mortal
and supernatural, who may be allies of the troupe’s characters, inci-
dental encounters, or their steadfast foes. This chapter contains two
types of character templates for use in a chronicle — ready-to-use
supporting characters and a series of templates for either player-
controlled or supporting characters. Also included is a list of characrer
names for the various regions of Dark Medieval Europe, together with
regional titles for the nobility.
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Supporting Cast

The following templates for supporting characrers are
not complete characters, though all have sufficient detail ro
allow their immediate use in chronicles. You can use them
d@5-15 Or lili]nl’ "}‘l'rﬂ 0O meet "i'ﬂ_l'r n(‘ﬂ_‘dﬁ, -[-h.l_' Tl..'['“[‘l}“[_'\
contain only notable traits (those with three dots or more, or
Traits unusual for the character type), to which you can add
several dots of “color” traits as you see fit.

Adding Depth to Supporting Chavacters

Though secondary to the coterie and the major Story-
teller characters, supporting characters should not be treated
simply as set dressing. As mentioned in Chapter Eight of
Dark Ages: Vampire, adding a few personalizing rouches ro
each SUppOoTTing character turmns them from two-dimensional
cutouts into illIEI".' HL‘I.IJ_EL'L{ i,'h'rif:lc{'l;"rﬁ \t'lth Ii\':_‘\. of ||'.1_-|r own,
giving depth to the chronicle.

These finishing rouches need not be extensive —
cerrainly not as detailed as the questions found on page
124 of Dark Ages: Vampire — but even a few minor
touches can turn the supporting character from a cipher
into a “real person.” Unlike major supporting characrers,
where the fine details and motivation are created in
advance, you often need to improvise when creating
minor supporting characters. This isn't to say thar the
character’s “life” in the chronicle is limited to that one
appearance; in fact, you may find it worthwhile to note
down these derails for furure reference. After all, who
knows when the “nosy fruir seller on the Rue de Rivoli"
will become “Angelique, the sharp-tongued bur knowl-
edgeable hag,” one of the characters’' Contacts!?

The depth and breadth of character detail is at your
discretion, but here are some things to consider:

* Physical description: This element is often more
important than a name for the character. The players may
not ever discover the character’s name, but will definitely
know what she looks like, her age, the quality of her
clothing, and so forth. You can make these things minor

ABILITIES

SUPPORTIN(

(X he support
o~ e supporting
L‘-)-'n!'.. the Abilities 1

SIOMNS ||_._|'..'. ever, Storytellers may assume that r||._.

vant to their profes
possess other, relared Abilities, These can vary wildly

OMIMErce n are ideal for a crafts
man, w ||i|1_' ]..'I..r:l-:'l e and | !1'.||‘l|'. \.\. |--,|.-:|| ATe more

te for a guardsman — but listing every such

VIOT ¢ !'lI-'||||': e Is restracron l.'-II'I-! Illll ractn
l|'||l '\'\.in'||- vEeTr A
Il re
L the template,
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Instead, ne sUpporting

chan I nee ant to his profes-
sion or status but not inclu e has

derails, or design them to artract attention. For example,
a blonde, pale-skinned warrior in Iberia stands out more
than one with dark hair and swarthy skin, and so may
prompt the characters to ask questions.

» Attitude: Is the character passive? Surly? Vivacious?
Nosy? Dioes she seek to ingratiate herself with others? Is she
angry at the world, or with a particular group!

* (Quirks and Mannerisms: s the characrer native
to the area! Does she have an accent? Does the character
have any notable physical or linguistic quirks? A stutter!
A nervous tic!

* Name: Names are a useful hook if the character is
intended to play an ongoing role in the chronicle, but less
important if the character will make only one appear-
ance. The tables later in this section provide a selection
E— 1[1‘,' no means l'.\'l'“!llf\l e l"‘i names k“‘,,' 'rt_'glll\n_

* Motivation: Though motivation is more mpor-
ant 1o lTliljﬂr Hupr‘nﬂinﬂ Chi'lri'i\:f:.‘f"-. minor characters
who become regular fixtures in a chronicle may nonethe-
less have their own reasons for acting. These may be as
simple as a stall-holder wishing to sell his wares so that his
family can survive, or a tavern wench who seeks to
improve hcrpl;m' in the world. You may also opt to assign
the supporting character a Nature and Demeanor from
Chaprer Five of Dark Ages: Vampire.

Creating New Templates

Storytellers who want to create new supporting char-
acters for chronicles may use the templates in this chapter,
modifying them as needed, or may start afresh. The
system presented below mimics the full characrer cre-
ation system found in Dark Ages: Vampire, butsimplifies
the process to better suit the speedy creation of minor
characters. Storyteller characters produced in this man-
ner are notably weaker than those produced by the
standard character creation system, as they lack a full
range of Traits.

* Character Type: Select a supporting character
ype appropriate to the concept. There are two mortal
groups, everyday and notables, and two supernatural,
ghouls and Cainites. The character type determines the
number of bonus points available to the supporting char-
acter and her access to Advantages such as Backgrounds
and Disciplines.

* Attributes: Each Artribute .ullnm.i[i{a]h' has a
rating of two dots. Depending on the supporting charac-
ter type, additional points will increase these values (toa
maximum of 5). You can, at your discretion, reduce an
Attribute to one and add a point to another Attribute.

» Abilities: Each supporting character starts with
berween three and eight Abilities, each with a value of
two dots. As with Attributes, you may choose to raise one
Ability to three and drop another to one. Exceptional
characters may have one Ability at four dots.



STARTING TRAITS FORSUPPORTING CHARACTERS

Character Attributes Abilities
Everyday mortal +0 3
Norable mortal — +0 4
Ghoul +3 ' 6
Cainite T 8

* Potence only
** Clan disciplines only

* Backgrounds: Depending on type, the supporting
character has points to spend on Background options.
Some, such as Generation and Herd, are applicable only
to Cainite characters. Others are suitable for mortal
supporting characters, though Storyrellers should take
care to match Backgrounds to the character concept. No
Background may have a value higher than 4.

* Disciplines: Supemnatural supporting characters as-
sign dots to one or more Disciplines. Ghouls may only
purchase Potence, while Cainites can only choose Clan
Disciplines. No Discipline starts with a value higher than 3.

¢ Virtues: Select Instinct or Self-Control, and Con-
science or Conviction for the character. All Virtuesbegin
with a value of 2, though as with Artributes, you may
choose to reduce a Virtue to 1 (no lower) and add a point
to another Virtue.

* Willpower: Mortals and ghouls begin with 3 Will-
power; Cainites begin with 4.

* Blood Pool: Roll one die to determine a Cainite
character's starting blood pool.

* Generation: All Cainites are 12th generation
unless modified by the Generation Background.

Erperienced Supporting Characters

The supporting character templates given here are
the base-line versions of each type, representing the
lowliest and least powerful form of the character. If you
“JHE'I, [O use a more [HF\\'L‘r[lII VEersion, ‘l.'h'lll can {.'n]‘h“‘ll € |l'lt.‘
basic template by adding points to the various traits.
Storytellers may determine the exact number of points;

Backgrounds  Disciplines
1 dot None

2 dots None

4 dots 1 dot*

8 dots 4 dors**

the following are suggested as guidelines, added as the
Storyteller desires to the relevant traits,

F”r i | Hll‘r",’Tl']It'r l'}hlr:"ll. rer 1[1[!.'11\.[1.‘\! (4] !‘ll.l!,' i !ILI]!’“’
role in a chronicle, the complete Dark Ages: Vampire
characrer creation system is more appropriate to develop
a well-rounded character, with a full range of Artributes,
Abilities and Advantages.

Everyday Wortals

Everyday mortals are the common folk of the Dark
Medieval, the serfs, peasants and freemen who eke our a
meager existence. They are ubiquitous and often discounted
by their “berters,” which can be both a boon and a curse.

Craf tsman

The lifeblood of towns and cities, craftsmen span a wide
variety of professions, from carpenters and leatherworkers
to bakers and brewers.

Attributes: Strength 2, Dexterity 3, Stamina 1, Cha-
risma 2, Manipularion 2, Appearance 2, Perceprion 2,
Intelligence 2, Wits 2
Abilities: Alerrness 2, Crafts 3, Eriquette 1
Backgrounds: Resources |

Conscience 2, Self-Control 2, Courage 2

Willpower: 3

Farmer

In the Dark Medieval, the rural way of life predominates
.|['|.\I l;ir]"l.'lL'T‘F dare [I'N.' mMmost numerous l1t. rht' ]l'.lnL".

TRAITS FOREXPERIENCED SUPPORTING CHARACTERS

Character Attributes Abilities
Experienced Mortal +2 dots +2 dots
" Exceptional Mortal +3 dots +4 dots
- Experienced Ghoul +2 dots +3 dots
Exceptional Ghoul +3 dots = +5 dots
Experienced Vampire +3 dots +4 dots
Exceptional Vampire +5 dots +7 dots

* At least half must be in Potence
** At least half must be in Clan Disciplines

s CHAPFTER FOUR -
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Backgrounds  Disciplines Generation
+1 dots 0 NJA

+2 dots 0 N/A
+1dots +1 dots* N/A

+2 dots +2 dots* N/A

+2 dots +3 dots** 10th

+3 dots +5 dots** 8th
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Attributes: Strength 3, Dexterity 2, Stamina 2, Cha-
risma 2, Manipulation 1, Appearance 2, Perception 2,
Intelligence 2, Wits 2

Abilities: Animal Ken 2, Ride 2, Hearth Wisdom 2
Backgrounds: Allies | (family)

Conscience 2, Self-Control 2, Courage 2

Willpower: 3

Tavern Server

Be it a buxom wench or a strapping lad, a ravern server is
often a mine of informarion.

Attributes: Strength 1, Dexterity 2, Stamina 2, Cha-

risma 3, Manipularion 2, Appearance 3, Perception 2,
Intelligence 2, Wits 1
Abilities: Alertness 2, Empathy 2, Subrerfuge 2

Backgrounds: Contacts |

Conscience 2, Self-Control 2, Courage 2
Willpower: 3

Cutthroat

For every kine who works hard to get on in life, another

seeks to live off the blood and sweat of others,
Attributes: Strength 2, Dexterity 2, Stamina 2, Cha-
isma 2, Manipulati 2. A arance 2, Perceprti )
risma £, Manipulation 2, Appearance 2, Perception 2,
Intelligence 2, Wits 2

Abilities: Larceny 2, Melee 2, Stealth 2

Backgrounds: Conracrs |

Conscience 1, Instinct 3, Courage 2

Willpower: 3

Entertainer

FT(‘II’H‘[ favern musicians to court 'iL"\tﬁ'T\. L'[ltt'rti—li['[l._'!'!'i are a
feature of all levels of Dark Medieval sociery.

Attributes: Strength 1, Dexterity 3, Stamina 1, Cha-
risma 2, Manipulation 2, Appearance 2, Perception 2,
Intelligence 2, Wits 3

Abilities: Eriquerte 2, Expression 2, Performance 2
Backgrounds: Allies 1

Conscience 2, Instinct 2, Courage 2

Willpower: 3

City Guard

Charged with mainraining order in towns and ciries,
guards have rudimentary martial training but lack the
experience of soldiers.

Attributes: Strength 3, Dexterity 2,
risma 1, Manipulation 2, Appearance 2, Perception 2,
Intelligence 1, Wits 2

Abilities: Dodge 2, Intimidation 2, Melee 2

Stamina 3, Cha-

Backgrounds: Allies 1
Conscience 2, Self-Control 2, Courage 2

Willpower: 3

Levy Bowman

Crossbows and longhows convert a peasant levy into a
deadly fighting force.

Attributes: Strength 2, Dexterity 3, Stamina 2, Cha-
risma 2, Manipulation 1, Appearance 1, Perception 3,
Intelligence 2, Wits 2

Abilities: Dodge 2, Archery 2, Crafts 2
Backgrounds: Allies |

Conscience 2, Self-Conrrol 2, Courage 2

Willpower: 3

ANotable Wortals

Notable mortals are those who, as a result of birth or
their own hard work, stand our from the masses. They have
knowledge, skills and advantages not available to lesser

characters — though the price of their services may be high.

Scholar

Men of letters study a wide range of subjects, including
theology, astronomy, and the reachings of the ancients.
Attributes: Strength 1, Dexterity 2, Stamina 2, Cha-
risma 2, Manipularion 2, Appearance 2, Perception 2,
Intelligence 3, Wits 2

Abilities: Academics 3, Law 2, Occule 1, Theology 2
Backgrounds: Contacts 1, Mentor 1

Conviction 2, Self-Control 2, Courage 2

Willpower: 3

Wise Woman

.\';-HI“L‘ L':it! I'il’r “'Lll.'h. t‘fl'it.'r\ WISEC WOIman,; many go to hl;_‘[

-~

tor T'Ill‘l.fll'll'!l'?i .lﬁl{ il;l\'[{'l'.




Attributes: Strength 1, Dexterity 1, Stamina 1, Cha-
risma 2, Manipulation 2, Appearance 2, Perception 3,
Intelligence 3, Wits 3

Abilities: Empathy 2, Hearth Wisdom 3, Intimidation 1,
Medicine 2

Backgrounds: Contacts 1, Influence |
Conscience 2, Self-Control 2, Courage 2

Willpower: 3

Noble

Numerous tiers of nobility provide Dark Medieval sociery
with Iu';ulc'ra'ﬂp — or think they do.

Attributes: Strength 2, Dexterity 2, Stamina 2, Cha-
risma 2, Manipulation 2, Appearance 2, Perception 2,
Intelligence 2, Wits 2

Abilities: Eriquerte 3, Expression 1, Leadership 2, Lin-
guistics 2

Backgrounds: Influence 1, Retainers 1

Conscience 2, Self-Control 2, Courage 2

Willpower: 3

Wercenary Footman

Hardened by wars and skirmishes, mercenaries know how

to fight by the rules — and when to fight dirty.
Attributes: Strength 3, Dexterity 3, Stamina 2, Cha-
risma 2, Manipulation 1, Appearance 1, Perceprion 2,
Inrelligence 2, Wits 2

Abilities: Brawl 2, Dodge 2, Melee 3, Survival 1
Backgrounds: Allies 1, Conracts 1

Conscience 2, Self-Conrrol 2, Courage 2

Will power: 3

-‘-: .= = ——--\K-—-—-—‘—*\ « CHAP o’ 'y
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Rnight

Mounted troops, synonymous with nobility, provide a
decisive edge on the bartlefield.

Attributes: Strength 2, Dexterity 2, Stamina 2, Cha-
risma 2, Manipulation 2, Appearance 2, Perception 2,
Intelligence 2, Wits 2

Abilities: Etiquette 2, Leadership 2, Melee 2, Ride 2
Backgrounds: Allies 2

Conscience 2, Self-Control 2, Courage 2
Willpower: 3

Trader

Part merchant, part diplomar, the traders of the Dark
Medieval are a source of goods and news.

Attributes: Strength 2, Dexterity 1, Stamina 2, Cha-
risma 2, Manipulation 2, Appearance 2, Perception 2,
Intelligence 2, Wirts 3

Abilities: Commerce 2, Etiquerte 2, Linguistics 2, Ride 2
Backgrounds: Contacts 1, Resources 1

Conscience 2, Self-Control 2, Courage 2

Willpower: 3

GBhouls

Bound and fortified by the vitae of their masters, ghouls
are free toact by day and night. They are the principal agents
of Cainites who seek to influence mortal affairs.

Aaed Castellan

Managing the domain by day, the castellan is as accom-
plished as he is loyal.

Attributes: Strength 1, Dexterity 2, Stamina 2, Cha-
risma 2, Manipulation 4, Appearance 2, Perception 3,
Intelligence 3, Wits 2

Abilities: Alertness 2, Dodge 1, Etiquette 2, Intimidation
2, Law 2, Seneschal 3

Backgrounds: Allies 1, Contacts 2, Influence 1
Disciplines: Potence 1

Conviction 2, Self-Conrtrol 2, Courage 2
Willpower: 3

Cat's Paw

When you want to manipulate the situation through
someone completely trustworthy, the cat's paw is the
perfect rool.

Attributes: Strength 3, Dexterity 2, Stamina 2, Cha-
risma 2, Manipulation 2, Appearance 2, Perception 3,
Intelligence 2, Wits 3

Abilities: Alertness 3, Dodge 3, Etiquette 3, Melee 3,
Stealth 3, Subterfuge 3

Backgrounds: Allies 2, Contacts 2

Disciplines: Potence 1
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Conscience 2, Self-Control 2, Courage 2

Willpower: 3

Cainites

Masters of the night,
Medieval life, from ashen thieves lurking in woods and sewers
to mighry lords influencing affairs from behind the scenes.

Cainites run the gamur of Dark

dnformation Broker

:'Bkull»:m;_: in the .\||:ulnu'n1 the information broker knows
the secrets of the mortal and Cainite worlds. Remember
though, that anything he offers is quid pro quo.

Clan: Nosferaru Generation: 12th Read: Humanity ( Path
of Vigor)

Attributes: Strength 2, Dexterity 3, Stamina 2, Cha-
risma 2, Manipulation 4, Appearance 2, Perception 4,
Intelligence 3, Wits 3

Abilities: Academics 2, Alertness 2, Dodge 2, Empathy 1,
Law 2, Linguistics 2, Stealth 3, Subrerfuge 2
Backgrounds: Allies 1, Contacts 3, Herd 1, Resources 2,
Status 1

Disciplints: Animalism 1, Obfuscare 2, Potence 1
Conscience 2

Willpower: 4

, Self-Control 2, Courage 2

Ashen Crusader

Faith plays a role in the unlives of many Cainires.
take the Cross because of it, or for political ends.
Clan: Brujah Generation: 10th Road: Kings
Artributes: Strength 4, Dexterity 3, Stamina 4, Cha-
risma 3, Manipulation 2, Appearance 2, Perception 2,
Intelligence 2, Wits 3

Some

Abilities: Brawl 2, Dodge 2, Intimidation 2, Leadership 2,
Linguistics 2, Melee 2, Polirics 2, Ride 2

Backgrounds: Allies 2, Conracrts 1, Generarion 2, Herd
1, Retainers 1, Status 1

Disciplines: Celerity 1, Potence 1, Presence 2
Conviction 2, Self-Conrrol 1, Courage 3

‘L‘C"I"Pl wer: 4

Heretic Priest

(Cainires gravitate toward the centers of power, and in the
Dark Medieval none is more powerful — or far-reaching
— than the Church.

Clan: Lasombra Generation: | 2th Road: Night
Attributes: Strength 2, Dexterity 2, Stamina 2, Cha-
risma 4, Manipulation 4, Appearance 3, Perception 3,
Intelligence 3, Wits 2

Abilities: Dodge 1, Empathy 2, Expression 2, Leadership
2, Linguistics 2, Occult 2, Politics 2, Theology 3
Backgrounds: Contacts 2, Domain 2, Herd
1, Retainers |

2, Influence

Disciplines: Dominare 2, Obtenebration 1, Potence |
Conviction 3, Self-Control 2, (

Willpower: 4

Courage |

Wagus

Whether a mortal practitioner of the arts, embraced by the
Clan, or one who learned Thaumaturgy after becoming a
Cainite, the magus seeks knowledge and power.

Clan: Tremere Generation: 12th Road: Kings (Path of
the Vizier)

Altnhute-.. Strength 2,
risma 2, Manipulation 3,
Intelligence 4, Wirs 4
Abilities: Academics 3, Alerrness 2, Crafts 1, Herbalism
2, Intimidation 1, Linguistics 2, Medicine 2, Occult 3
Backgrounds: Allies 1, ( Herd 1, Mentor 3,

Resources 1

Dexterity 2, Stamina 2, Cha-

Appearance 2, Pcru*["lu n 4,

ontacts 2,

Disciplines: Auspex 1, Dominate 1, Thaumarturgy 2

Conscience 1, Self-Conrtrol 3, Courage 2

Willpower: 4

Porwer Behind the Throne

Domain is important to Cainite and mortal alike, bur is
the lord truly the leader of his lands!?

1 1th Road: Kings
Attributes: Strength 2, Dexterity 2, Stamina 2, Cha-
risma 3, Manipulation 4, Appearance 2, Perception 3,
Intelligence 4, Wits 3

Abilities: Alertness 2, Dodge 1, Emparhy 2, Eriquerte 3,

Law 2, Leadership 2, Politics 2, Seneschal 2

Clan: Ventrue Generation:

Backgrounds: Allies 1, Conracts 2, Domain 2, Genera-
tion 1, Influence 2

Disciplines:
Conviction 2, Self-Conrrol 2, (

Willpower: 4

Dominate 2, Fortitude 1, Presence 1
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Names and Titles

Naming characters — players' and Storyteller's — can
often be a problem, particularly when attempting to remain
true to the setting. Some modern names have their origins in
the medieval era, bur many do not. Depending on locale and
background, names such as Christopher, Claire and Giles
can be appropriate to the Dark Medieval, but Jo, Buffy and
Marty certainly aren't. The following sidebars present a
selection of authentic names, grouped by language, that
players and Storytellers can use to name characters or to
provide inspiration.

Surnames

The modern concept of surnames is unknown in the
Dark Medieval, but most characters — commoners as well
as nobles — add a second part to their names. In the case of
commoners, these likely relate to their occupation — Tan-
ner, Cooper, Wood and so forth. Examples include William
the Smith or Johannes Fleischer (butcher in German).

Diﬁllllgu::«hmg features or characteristics also serve as
inspiration, either descriprive or ironic, for second names in
the same manner as nicknames. John Little — the giant of
the Robin Hood legends — is a classic example, but others
include Rosamund “the fair,” Ekaterina “the wise” and
Angus Bullneck. Nables too can receive such nicknames, as
typified by Richard Coeur de Lion (the Lion-Hearted), John
Lackland and Edward Longshanks (long-legged).

Some cultures — notably those of Scandinavia and the
Levant — utilize genealogy (usually patronymic) in their
second names. Olaf Sigurdson is Olaf son of Sigurd, while
Astrid Gudmondsdotrir is Astrid, Gudmond's daughrer.
Similarly, a Muslim called Ahmed ibn Mahmud is Ahmed,
son of Mahmud, while Halima bint Musa is Halima the
daughrer of Musa. More details of Muslim naming conven-
tions appear on pages 152-153 of Veil of Night; pages 67-68
of Wolves of the Sea provide a brief overview of Scandina-
vian names.

Some commoners use location-based second names
{known as toponyms). Examples of these include Simon of
Newark, Isabella of Anjou, or Wolfgang Zumwald ( Wolfgang
L'll- Zl]l'['l I‘{Frl_'h']. l_l.l(_"r“ ll]I'l’lTri.\l_'lJ .\‘:L'l“hid names are most
common to the nobility, and usually refer to their holdings
(or I'I'r'ilhiil\lll holdings, in the case of major figures). Eleanor
of Aquitaine, Martin of Lyon and Simon de Montfort are
good examples of noble toponyms.

Players and Storytellers familiar with the relevant lan-
guages may give their characrers added flavor by using
appropriate wording—for example, substituting the French
particule “de" for*'of,” as demonstrated in Simon de Montfort,
or using native words, as with Johannes Fleischer.

MWortal Titles

Titles are a vital part of the social stratification of the
Dark Medieval. They are inextricably linked with the feudal
structure, denoting the bearer’s rank, power and lands.

Specific titles vary from region to region, but generally fall
mnto Ii“.' "l\'L' 11]'\,:‘.1.,] L’:lll.'ﬂt'l‘rlc!‘ l“l'l'ﬂ]k\i }_‘ﬂ’lt}“'. }"{]r"'lh l'll-
address are noted for each, as are key regional variations.

In general, Cainites care little for mortal titles; their
own vampiric equivalents reflect their lordship of the night.
Many of these Cainire ritles use the same nomenclature as
those of mortals, but reflect considerably different areas of
influence and importance, as outlined in Chapter One of
Dark Ages: Vampire. Care should be taken not to confuse
the two. For example, in mortal society, baron is the lowest
true rank of nobility, while in the Cainite Court of Avalon,
Mithras' principal subordinates — equivalent to mortal
dukes

= Knight: Knights form the bulk of the nobility, usually
receiving a fief (a manor, farm or other small land grant o
support their family) from their local lord in exchange for
military service. Knights also form a lord's retinue, usually
referred to as bachelor knights (bas chevalier). Knights are
addressed as “sir.” Regional variations include chevalier
(France), ritter (Germany), caballero (Spain ) and ritsar (Rus-
sia).

are referred o as barons.

* Baron: The barons are the first true rank of nobility,
often wielding power over a large swathe of land, which they
often sub-let to their knights. The barons in turn hold the
land from their superiors. Barons are addressed as “your
Exl:ﬁ:lil_'[’t:}'_" ﬂl{' (]L'I'l'll'rl['l 'l[lt‘ llr frl‘;'lh‘l_']"r 15 L'Llu]'\"dll'n[ | (8]
baron.

® Count: The middle strata of the nobility, counts hold
their lands directly from the king and are the principal lords
of their regions. Their power is circumscribed by the laws of
the land, however, and restricted to administering low
justice (non-capital crimes involving common folk). Like
barons, counts are addressed as “your Excellency.” Regional
variations include earl (England) and graf (Germany and
Russia).

* Duke: The most powerful noble rank except for
K"‘E_Iq:_”"lr‘url i, Lilll:l..'.‘\ \\.“ll.'tlj mmecnsc l‘l]“'l."r.\. [[] sOome re-
gions, most notably France, the power of the dukes has
rivaled and in some cases exceeded that of the monarch. The
holdings of some counts may exceed those of a duke, but
many dukes are entitled to administer high justice (cases
involving a noble, treason, heresy and the like). Dukes are
addressed as “your Grace.” The Eastern European title of
voivade is roughly analogous to duke, but in many cases isan
elected post.

® King: Nominally the ruler of the land, and thus the
person from whom all landholdings and powers descend,
kings wield immense influence. Their power is restricted,
however, by the need to keep lesser nobles in line (as
demonstrated by the Barons' Revolt against King John of
England and the resulting Magna Carra) and the influence
and of some dukes may equal or exceed that of the monarch.
Kings are addressed as “your Majesty.” Regional variations
include roi (France ), konig (Germany ), emperor (Germany),
and czar or tsar (Russia)
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ANGLO-SAXON NAMES Phillip (Philippe) Louise
S Richard Lucy (Lucie)
:‘::;clm 3 i"“:l‘ .. Robert Matilda (Mashilde)
AatEatll Afdiva f}uﬂcr Margarer (Marguerite)
Alfred Brigit Simon Martha (Marthe)
- i ; Stephen = Melisande
Derchug 3 Cy'.aneh Thomas Rosamund (Rosamonde)
E:ean;ﬂﬂ fdich Walter Therese
Ed:’:r . :::::3 Williama {(.‘:ujlinumc} Yvonne
Godwin « Godeleva GERMAN NAMES
| Harnld Gunnilda Mide Vil
ll:]lengtst 4 Hawis . Albrecht Adele
_cre'war H? resuid Bernard Birgit
Horsa H'ld.a : r Christoph Brunhilde
Offa . Runild - e Dijeter Carla
Qsbert Emil Dagmar
Radwald & . - Eugen Edith
Ringer, Felix Elke
Sabert Franz Gudrun
Thrydwulf Friederich Hedwig
; Uﬂa. ; Gunther Ingrid
Warin Gustav Karin
Wolfhere s + Heinrich Krista
Wymer i ' - Jans Lena
FRENCHAND NORMANNAMES gy Ll
French version appears in paren.thses:. Klaus Mrgarethe
Male ST Leopold ]\-Ié.ll'llit‘
Adhm R Markus Mathilde
i R Matthias Rosamarie
Baldwin (Baudouin) - Alice ’-C.-rm ?Hblut
Bartholomew Agnes T[‘h;u _ :Tm "
Christopher (Christof) Beartrix (Beatrice) ' \,‘1 a :}IE::
. Edvrard } Christiana (Christiane) vl l::r T: _l
Eustace Cecilia (Cecile) oL 5 _
Francis Eleanor (Aileanor) Wurrlll:r Therese
Geoffrey * Emma Wolfgang Ue
G Efiennd Xavier Ulrike
Henry (Henri) Genevieve % ITALIAN NAMES
Hugo (Hugues) .Helen'(Helene)
John (Jean) Isabella (Jsabelle) B Male Femal.c
o Bty Alberto Agnesina
Maress Jouthic Alessandro Anna
Michael (Michel)  Juliana - ;‘:;‘;‘;E‘ f,:‘:‘:;.l
Nicholas Katherine B-;:l:l:l.'ll":lh L;:‘Illi.'{ E ;
Peter (Pierre) Laurenre S .
g L Cristiano Donata
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% - e
Ensico Bltiabeta SCANDINAVIAN NAMES
Frederico " Gerita = .. Male g Female
Giacomo Gianeta . Asgeirr | Aesir
Giorgio Helena Bjorn Alouf
Giuliano Lucia 4 : Brand ¢ o ciAaTrid
Leonardo . Magdalena Einarr Brynhild
Lorenzo Maria Flosi : “Dalla .
Marco . Marte Grinlr Dis
Michael Pasqualina !‘lEIE'i * ; Groa
Nicolo : Penina Hroaldr . Gudrun
Palmerio « Thomasina Keril G.Uﬂﬂhiid
Paolo Oddr ., l‘ialla’ q
Raffiane . i Olaf _ Hallbera
Thomaso Fadie Ormr Helga
Uberto 'REf? ! Hlif
Vendramino Snorri Kolfinna "« -
Vuufuum . - I - Stein Jorunn
Vito b ' Thordor Orkatla
Zilo Thorkell l Rannveig
Thorstein Salgerder
SLAVIC NAMES uUlf Sigrid
Male Female Wolfram+ . Thuridir
 Aleksei Akulina -‘l-'ngvildr " Thordis
Andrei i Anastasia ! Ky ~ Vigdis Unn
Boris Anna e
Dmicrii . Dominka SPANIS.H NAMES
Drozd Ekaterina o Male ‘ Femile
Fadar Blindeth ' Alfonso - Aldoriza R
Georgi Feodosia $ Alvar Bearriz :
" Grigori « Fekla Antonio Constanza
Ivan Fevronia - Diego ' Elyira
lakov L_';Imia[a Domingo Ermendarda
losef L] lrena y FBF, ildo « Eva
Maxim luliania Ferdjn_and Ildaria .
Michail Kristina ; Carcia . Ines - B
Myca Martha Gonzalo Isabella .
Nikira .Maria | . Jorge . . _ Lucia
Pavel Melania " Juan Lupa
Radoslav _ Nezhka ¥ - Martin Maria
Sbyslav " Pelagia / ~ Osoro Mayor
Sidor* Tatiana Y Pedro : Patemna 1
Stepan Yarvara + Phillip Sancha
Vasili e Ramon . Theresa
Vladimir ~ ., ) Salvador Toda
Zavid Sancho - . Urraca
: " Velasco
¥
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Personalizing Paths

The roads given in Dark Ages: Vampire (and here
in the Storytellers Companion) present Hierarchies of
Sins to indicate the offenses that would give the Beast a
foothold in a character's soul. However, road and paths
are mutable things, and sin often varies from one Cainite
to another, even on the same road. The ﬂl“:m‘mg guide-
lines and systems allow players and Storytellers to
customize an individual character's Hierarchies of Sins.

Storytellers note: These rules are meant to enrich a
player's experience of her character’s journey down a
road, not to provide an easy out for mass mayhem. You
may veto any changes to Hierarchies if they seem too
permissive or out of place on the road (or for that particu-
lar l.'I'i'r!TrIL'tL‘T:'_

Hierarchies of Sins

Each road has its own Hierarchy of Sins. As ex-
plained in Chapter Seven of Dark Ages: Vampire, major
sins are actions that violate the principles most basic to
the road (principles that any follower should consider
innate behavioral tenets), while minor sins are more
difficulr ro avoid.

In particular, each Hierarchy of Sins is arranged thusly:

* Minor Sins: Sins ranked 10, 9, and 8 pertain to
obscure tenets of the road. A modern Christian might
place “Not going to church every Sunday” at this level.
Circumstances might conspire to force a character o
commit these sins, or he mighrt simply forget or have other
priorities. Only Cainites who are extremely far along on
their roads need concern themselves with these sins.
Minor sins are the most likely to change based on an
individual character’s beliefs.

* Basic Sins: Sins ranked 4 through 7 on the
Hierarchies define nightly behavior for a “pious” Cainite.
A modern Christian might list “Commirtting adultery” ar
the lower end of basic sins, while “Speaking in an unkind
manner to others” would be a higher-level sin (thar is,
harder to avoid but still important). While these sins can
change to reflect an individual Cainite’s proclivities, they
are fairly intrinsic to the road's beliefs. The Storyreller
should make sure that any sins in this caregory are sins
that the character will find it a struggle to avoid.

* Major Sins: These sins breach the prime renets on
which a road is based. A modern Christian would prob-
ably list *Murder” as a major sin. These sins should change
rarely, as doing so changes the focus of the road too much
for it to be considered a simple offshoot. As with every-
thing else, however, changing major sins is at the
Storyteller’s discretion.

Systems

Adopring a path — which is essentially the same as
changing the Hierarchy of Sin on one’s road — is similar

— e e —— .

to changing roads, but not nearly as extreme. The Story-
teller decides when a character can begin this process, but
asa general rule, the character must be an adherent of the
road (i.e., she has experienced a moment of truth) and
must have a Road rating of 6 or better. No character can
alter the sins of her road without n.'.h_'iul:;.: that level of
understanding. For example, a character with a Road
rating of 5 cannort alrer any sin rated 6 or higher — she
simply doesn't possess the necessary insight into the road.

The player must describe what changes to the Hier-
archy of Sins she feels are appropriate to her character.
Look carefully ar the existing Hierarchy and decide if the
changes would alrer the road roo drastically. For example,
acharacter on the Road of Sin who bases her path around
inflicting pain on others might change the sin “Failing to
indulge a new desire” to “Failing to inflict pain whenever
I\L?h.‘iil‘]i.'.“ TI”‘.‘\ L].lhEi['l'. ton 1s hlll"lll.'. .I"l! .\Illi“'l.'-l.‘-ﬁh.'\ Thl‘
character's own beliefs. However, the character should
not be allowed to alter the sin “"Encouraging virtue or
aiding agents of virtue,” because the belief that virtue is
a l.'l]‘il,‘}'ﬁ(“ 'lkl | (8] 1"1,' l._'l'rl'l'lhilrl,'t] 15 INEnnsic to [l"ll." Ti ":hj. \x"'hl,"n
in doubt, use the Erhics of the road as a guideline.

IT‘ '_\'1 Ml ﬁr‘!“'TI]'\'L' [Ill.' L'Il;il'lj_f{.'?ﬂ_ ll'll.' ]‘!.ix_'l'r st l‘L‘L’lll o
work them into her characrer’s nightly routine. Ar first,
this involves avoiding both her chosen sin and the sin
already listed in the Hierarchy. She must understand
where she is coming from, spiritually speaking, and where
she wishes to go before she can step off the road onto her
own path. This process continues until the character
experiences a moment of truth (usually by studying with
a4 mentor or .l\\ same TL'!.IIR'\I momentous event }. At '-\.'t]ll,'}]
point the player must roll the character's Road rating
(difficulty of 10— the level of the sin she wishes to change,
minimum 3). Success indicares that the characrer has
changed her moral outlook, and the original sin no longer
holds value. However, her new sin is just as binding as the
l"IL:|. OnNe eVer wias.

If, at any time before the moment of truth, the
character commits either of the sins in question (the one
she is replacing or the new sin), the player must roll
Conscience or Conviction (whichever the character uses)
against a difficulty of 6. Success means that the characrer
r{'l’l_'['ll‘\ a5 ||h|.l:1[_ F:llllllrl' rL'hlllr!\ In L!L‘J_’(‘“L‘T.]I’lil\n as Ll.\'-”i-ll.
but also requires the character to avoid both sins unril she
can t:liht‘ I'IL“T Rl ":lkE rat mg Lo s E‘rl'l'il\ll‘\ state. .'1\ i"l\[i, ]] h,..l.\
no specific effect, ather than the usual loss of Conscience/
Convicrion and the infliction of a Derangement.

Blood and Tears

Large-scale bartles are major fearures of the Dark
Medieval as the forces of rival nobles clash to assert their
dominance. Most such encounters take place during the
day and thus do not feature Cainites (though ghoul
servants can play a devastating role). Nonetheless, the
increasing turbulence of the War of Princes ensures that




some hattles occur at night, perhaps noron the same scale
as those of the u|;|!.' bur no less bloody.
The following system does not attempt to recreate all

the nuances of a medieval battlefield — that is the role of

a wargame, rather than the Storyteller system — but it
does endeavor to give the characrers a raste of the acrion
as fighters or as commanders. These roles are not mutually
exclusive indeed, in the Dark Medieval a leader is
expec ted to fight '.I|~'T1_|_:-'hik' his tre WIps — and so the core
of these rules deal with character participation in a battle.

Battle Sequence

Like any combar in the Storyteller system, each
hartle
uses a series of turns to organize time and determine the

be it a skirmish or a large-scale engagement —

sequence of events. Each conflict lasts between 6 ill".lll 10
battle turns (nor to be confused with the short combat
turns of the main Storyteller rules), though there may be
maneuvering before and afrer the main conflict. While a
regular combat turn represents a few seconds, a battle turn
represents a distinct phase of the conflict, usually from 30
minutes to three hours. If required — for example, by a
duel (see Troop Qualiry, Ghouls and Enemy Personali-
ties, page 68)
within a single bartle turn.

Jnitiative

Characters act in order of their Dexterity. Those
with the highest Dexterity act first, and those with the
lowest act last. [f rwo characters have the same Dexrerity

anumber of combar turns can take place

rating, their actions take place simultaneously. Only
major LI],:E.u_‘tL:T\ [Fl!.u'L'T-L'n1IIITU”L‘L‘ and other notables)
have their own iniriarive values. Lesser characters (for
example, foot-soldiers) react to what the troupe's charac-
ters do rather than raking an active role in the engagement.

Tustincts and Circumstance

Before taking any voluntary actions, a Cainite must
overcome her own Beast and chear Fate of any pitfalls
placed in her path. Both rolls are mandatory unless the
vampire wishes to enter frenzy, in which case the }1|.nf'ur
need -II'I]'.A make the Fate roll.

(4 o .
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Blood pervades the bartlefields of the Dark Medi-
eval, coaring the ground and the combatants while its
scent fills the air. In such an environment, even the most
resolute Cainite struggles to hold his Beast in check. To
reflect this realiry, each turn the Cainite must either
enter frenzy or else allow her Beast to come to the fore. A
variant of the standard rules for frenzy (Dark Ages:
Vampire, pp. 263-264) applies: the difficulty of the Self-
Control/Instinct roll is 6 and the player needs only a
single success to hold the Beast at bay. In addition to the

B N

usual effects, a frenzied character reduces the difficulties
of her Melee or Brawl rolls by 1 bur adversely affects the
morale of all mortals in the vicinity (see below).

Fate

A host of mishaps may befall a warrior on the battle-
field. She might slip on the blood-slicked ground, a piece
of equipment may break or the enemy's cavalry might
charge the Cainite’s position. The possibilities are lim-
ited only by your imagination.

To reflect these random occurrences, the player rolls
Dexterity + Athletics (if his characrer is on foot) or
Dexterity + Ride (if mounted) against a difficulty of 6.
Success indicates that the character gets his full alloca-
tion of actions that turn, while failare means that for this
turn only, the character’s Dexterity (and therefore his
number of actions) is lowered by one (to aminimum of 1 ).

A botch indicates that the character loses all of her
actions that turn. Continuous actions carried over from a
previous turn (such as the Arms of Ahriman
Obtenebration power) may remain active if the Concen-
tration roll (see Extended Disciplines, p. 66) is successful.

Selecting Actions

Each supernatural character (ghoul or vampire) rak-
ing part in a battle has a number of actions equal to her
Dexterity. For each dot, the character can carry our one
of the following actions. Each is considered a complete
action (that is, the player does not need to subtract dice
from her dice pool). If the character wants to carry out
more than one action per dot of Dexterity, the normal
multiple action rules apply (for example, subtracting dice
from pools or using Celerity).

Characters may have specific objectives in mind during
the battle, such as capturing a key position or eliminating a
particular opponent. These intentions will likely shape their
actions during the battle, and so you may impose limits on
the type and number of actions each character can take, or
may impose specific victory conditions tomeet the objective
(see Winning the Night, page 68).

Cainites wishing to spend blood to raise Physical
Areribures must do so when selecting an action.

Attack

When attacking, the character uses her Brawl, Melee
or Archery Ability. She can take a few steps as part of the
combat, but gains no real ground. If mounted, the charac-
ter gains an advantage over non-mounted troops.

MWove

A moving character can walk, jog or run around the
bartlefield according to the standard Dark Ages: Vam-
pire rules. Normal movement requires no dice rolls.
Complex movement — for example, leaping a stream or
balancing on a narrow beam — might require an Archlet-
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ics roll. Celerity permits a vampire to move quickly
around the battlefield, allowing “shock troops” to exploit
enemy weaknesses or plug holes in their own defenses.
Mounted Cainites are limited to the speed of their horses.

Use an Ability

Characterscan use non-combar Abilities duringa battle
if those Abiliries can be activared quickly. Examples include
Intimidation, Leadership or Stealth, all of which have
practical applications during a conflict and can be used
swiftly and easily regardless of the actions of others. Abilities
that require more time to execute (such as Medicine), or that
require specific conditions or tools (such as Crafts), cannot
be used during a battle, though they may have a role in
preparation or in the aftermath of combat.

Us anInstant Discipline

As with Abilities, Disciplines that have immediate
effects or require only a single action to activare may be
used in a bartle. In some cases (such as the Protean power
Talons of the Beast), the effects in combar are obvious. In
other cases (such as the Obtenebration power Nocturne),
the Storyteller must adjudicate the effects of the Disci-
pline on the Cainite's combar or on the wider bartle.

Some Disciplines, notably Dominate, are more difficult
to employ in combat because of conditions attached ro their
use (for example, eye contact). The Storyteller may require
the use of such Disciplines to be Extended rather than
Instant to represent these problems. Instant Disciplines
include the Auspex power Heightened Senses, the Presence
power Awe and the Valeren power Morphean Blow.

Use an Ertended Discipline

Some Disciplines require multiple actions to acti-
vate. Such abilities can have a devastating effect on the
battlefield, but maintaining the concentration required
to successfully execute them can be a challenge in the
maelstrom of combat.

If a Discipline requires multiple actions to execute,
the player must either spend a Willpower point or make
a Wits roll (difficuley 6) and gain at least one success for
the character to maintain her concentration. If the roll
succeeds (or the player spends a Willpower point), the
Discipline activates normally. If the roll fails, the activa-
tiondoes notsucceed. A botch indicates that the activation
fails, and also that the vampire's efforts distracr her from
her own defense, making her easier to attack (see Resolu-
tion, below). Extended Disciplines include the Animalism
power Quell the Herd, the Dementation power Howling
Lunacy and the Quietus power Ripples of the Heart.

Disciplines that require considerable preparation and
time to enact — such as Thaumarturgic rituals — cannot
be used on the bartlefield. Some may, however, be en-
acted beforehand, with their effects persisting into a
battle (or perhaps activated during one). If such Disci-
I‘IJIIL‘H require concentration on the character's part, the

player must spend an action (or declare amultiple action)
and make a Concentration roll or spend a Willpower
point to maintain the effect. If the roll fails, the Discipline

effects dissiparte.

Defense

Characters cannot use the Dodge Talent in battles,
as each turn reflects a number of encounters rather than
an engagement against a single opponent. Each character
can, however, enhance her chances of avoiding damage
by dedicating some actions to her defense. Doing so
increases the difficulty of enemy counterattacks burt re-
quires half the character's actions for the turn (round up,
minimum of two).

-
Teed

A Cainite can feed from one or more of her oppo-
nents in combat. If the player declares that feeding will be
the character's only action that turmn, she may fill her
character’s blood pool to capacity. If the player only
wishes to dedicate one action to feeding, roll one die o
determine how much blood the character can consume (a
low roll indicates that the character chose a vessel who
was already wounded). A character who feeds in combat
is easier to attack and risks revealing her nature to any
mortal wirnesses to her actions.

Resolution

As a whole, the resolution of actions on the barttle-
field differs little from the standard system in Dark Ages:
Vampire. The Storyreller interprers character actions in
the context of aswirling melee of bodies and weapons, but
the core mechanics of doing so are unchanged. The
principal difference is combat, which is streamlined and
simplified to better represent the large number of partici-
pants as well as the superior combat abilities of Cainires
and their ghoul servitors.

Character Attacks

The player makes combat rolls for her character
normally. The difficulty for all atracks is 6: frenzied
characters or mounted Cainites facing non-mounted foes
reduce this to 5. For each success, one mortal opponent is
eliminated. The mortal may be cut down by a sword blow
or an arrow, or may be knocked unconscious or flee from
combat. Whatever the case, that opponent 1s removed
from the battle. Health levels are not tracked for the
human masses, only for major characters.

Whenevera lethal Discipline is used on the bartlefield,
it eliminates two opponents for every dot used in that
Discipline. For examp
Obtenebration power Arms of Ahriman, he would cause six
casualties, as Arms of Ahriman is a three-dor power. Some
powers have more restricrive fargening or a wider area of

e, if a Lasombra warrior uses the
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effect: the Storyteller adjudicates the effectiveness of a
Discipline depending on the specific circumstances.

Counterattacks

Cainites make superlative warriors, but they are not
immune to the rigors of warfare, even when faced with
“weak" mortal troops. The battle system handles counterat-
tacks against Cainites in an abstract manner, representing a
host ul'sln;qﬂc_-[13_:;1,t_:;-|11g'11tn thiron I]_'ht‘l]l the tum. Ratherthan
making attack rolls for each opposing soldier, roll 5 dice
against a difficulty of 6. Increase this difficulty by two if the
Cainite took a defensive action (see Defense, above, or
reduce it by one if she was distracted (by feeding, batching
an Extended Discipline, etc.). The counterattack dice pool
increases or decreases according to the quality and nature of
the opposing troops (see Troop Qualiry, Ghouls and Enemy
Personalities, page 68).

If the OpposINg troops get five or more successes, the
Cainite is immediately staked and/or driven into torpor.
The fate of a torpid/staked Cainite is at your discretion.
L)thcrwh;:, for each success Tull two L].ul::lj_{t' lllL‘.L‘. .E\'L'r‘,’
third success on the damage roll indicates a point of
ageravared damage; otherwise, the damage caused is le-
thal. The Cainite can attempt to soak the damage as usual
(using Stamina, Fortitude and any armor benefits). How-
ever, she may not dodge, nor does she gain the benefits of
active or passive parrying (a blocking or parrying Cainire
is assumed ro have taken a defensive action and receives
no further benefit).

Complications

The barttlefield may be nothing more than a press of
bodies and flashing steel, but most often it encompasses a
icaring factors. A conflict can have supematu-
ral enrities on both sides — ghouls, Cainites and possibly

host of comp

others — and the clash of these forces may terrify the mortal
hordes. Additionally, fortifications or rerrain features helpor
hinder the participants, while a _un-su' (or bad) leader can
likewise have a dramatic effect on the outcome.

Morale

Even thnu;_'!l many mortals of the Dark Medieval
believe that demons and devils walk the night, most will
balk if they see someone rip another person limb from
limb with their bare hands, or tear a throat ourt and gorge
on the blood. Battlefields are scenes of incredible butch-
ery, but even so, mortals on both sides may bolt when
faced with supernatural powers.

Roll three dice against the difficulty indicated below
for each side whose roops witness a character's super-
natural actions Lyes, 1t 's Just as ]11«;1:'15.' that the character
will scare the hq.'” out u!'l"u_-r OWn nﬂldlrrr\]_ On one or two
successes, the force remains solid, either oblivious to the
actions or not cowed by the enemy. Three successes
trigger an Enhanced Counterattack (see Enhanced Coun-

™
LY Y - )—_N‘\___'h-.—\—-—"'— -
2 n s o= — — . CHAP
> v .
~, ~ —

terattacks, below). A failure indicates thar the witnessing
side is shaken; reduce the difficulty of arracks against
shaken troops by one in the next battle turn. A borch
indicates that the troops break, reducing the difficulty of
attacks against them by three in the next battle turn.
These penalties for failure and botches apply to eitherside
of the encounter, reflecring the enemy's increased chances
to attack as mortal bannermen and guards shy away from
terrifying events.

Action Difficulty
Supernatural killer AT
(10+ slain in a single turn)

Cainite feeding : 6
Frenzied (or Rotschreck) Cainite* 7
Minor supernatural power 5
(e.g. Murmur of the False Will)

Blatant supernatural power 8

(e.g. Tem.;bmus Avarar)

*This difficulty assumes clear demonstration of
fangs and the like..A simple berserk rage is not enough,
particularly in cultures such as Scandinavia or Ireland
where such traits are prized among mortals.

Enbanced Counterattachs

As long as they keep their supernatural powers in
check, Cainite warriors appear to be no more than su-
perbly gifred mortal fighters. However, should a character
do something unusual to draw artention ro herself — for
example, using observable Disciplines or single-handedly
killing massive numbers of the enemy — she may draw
savage reprisals from the opposition.

If an enemy unit achieves three successes in its
morale check, not only does the unit stand firm in the face
of the “demonic” enemy but it launches a concentrared
attack (for example, a targeted shower of arrows or a
cavalry charge) on the Cainite or ghoul whose action
triggered the roll. The enemy's next counterattack gains
two dice to reflect this assault.

Leadership

An accomplished leader, of the entire army or of an
impressive unit, can often make the difference berween
victory and defeat. Brilliant mortal leaders such as Salah
al-Din, Phillip Augustus and Richard the Lionhearted
used their martial prowess to the advantage of their
realms, while poor commanders — such as John Lackland
— brought their nations to the brink of disaster. The same
applies to the Cainite world, with the War of Princes
making martial prowess a virtue in line with mastery of
the political battlefield.

Ifyouwish to incorporate command into mass battles,
have each army commander roll Perception + Leadership
(difficulty 6) at the start of the engagement. This is a
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resisted action, with the winner adding the margin of
success to her side's dice rolls for the duration of the bartle
(damage and soak rolls are exempt from this bonus).
Alternatively, the rolls can be made each turn, in which
case they are resisted and extended, with the net successes
to that point in the battle applied as a madifier.

Such command advantages assume, however, that
the elements of the army are working in an organized
manner. A character operating independently of the
commander does not receive any benefit for superlative
leadership; likewise, a Cainite in frenzy gains no advan-
tage from superiors, save perhaps as a source of vitae.

Troop Guality, Ghouls
and Enemy Personalities

Many Cainites revel in the slaughter of the bartle-
field, but for the most part mortal soldiers pose little
challenge to Cainite warriors. The true opposition is their
fellow Cainites, their rivals in the War of Princes, and
other supernatural beings. The Storyteller determines
whether a battle turn involves a mortal levy, quality
troops, ghouls or another Cainirte.

The normal rules assume the opposition is standard
troops, the typical feudal levy rised by mortal and Cainite
lords. A badly organized peasant levy has only three or four
dice with which to counterattack. In stark contrast, high
quality troops — elite foot soldiers or knights — have six or
evenseven dice. Elite units such as the Knights Templar use
seven or eight dice. Ghoul units use eight dice when attack-
ing and also subtract one from the difficulries of morale rolls.
Units composed of Lupines or other, stranger things can
have as many dice as you see fit {possibly as many as 10) and
ignore morale checks altogether.

Cainite foes (and significant mortal opponents)
should be created using the supporting character or char-
acter creation rules, and their conflict with the pl;n,'l;r
character worked out according to the standard Dark
Ages: Vampire combat system rather than the mass
battle rules. These duels may last for any number of
regular combat turns, though you should set a limirt -
perhaps 10 combat turns — at which point things switch
back o battle turns as the tides of war sweep the combat-
ants apart. Dueling is the only action the Cainire rakes in
that battle turn. A character involved in a duel does not
suffer a mortal counterattack, though retainers of the
enemy duelist can seek ro intervene on their lord's side or
loyal troops may seek to engage the enemy personally.

Tervain, Fortifications
and Defensive Positions

Terrain and positioning on the battlefield can pro-
vide troops with a substantial advantage over their
opponents. The Storyteller derermines the exact bonuses
aunit receives; these can range from increasing by one the
difficulty to injure aunir on a ridgeline, to near-immunity
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from specific forms of attack (for example, a unit storming

d i‘ilhr]l\',ﬁ \'\.';l”\'"‘_

Terrain

Effect
Open None
Wooded +1 difficulty for all close
y combat, +2 difficulty for «
cavalry, +3 difficulty for
missile atracks.
Artacking uphill +1 difficulty for atrackers

in close combarand cav-

alry atracks

+1 difficulty for attackers

in close combar and cav-

alry attacks _

-1 action (Cainites) or +1 *

difficulty (mottals) for at- -
. tackers in close combar |

and cavalry artacks |

Attacking across ditch

Arracking across stream

Defended withestakes +2 difficulty for cavalry
attacks; defender gains 2

; extra counterattack dice
Wooden palisade +1 difficuley for all close

A combat, cavalry and mis-
sile attacks

+2 difficulty for all close
combat and cavalry at-:
tacks, +1 difficulty for
missile artacks .

+3 difficulty for all close
c¢ombar and cavalry at-
tacks, +1 difficulty for

missile artacks

Stone wall (Building)

Stone wall (fortification)

—

LWinning the Night

Battles are rarely spontaneous, but rather take place for
a wide variety of reasons: destroying the opposition in order
tO S€1Z€ Or retain E\i'll\"(.":. SCCUTNE a resource, or ,\]I'L]pt\-' o
delay the enemy in a rearguard action. In such different
situations, victory varies wildly. If the aim is to crush oppo-
sition, then the goal of the bartle may be 1o destroy the
enemy army, or at least its leaders. In such cases, the bartle
is to the death and the number (and quality) of casualties
determines the winner. In a battle for a specific resource, the
willingness to take losses depends on the objective's impor-
tance to eitherside; its defenders might opt to withdraw after
a token engagement, preferring to conserve their forces to
fightanotherday. Inarearguard action, delaying the enemy’s
advance for an hour or a day may constitute a “victory” for
the defenders.

You may simply choose the outcome of the bartle,
making the actions of the characrers irrelevant, or you
may use the characters' actions to derermine the result of



the battle in full or in part. Forexample, you may stipulate
that the coterie wins a minor victory by eliminating a
dozen or more opposing troops, , while they win a major
victory if they dispatch 20 Alternatively, a
leader's net success in the battle can determine the victor,
either by meeting specific criteria for winning (for ex-
ample, 6+ successes) or by having the highest score.

Battle Crample

:\n.lmlcdndhhJ\-:-u-;|;tTr\.1.1‘r:.'mhrui'l..'\!IIhli"Hltlc\'-'Hh
the forces of a Tzimisce lord. The Storyteller determines that
the fight will last 6 battle tums, during each of which
Anatole may take four actions (his Dexterity score). No
other Cainites are fighting on Anatole’s side, and the
Tzimisce lord (Dexrerity 3) is the only Cainite with the
n‘m".n:‘.lngflhr{ﬂ_!“p;,J‘\n;l[ﬂIL'il:lh'l']"ln‘hi;:]"lcfl1L‘.‘{|L‘Tiﬂ,'rl‘lh_".lk'[.\
first.

or more.

At the start of the first round, Anatole's player makes a
Self-Control roll and gains the requisite success to hold off
the Beast and avoid frenzy. He also rolls Dexteriry + Arthlet-
ics (as Anatole is on foor) and gains a success, avoiding any
mishaps. Anatole’s player decides that his first action will be
to dash into the heart of the bartle {;l Move :lct:lnll}. His
second action sees him enter the fray, hacking about with his
sword. For this action, the ]ilzl','l:r rolls Dexterity + Melee (7

dice) against a difficulty of 6 and gains two successes. Two of

the enemy troopers fall to his sword. For his third action,
Anatole artacks once more. Again, the player rolls two
successes, and again Anatole slays rwo of the infidels. For his
fourth (and final) action, he activares Soulsight, his level 2
Auspex power, in order to locate the Tzimisce lord.

Now the enemy troops act. The Storyteller judges them
to be mortal troops and so rolls 5 dice for their counterartack,
getting 2, 2, 3, 6 and 10. The difficulty is 6, meaning that the
enemy Lrunp.\h.n e ]'|.'|“L LI WO SUCCESSES., Tht hl.'unl;.”vr !'-.‘r”.\
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Sl:age One: Initiative

four dam: e dice (successes x 1) and achieves two successes.
Anatole must attempt to soak two levels of lethal damage.
Anarole’s player rolls six dice (his Stamina of 4 + 2 for his
light armor) and gers rthree successes against a difficulry of 6.
Anatole suffers no damage. Meanwhile, the Storyteller
contemplates the Tzimisce's actions.

The Warch of Vears

The passage of time is central to many chronicles; the
following rulesare intended toallow you to runachronicle
that spans decades or even centuries. These rules cover
expanded mechanics regarding character development
and systems relating to the physiological changes that
affect Cainites as they age. Also included are suggestions
for linking chronicles begun under Dark Ages: Vampire

to those using Vampire: The Masquerade.

Waturation

Chapter Five of Dark Ages: Vampire contains asystem
for character growth through the use of experience points
and maturation points, the former recognizing activity dur-
ing game sessions and the latter for the less acrive time
berween stories. This section expands on the information
contained in Dark Ages: Vampire, providing more details
;'l.'l'ILi }_1["\.!1."”)1.'.‘\.

Maturation points accumulate over a much slower
period than does experience — years and decades rather
than days or weeks — reflecting the inert nature of Cainite
existence. Without the immediate stimulation of activity
and advenrure, Cainires have fewer opportuniries to leamn
and develop abiliries. As theyage, physiological and |‘-.\‘,'+.:|‘m*
logical factors further impede development, as indicared in
The Ages of Caine and Elder Characters, below.

® Characters acr irrorder of their Dexterity. Tied characters act atmultanﬂsush

i Stage Two: Character Actions

 Character attempts to.resist frenzy [b-eif-Cumrol,‘lnstm-:t toll, only one success required). - -

® Player rolls to avoid mishaps (Dexrerity + Athletics, difficulty 6, one success required).

Stage Three: Character Action Resolution
* Player makes attack roll as appropriate.

® Player specifies a number of actions up to her Dexterity score.

* One mortal opponent dies or flees battle for each success in the atrack roll.
~ * Two mortal opponents die or flee battle for each point of an appropriate Discipline used.

Stage Four: Counterattack

* Storyteller rolls 5 dice (difficulty 6) for a mortal counterattack against the Cainite.

» [f all five dice are successes, the Cainite is staked and/or driven into torpor. ~

» For every success, roll two damage dice. Every third point of damage inflicted is aggravatcd Others are lerhaL

@ The Cainite may soak the damage, but cgnnot dodge.
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Years of Downtime Maturation points
1-5 years 1 per year (1-3)

I per 5 years (6-10)

1 per 10 years (11-20)
| per 20 years (21-40)
| per 25 years (41-50)
1 per 30 years (51+)

Gaining Waturation Points

reflect “off-s
Cainites to improve themselves. The exact numberof points
depends on the length of downtime and the activity level of
the character during that period. A Cainite who has spent a
century of downrime sulking in a haven in the Carpathians
will likely only gam a handful of MATUrarion [1:.\'11'1(\., while
.I]Ilsll'lt'l' (]1.11’;“ ter 1\'['“1 spent a \Il;_'LH_d_t_‘ l;_‘l!]l'.'lﬂ |i|t:-._i m ||1('
politics of Venice would easily earn as many points. The
nature of the downtime also influences the number and
nature of maturation points gained by th

Maruration poin een” acrivities by

laracter.

* Active: The default level of downtime is “active,”
indicaring thar the character is leading a normal unlife wich
no except ional risks or undue caution. For \_uul\ L‘|1.|r.-|t'u*r;-.,
the number of maturation points gained per period is deter-
mined by the duration of the downtime alone, and there are
no restrictions on spending these points.

lecades
Such re-
search is usually very focused, allowing the character to gain
‘Ll[' Uf \_Il]\'-'l]["l]l‘.'_ Hlﬂl."
ever, poinrs gained from research can only be spent to

* Research: A Cainite might spend years o
researching a manuscript or intellectual matter.
an extra maturation [‘\'llr-l‘ r‘(‘[ 1_!
improve Knowledges. Characters engaged in research are
considered “inactive” when rolling for Backgrounds.

* Practice: Like some mortals, a Cainite may spend many
often martial — ability. This
llence requires single-minded determi-
nation, and such efforts gain the character an extra maturation
poimt per decade of -.ln"uu'nl‘||'|‘|,r_', but such pomnits may I._'I“I'_" l‘\r_‘
used to improve Skills or some Talents (such as Brawl, at the
Storyteller's discretion). Characters engaged in practice are

dered “inactive” when rolling for Backgrounds.

years perfecting a physical
quest for physica

* Seclusion: A characrer may seek to minimize her
EXposure to risks, I\ri’ll;l{"ﬁ i'll~.|ll'|.;: herself away in the wilds or

a monastery, or maybe Just acting very ;:uuinusl!_,- in her

acters in seclusion reduce the
negative effects of any activity during this period (see Risks
and Rewards, page 77) but also miss many opportunities,
ain only half (round down) the normal
number of maturation points, Characters in seclusion are

dealings with others. (

Consequently, the

considered “inactive” when rolling for Backgrounds.

er may find herself in
constant danger, prompting continuous activity to ensure
her surv ;

ences 1l|'ILl

* Danger: Sometimes a char,
ral. Such characters have ongoing |r_'.'ln111!|.1 expen-
n addirional maturation points (multiply the
er of points for the period spent in danger by 1.5; for

—
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od of downtime normally worth 10 points is
worth 15 if the time is spent in danger). However, improving
;mdm maimnaming ; ].__n.rr, W I.I""i'.illi{'1l||l|"||'|HLi.I|'|1:["|'|‘.
remely difficult (se Jow)

- anpur' AlNITES 1N torpor may, at your dis

eamn maturation points during their slumber. To do so,
however, the character musr have s mental facul-
ties (Willpower of 7+ and Perception 4+ ) and be at least 500

years old. She may only spend points gained while in torpor

ANEXAMPLEOFMATURATION
[".z mbraced in AD 775, the Brujah Ranulph

Ly plays in a story involving the Vikings'

sacking of Lindisfarne. At the story’s conclusion in
ALDY783, the Storyreller announces that the chronicle
will advance to 1064, the years immediately before
the Norman invasion of England. The Storyreller
wards Ranulph 30 maturation points (10 for each
century of the almost 300 years that pass between
the stories) and asks Richard, who plays the Brujah
warrior, to describe whar happens ro Ranulph dur-
ing that period.

Richard rollsa number of dice equal to Ranulph's
Willpower (5) for each century of the downtime. He
decides thar during the first century of this period,
(difficulry 6) as he fights
the invaders, his second century will be spent in
seclusion (difficuley 9), and rhe third will be active

Ranulph will be “in danger’

downtime (difficuley 7). Richard gers four successes
un []!L' first [U“. ]‘III NO SUCCESses On llh_' ~L'Ln11-.|
Unfortunately, he botches the third roll. He next
rolls a single die to determine the number of lost
maruration points. The resule is a 3, almost cancel-
ing our the successes he gained in his first roll. He
has a toral of 31 maturation points to spend: 19 (10
x 1.5 + 4) for the first risky period, five (10 2) for
his time in seclusion, and seven (10 - 3) for the third

Richard first improves Ranulph’s Potence rat-
ing from 2 to 3 for a cost of three maturation points
(as the character is under 200 years old), and he also
seeks o improve the E‘I|||.|i|'~ Auspex trom 1 to L.
I'he latrer costs four maturation points, as Auspex is
not a clan Discipline for Ranulph. He decides to
improve Ranulph's Dodge and Melee skills to 4 from
their current values of 3, and to buy a second dot of
Leadership, for a total cost of six maturation points
(two points each). He also buys one paint each of
Dexreriry, Strengrh and Perc eption, costing a total
of 15 points (five points each, as Ranulph's Will-
power is 5 and he is under 500'years old). Richard
L |'Il‘l"'l"'\- O INCTease H.HHI'P‘I'\ R\ |.|.|. rating trom 4o
6. This costs three points, one for the first increase
(4o 5), and two £ II'I|'||.' second L} 5 to 6) as it exceeds

his Willpower of 5

g
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on developing mental traits and can earn a maximum of one
maturation point per 30 years,

A period of downtime may involve the character in a
single task, or in a wide range of activities. The Storyteller
may allow downtime to be broken by small periods of discrete
action, played out as a scene within the story or some other
method, and reflecting key events during the downrime.
These vignettes may be pru—pi.mm\l_ or may come from
journals or other player suggestions. However, if the period
of activity grows intoa full-fledged story, the character ceases
IO EAIM Maruraton poines. In the case of continuous down-
time, the acriviry levels given above can be used as is. Where
different types of activity occur in the same period of
downtime, you must decide which types of activity are used
foreach 20-year ]"'l'TiLhi. You .11.\“[11‘&] 1! 'dL'\. 1\11.'1 |IL' F"'TL‘LII M-

of the character (active, inactive or
torpid) during each 50- and 100-year span of downtime, to
determine the ease or difficulry of maintaining Backgrounds

nant acuviey IL"-"L'

dur ing the downtime.

Maturation points are awarded at your discretion, and
YOU may increase or decrease these awards as you see fit in
light of player activities and other factors. For example, you
may give the character of a player who wrote a downtime
journal a higher award than one whose player decided not to
contribute to the story. Take care, however, nort to allow
downtime and its management to become a divisive factor
in a chronicle. Maturation is a useful incentive for such
advanced tec h11il||.u-- L:l‘utrm ribed in Advanced 'C:'lur',' T-.“

ing Techniques, p. 77), but it should not detract from the

main gaming experience, nor should players be allowed to
regard maturation points as “easy money." There are limits
to the number of points that characters can earn in a given
period, no matter how detailed the backstory. Maturation
pointsare a means of simulating development over time, not
replacing hard-won experience.

Normally, unused maturation points carry forward to
the next period of downtime. You may wish to take a more
hard-line stance with maturation points, judging them lost
if unused when a new period of “uptime” commences. This
L-Ihu-;_c_-um!,- seem harsh, bur it reflects the distractions thar go
along with intense acriviry.

Aishs andFewards

At the end of each period of protracted downtime (or
century, whichever is shorter), each player makes a Will-
power roll (difficulty 7). If the character has been avoiding
danger (for example, by going into seclusion) the diffi-
culty increases to 9. If the character has been actively
courting danger, the difficuley is 6. Characters in torpor
cannot 111.|ku this roll.

Each success achieved indicates a bonus maruration
point for the character. Those avoiding danger cannot
l_\q_\l_\'h [In-\ role. If I:h;_' I_I'L:I:JLH_'{ 15 experiencing acrve,
research or practice downtime, she loses one die of matu-
ration points if the Willpower roll botches (but will earn
at least one maturation point for the period). A character
actively courting danger must get at least one success or
else lose one die of maturation points.
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Spending Waturation Points

Like experience points, maturation points can be used to
improve traits. This reflects a steady growth in the Cainite’s
experience and knowledge base as the years pass, progressive
refinement and insights that stem from the vampire's undying
state. Unforunarely, this growth is incremental mather than
innovative, and so maturation points can usually only be used to
improve traits already possessed by the character rather than to
buynew Abilitiesand Advantages. Building the necessary knowl-
edge base and makingappropriate connectionsare bettersuited to
experience poines than the slow-pace leaming of downtime. You
may allow players tospend maruration points togain new Abilities
or Advantages, but doing so should cost ar least double the usual
experience points. Maturation points may, at your discretion, be
combined with experience points to raise existing Traits. For
example, a character with two maturation points and three
experience points could combine them to purchase a second dor
in a clan Discipline.

The Storyteller determines when the maturation points
can be spent. This could oceur at the start of the learning
process, reflecting prior efforts toward gaining the new dot, or
perhaps at the end, representing the effort the characrer has
put into study and practice. Points may also be spenr during
the period of study, perhaps with an initial investment to
represent a firm commitment to the improvement. In many
cases, the method of spending points has little impact on a
story, and so should be tailored to the chronicle and your
preferences. As with spending experience points, the player
should explain how her character came to gain the new dot,
perhaps requiring a small vignette within the story. Learning
a second dot of Archery may not play a significant part in the
character's development, but finding a teacher of Valeren
likely involves considerable adventure and risk, and could
easily form the core of an entire uptime story.

The time required to gain the new dot is considerably
longer when using maturation points than experience points,
because of the less active nature of the character’s pursuits.
Theexact length of time required to earn the new rating varies
considerably, depending on the trait and the character's
activities. In general, raising the rating requires between a
vear and a decade per dot. For example, buying the third dot
of a trait would require between 3 and 30 years. Additionally,
players using maturation points may increase each individual
trait by no more than one dot for each period of downtime (or
century) that passes, whichever is shorter.

Ancient Cainites who have gained maturation points
while in torpor can only spend them on Mental Arrributes,
Knowledges and mental Disciplines. Any trait that requires
physical activity by the character —as part of its execution or
learning — cannot be acquired using such points. Improving
mental traits while in torpor costs only 75 percent (round up)
of the normal downtime or experience points,

Gaining and Losing Backgrounds

Backgrounds operate differently than other traits. They
are volatile, subject to a host of outside influences that can

cause them to rise and fall. ["llrt'NIIITIPlt'. H;mn]i‘h may have
a host of mortal retainers in AD 775, but by AD 1064 the
original retinue will be long dead (provided he does not

change them into ghouls or recruit replacements). The
player must make some effort to maintain such resources, bur
even then, the vagaries of Fare could devastare the Back-
ground — or improve it immeasurably.

For each century of downtime, the player must spend a
maturation (or experience) point to maintain the Back-
ground (two downtime points if the character was not
active). If the player cannot (or chooses not to) spend these
I\Ull‘ll:n.I!hrr:ﬂumnfll'wﬁ;h_ L&:_[]I hll[hl:illrﬂlll,ilh_.llh'\,l;'(ﬁ_',lﬁq_‘\
by one. Improving a Background is a much riskier proposi.
tion, as the Cainire's own efforts risk adversely influencing
the trait.

To improve a Background costs one maturation point,
plus an additional point for every two centuries after the first
two. Unlike other expenditures, the success of this endeavor
is not guaranteed. Instead, the player rolls a number of dice
equal to the Background's current rating against the diffi-
n.‘uir‘_.' indicated for the respective eniry m the Downtime
Backgrounds secrion. An inactive or torpid character can-
not attempt to improve Backgrounds,

Usually, a characrer attempts to improve only one
Background for every 50 years of downtime. The player may
attempt to improve additional Backgrounds during this
period, but at higher costs and increased difficulty. Attempt-
ing to improve a second Background costs twice the normal
amount and the difficulty is increased by one. Seeking to
improve a third Background costs three times normal and
suffers a +2 difficulty modifier, and so forth.

The Generation Background is an exception to the
above rules. A player need never spend maturation or expe-
rience to maintain Generation. Likewise, it is impossible to
improve this Background during downtime (as the only way
to improve it is via diablerie, which deserves its own story).

TEMPTINGFATE

harct

whi nd downtime in danger re-

* more maturation points, burt may also find
Thisis due

I part to the fact that a character taking part in

their holdings and conrtacrs falling away

rous activities has less time to mainrain her

,and in part to the arrention that such

wtivities can bring back ro the characrer

"'-1'-.;||."|'| 1¢ |"| ITAcCrer ~.|‘-rr'|-.|- -.L-'-.\|1|'||u|,- mn -.|.I|I!'lL:L'I'.
wyver should roll W illpower (difficulry 7) for
ckground the character e
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roll fails, the raring remains the same, but the player

character loses a dot from the Back

may nor attempr ro raise that Background during
this |.'|.'1:|'-.] of downtime. If the roll succeeds, the
ittempt to raise the Background as
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New Backgrounds cannot be purchased with marura-
tion points. Characters can only gain them by roleplaying or
with Storyteller approval.

Waintaining Pooled Backgrounds

One of the most important facets of Dark Ages: Vam-
pire allows players to pool their characters’ Backgroundsand
buildasphere of influence collectively, rather than individu-
ally (see page 157 of Dark Ages: Vampire). This means thar
when the chronicle shifts into downtime, the rroupe must
have some means of maintaining these pooled Backgrounds.

If the “anchor Background" has a rating of five or less,
then one character can effectively maintain it. However,
this characrer must remain close to the Background's loca-
tion, so tospeak. For example, if the coterie has chosen Herd
as their anchor, then the maintaining character must remain
in the same general area as the Herd during downrime. The
characrer looking after the anchor must spend the requisite
one maturation point to maintain it, but all characters who
contribured to the Background must contribute a point if
they wish to attempr to raise the Background rating.

Example: The Byzantne cotevie knoun throughout the
Mediterranean as the Durazzo Fist holds power anchored in their
estate, wheren they grow olives and other foodstuffs. This
Background is represented m game terms by a Domam rating of
5. Two of the players contributed two pots to this Domain and
a third commibuted a smgle pome. Diring dountime, one of the
characters may stay on the estate and mameain it by spending a
single maturation point. The rating remams the same even if the
other members of the coterie choose o mavel away from the city
for a time. However, if the players decide to attempt to increase
the coterie’s holdings, each of the three plavers who originally
comtributed to the pooled Domammust chip mamaturation point,
The mamtaming character's player then makes the voll as de-
scribed above to see if the Domain can be increased

If the anchor Background is rated 6 or higher, then it is
too big or extensive for a single character to mainrain. At
least two of the characters must work to maintain the
Background, and each of them must spend a maturation
point. In all other regards, this higher-level Background
funcrions as normal, except that raising it is more difficule.
Increase the difficulty for raising such Backgrounds by one;
for example, raising Herd 6 to Herd 7 would require a roll
against a difficuley of 7.

Other Backgrounds peripheral to the anchor Back-
ground still require maintenance, but do not require an
additional caretaker. Any member of the troupe may spend
the necessary maturation point to keep up the other pooled
Backgrounds. Raising them, however, requires one matura-
tion point from each contributor, as foranchor Backgrounds.

Characrers who have contributed part, but not all of
their ratings for a given Background ro a pool effectively
have rwo separate Backgrounds. For example, if a player
purchases Resources 4 for her character during creation, but
contributes only two of those points to a Background pool,
she has a personal Resources rating of 2. Ifher coterie wishes
to raise their pooled Resource rating during downtime, she

“‘h__—\\'\-__ e — —
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must contribute a maturation point. However, she must also
h[‘:.‘lhl}lpvlfl[ll Tl!||'|:ii|]|:l“]l'l,L'rl“\'l\ R{'M WIrces l:l“n:_:..‘ﬁ'l‘:lril'[!.‘
from the pool.

Downtime Backgrounds
Allies

Difficulty: 7

¢ Botch: You said the wrong words to the wrong
E\J,_‘{ Il'\l(‘_ \[’E\Il ll_l‘\L" a \il"l A5 a I‘i!r“'ll,"r;l”'\' .\l'll]l!‘\ VO, OF WOTrse,
turns against you. At the Storyteller's discretion, the
character receives the Enemy Flaw (2 points) but does not
gain any bonus points,

* Failure: Your arrempts to woo a new supporter become
bogged down in local politics. No change to the rating.

* Success: Your well-chosen words, gifts and favors
.‘i\\.—:.'t\ll' ol }]l:r\. | (4] 1!,'l'l!ll' CRuUusc. ||'|l_'|'l'£|_hl' i MWIT _-'Ki‘ll‘l'.‘\ !illlll}_‘ I“!'
one dot, plus an additional dot for every two addirional
successes (one dot for one or two successes, two dots for
three or four successes, etc.). The player may use one of
the additional dots to increase the character's Rerainer
Background instead of Allies.

Contacts
Difficulty: 6

. Bﬂtch: .‘J\.n cnemy '\Llh".'l'rt‘v your contacrs I"!L! Uses
them to feed you bad information. Lose a dot of Conracis
and, at the Storyteller’s discretion, a point of Status.

* Failure: Arrempts ro grow your nerwork of infor-
mants come to naught, but you maintain the status quo.
Mo change to the rating.

L Sl[fcl‘.‘iﬁ: Hllﬂl turn an t'l\l.'l'l'l‘_.' | (4] '_\'i'll.lr cause, or :_{.1‘"‘!
appropriate leverage. Increase your Contacts rating by
one dot, plus an additional dot for every two additional
SUCCESSeS lnna‘ L]nr I-clr One Or PwWo successes, two n.]ﬂl!- for
three or four successes, etc.). The player may use one of
the additional dots to increase the characrer's Allies
Background instead of Contacts.

Domain
Difficulty: 7

» Botch: Disaster! Efforts to expand your holdings
have brought serious reprisals
A powerful enemy (mortal or Cainite) ravages your lands
and you lose a dot of Domain. Ar the Storyreller's discre-

as the War of Princes rages.

tion, the character may also lose points of Herd or
R{'hl. MITCES.

® Failure: The War of Princes churns on, bur for
every gain you make you lose an equal amounr. Or
perhaps your efforts to better your standing simply go
unnoticed. No change to the rating.

® Success: None can stand against you as your efforts
— martial and political — extend your power and influ-
ence. Increase your Domain rating by one dot, plus an
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additional dot for every two additional successes (one dot
for one or two successes, two dots for three or four
successes, erc.). The plcl*!.'u:r may use one of the additional
dots to increase the characrer's Allies or Resources Back-
ground instead of Domain.

Generation

Players can only increase Generation through the
Amaranth, and it must always be played out as a full
chapter or scene rather than as part of downtime.

Herd
Difficulty: 6

* Botch: Disease, neglect or YOUr enemies ravage
your source of vitae. Lose a dor of Herd.

* Failure: New recruits to your herd balance out
losses through accidents, disease and old age. No change
to the rating.

* Success: Whether by creation of a blood cult
among nobles, access to an ltﬂ'n‘nmry. Or |!11,' prnu'hnj._{ the
.sTI'L‘l'h, 5‘::[[[‘ SOUTCes l'l!l r‘ll:llr]\il"'l[’nr HTE1“’, Inc[cﬂﬁ-ﬁ: '\,'i\'“r
Herd rating by one dot, plus an addirional dot for every
two additional successes (one dot for one or two successes,
Fu'us|ulh f'nr l]l'l't.'t.‘ or rl W SUCCESSES, etc.). The pl'.'l','er may
use one of the addirional dots to increase the character's
Retainers or Contacts Background instead of Herd.

Influence
Difficulty: 8

* Botch: You overplay your hand; your mortal
pawns escape your grasp or are subverted by an enemy.
Lose a dot of Influence.

* Failure: You play the great game with alacriry, bur
despite your best efforts you have not managed to expand
your influence over mortal affairs. No change to the rating.

* Success: A political stratagem pays dividends, or
perhaps you use the blood oath to bind a lord or priest.
Increase your Influence rating by one dot, plus an addi-
tional dot for every three additional successes (one dot for
one rto three successes, two dots for four or more suc-
cesses). The player may use one of the additional dots to
increase the character’s Allies or Contacrs Background
instead of Influence.

Wentor
Difficulty: 7

* Botch: Perhaps your progress was unsatisfactory or
Yo ﬁilp[\\:r'{cd the wrong cause; whatever the case, your
mentor is displeased. Lose a dot of Mentor as your patron
spends less rime and energy on you. At the Storyteller’s
discretion, the character receives the Oathbreaker or Sire’s
Resentment Flaw but does not gain any bonus points,

* Failure: Your mentor ignores you as often as she
helps you. No change to the raring.
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* Success: Your efforts win increased support from
your mentor, or perhaps you earn the tutelage of a hith-
erto distant figure. Increase your Mentor rating by one
dot, plus an additional dot for every two additional
successes (one dor for one or two successes, two dots for

three or four successes, etc. ).

Resources

Difficulty: 8

» Botch: A fire strikes your residence, or perhaps an
enemy'’s forces target you. Lose a dot of Resources. At the
Storyteller's discrerion, the character also loses a dot of
Domain or Retainers.

* Failure: Thanks to wise investments and a
canny seneschal your income keeps pace with your
expenditures. No change to the rating.

® Success: Youinvest ina profitable trading venture, or
discover anew source of riches within your Domain. Increase
your Resources rating by one dot, plus an additional dot for
every two additional successes (one dot for one or two
successes, two dots for three or four successes, etc.). The
player may use one of the additional dots to increase the
character's Domain Backeround instead of Resources.

Retainers
Difficulty: 6

* Botch: Disease ravages your retainers, or they fall
to old age, or perhaps they flee your neglect or tyranny.
Lose a dot of Retainers. At the Storyreller’s discrerion,
the character also loses a dot of Domain or Resources.

# Failure: Thuu;_rh years pass, the families of your
mortal and ghoul alike — continue to
serve you. No change to the rating.

initial rerainers

* Success: With your patronage, your servants and
companions prosper and others are drawn to your service.
Increase your Rerainers rating by one dot, plus an additional
dot for every two addirional successes (one dot for one or two
successes, two dots for three or four successes, etc.). The
player may use one of the additional dots to increase the
character’s Allies Background instead of Retainers.

Status
Difficulty: 8

* Botch: The balance of power in Cainite sociery shifts
and you find yourself on the wrong side, either through your
own actions or those of your enemies (and erstwhile allies).
Lose a dot of Status. At the Storyteller's discretion, the
character also loses a dot of Allies or Influence.

* Failure: You hold your own in the games of Cainite
politics, but the extent of your influence remains unchanged.
No change to the rating.

® Success: Your successful ventures — or those you
take credit for— cxp;im] your power and standing in Cainite
society. Increase your Status rating by one dot, plus an
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The player may use one of the additional dots to increase the
character's Allies Background instead of Status.

An Crample of Backagrounds

I{:ll]lll]‘]] IJIll{l'TL’{ WS A0 1'!]l'r I‘L‘r'l{ hl of L‘Kl'i_‘['ld:_'d 'LII W=
time between AD 1070 and 1170. He has the Domain 2,
Generation 1, Influence 1 and Retainers 1 Backgrounds, and
must spend at least three maturation points (one for each
Background, excluding Generation) to maintain them at
Iht_'”' current \'.IlLIl.'h. i{.![lllll‘l]"\ 'E'll.l\_'l.']'l pL]LII’.H'\L Lll_'L:-i.iL'ﬁ lI"II[
Ranulph will use the period following the Norman invasion
to expand his Backgrounds.

As he is now over 300 Years ( ld, i coses R.‘Il‘ul]l"h W
maturation points to attempt to increase his Domain raring
from 2 1o 3. He pays the points and rolls two dice (his current
Domain rating), getting a ten and a four. With
difficulry of 7, that result gives him one success,
Domain Background increases to 3.

a h'riht.'
and his

As a century of downtime passes, Ranulph's second
attempt to improve a Background does not suffer a penalty
(he is allowed one roll per 50 years) and he attempts o
INCreasse h]H ]nﬂ,lik’nl'l' r:l[lnp. '-I_l'll‘\ :"’!’l'”]!\r COSsLs ]')1'1'[’1 an-
other two maturation points. He rolls asingle die (hiscurrent
Influence raring) to improve the rrait. Horror! The result is
a 1, a botch. Ranulph loses his one dot of Influence as
Norman interlopers supplant the Anglo-Saxon nobles un-
der his sway (the Storyteller is merciful, however, and does
not impose the loss of another Background as well).

The Ages of Caine

For young Cainites (those active for less than two
centuries), the cost of gaining and improving rraits with
experience points differs little from that outlined in Dark
Ages: Vampire. Cainites are not, however, dynamic crea-
tures. The Embrace imposes a degree of physical and
psychological inertia, and as a Cainite ages she finds it
increasingly difficult todevelop her aptitudes. As the charac-
ter passes into her third century, the cost of improving traits

begins to rise, steadily increasing as the character becomes
more distant from her Embrace. “Keeping up with the times”
is ever more difficult, and a Cainire birthed in the millennia
before Christ may find the Dark Medieval as alien and
incomprehensible as the Final Nights are to vampires Em-
braced during the Long Night. The following table indicates
the increasing difficulty of purchasing improvements with
experience points. The cost of increasing traits with marura-
tion points is unchanged from Dark Ages: Vampire.

Elder Characters

Elder Cainites may play a significant role in many Dark
Ages: Vampire chronicles, both as players’ and Storyteller
characters. Though they largely follow the same rules as
normal characters, a number of other physiological and psy-
chological forcesdogthe activities of these ancients. In addition
[ (%] !hl: {‘”-l'(:l t‘JI-HHl' on |hL' ]:,‘.;Irnlnj_: process, [hl.‘ f":']g_'cp uf. _"\gl:_t
(age torpor) and the Thirst of Caine (desire for Cainire vitae)
also afflict older Cainites, usually after their fifth century.

The Sleep of Ages

I'['l]”r"' 15 [}'Ll.' most Common reason fl'll' ﬂ.'n“_'r"'i}_: ll'lI'I'H M,
but after a protracted period of activity, the average Cainite
finds herself increasingly drawn to this death-like sleep. She
will use rhis extended time of inactivity to refresh herself
before emerging once more to face the world. This type of
torpor is called age torpor or voluntary torpor. Any player
may decide to have her character withdraw from the world
and enter torpor as outlined in Chapter Seven of Dark Ages:
Vampire. Such characters are temporarily removed from
play (perhaps associated with downtime) and “sleep” for a
number of months or years, dependent on the character’s
road rating. The character may attempt to awaken once hall
the indicated time has passed, though usually she sleeps for
the full duration. A player may spend Willpower to reduce
the time in torpor, each point halving the required time.

Cainites who are over 500 years old have less choice in the
matter. The Sleep of Ages calls to them, and the character must
enter torpar or defy the pull through sheer strength of will.
Resisting the Sleep of Ages requires the player to spend a point of

EXPERIENCEPOINT COSTS

Cainite’s Age

Up to 200 years 201-350 years 351-500 vurs 501-750 years 751+ vears
New Abiliry 3 4 ) Y 6 b
New Discipline 7 8 9 10 11
New Thaumaturgy Path 10 1 i2 : B it 14 }
Humaniry/Road CRx2 CRx3 CRx3 CRx4 CRx5
Virtue CRxZ™ CRx3 CRx3 CRx4 CRx4
Ability CRx2 CRx3 CRx4 CRx4 CRx5
Artribute " CRx4 CRx4 CRx5 CRx5 CRx6 .
Thaumaturgy Path CRx4 - CRx4 CRx4 CRx5 CRx5 :
Clan Discipline CR«x5 ~ CRx5 © CRxb - CRx6 CRx7
Other Discipline CRx7 CRx8 CRx8 CRx9 CRxI0
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CREATING ELDER CHARACTERS
The rules for crearing elder characters are those in

Dark Ages: Vampire, with the following modifications:
* Step Two: Select Artributes

in each Attribute; divide 10

n dots

Start with one

addivional dors among primary Artributes, s
among secondary Arrribures, and five dots among ter-
tiary Arrribures,
* Step Three: Select Abilities
lors amo
Abilitic

|"[IIII.I'I"'I 'II‘\|'1|I|II “

Among , and eighr dots

\hilities,

AT
tary
* Step Four: Select Advantages
Divide 10 dots among Disciplines (ar least half of
which must be Clan Disc I}'lill
'.'|'l"|.]|'l-.E ‘.L'II-.II WS AT
(LR R & I l'l
forelder charactersisninth, so

neraltion ¢ |1.|! cter, et

tion results in an eighth
* Step Five: Finishing Touches
Road: The base rx

but subtract | for I
ive (which means that all elder characrers automati-

FAarmg is ¢ I:l'.lll.ﬂil'l.l TOTIT I”‘n.

Vears |]I|1.' L !L.”.h [er ]t 15 |"|."\.'|'I

! HI b ‘-1It'|I.IL! _ Irom IJH.'II ]'I:'\c I1HI'|:‘.'

Loll two dice o determine the

ity are discarded.

Bonus Points: Spend 3

Elder characters are assumed to be
d. Youmay choose toadd 15 bonus
50 years that the character has been active (meaning
1]1.|I ian 1-|-.|-.-r '.\"!l.'- |'|_|~ SPEnt sever || Centuries mn torpor
won't be as potent as one who has been awake and
pursuimg ]1I'I :!!.'.'.".I'.l.l'- ). ] || WEVET, ||'I'|‘-L l'l\"ll. s |- BOS POInts

for flh'\ |'..1r 1wcter irom |'||,'[ srarmmg "-‘-.l sC0Te L see _|]'-| W),

Willpower and roll a number of dice equal to the character’s road
rating against a difficulty of 8. Success allows the character o hold
off the call of torpor for another few decades (one decade per
success), after which time she must roll again or enter torpor.
Failure means that the character can no le MEer hold off the
seductive |‘II[|: after m.lk"'lj_: suitable |‘ru|w.u;|tin1|.a. she enters
volunmary torpor. A borch also indicares the character enters
torpor, but the effort to remain active has :h]\.'t'rhl:]'_\' affected her
mind and so she Cainite gains a suirable Derangement. A charac-
terwho enters torpor after failing or botching an attempt to remain
active cannot awaken early unless her player spends Willpower.

A sufficiently strong-willed character (Willpower of 7+
and Perception 4+) in torpor continues to gain and spend
maturation points, and hasa distinct advantage in developing
his mental faculties. Also, at the Storyteller's discretion, time
spent in torpor is not counted toward the character's age and
s0 does not impose the artendant penalties in learning traits.
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The Thirst of Caine

Elder Cainites can be immensely powerful, drawing from
their knowledge, experience, and the strength of their blood
[ (8] LI:I'I‘L't' 1]1-.'I1'| 0. ]r'l hLT r.|1'|x VEATS (.|1h| \t'nlllrlﬁ-‘!. \'ihilll\'

and strength of will are enough to power a Cainite's endeav-
ors, but with increasing age and the steady degeneration of
other faculties, she begins to find this insufficient. There may
come a point in a Cainite's unlife when the blood of morta
is not enough to support her, and she must instead drink the
blood of her fellow vampires

g

.\'1:\‘ el Tfi:_'L'L'| exists for |'|:1|.‘~ Ll'l.“'lL’L' im Il'IL' '\.'.“H["IT{".‘
I“t‘r;’l]-\ |||."[|.1. il[\lli r‘il\ LOTsS rl'li" |‘T|'|!L: .li"" Wit fl'N' [ ]I.IHEF I One
character may not (immediarely) have the same result on
another. The passage of time (most characters who are forced
to drink Cainite vitae are over 500 years old) and a low road
rating are widely accepted as the principal factors, but others,
including Derangements, diablerie and blood caths, may also
play a part.

T}u' -,iL‘L'I?\Il"Il [ require .lt.h:l[rll. LET LOSUrvive ( I'II{ .‘:!II'I'IJ';.'
vitac 15 a ['ﬂ.l.]l"]' L']L'[“l"l“ 1N AN OnNgoing hrnnu"r LIT]}L'T rh;m
da ril!'lt]ﬂ'l'l'l. \.Il‘L j?-'ll'l'l Oora I'1xu| "!."H."I'I'I. .'!\.“ | }:‘ll;I!"lIT'IL'. 1i'|.l.' more
[TrIgEer traits a LE'I..IT.iL er L'l]llk"l[.\ Lin [|1L' Z‘-ld'.":".ir t’&'iLl\\'}. lh‘-'
more likely thar characrer is to require vampiric blood 1o
survive. Once required o subsist on Cainite vitae, it is nearly
ll'l'l.]"'.ﬁ\.\lt‘lﬁ'!l Ll .lki'l..lf;'l\ Ter toreturm o n lT'I'I].i] ".'\I'I]'|I‘I[IL |"|.I|"||T',\.
The mythical state of Golconda is reputed to cure the Thirst
of Caine, but the only proven method for escaping the
addiction is for a Cainite to become a paragon of her road (see
Dark Ages: Vampire, page 96). Even this may not be
sufficient for adherents of the Roads of the Beast or Blood,
“'].!l.'l TCH.[IL] ?'I.th Cravings as ]".i[f of [l'lt‘]l' [‘]"ii'li\l 1"[]]&"".

Storytellers who prefer a systematic approach should
TL‘{!!I'ITL‘ "‘].I'!.'t.‘!"\ (4] [lt.l.llL' d \"‘lll]l"!'l“'l.‘]' rl‘H. every 'l{'“' centuries
of game time. The difficulty of the roll is the number of “trigger
conditions” the character possesses, with a minimum of 2
lone trigger 1.'\|I.].L|:- a difficulty of 2, seven triggers results in a
difficuley of 7). Success on the roll means that the character
need not drink vampiric vitae (though she may choose to).
F\Hll.llt.' II'I\IE\..”L"\ []1L' L‘.II]II.EL' 15 Waverng, t‘x[‘t'l’]f\'llk'll'lﬂ d

Potential triggers for the Thirst of Caine
include:

» Characrer is a Diablerist
# Sire is addicted to Cainite vitae
# Character’s Road rating is 3 or less
® Character follows the Roads of the Beast, Meta-
morphosis, or Blood
® Character is active for 500 or more years
* Character hds a Derangement related to blood
or feeding
® Character has created five or more childer
® Character has placed five or more Cainites under
blood cath
® Character has a Nature other than Architect,
Caregiver, Cavalier or Martyr.
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thirst for Cainite vitae and drinking it when the opportunity
presents itself, but not yet required to do so. Such characters
must rl‘" HEFAmn :l[‘lt'T d ["t"ﬂl"\l I..ll.'“."nulTJL'Ll l“-' !Ill‘ ."“ll‘r\.'ll'lll'r
(perhaps a few vears within the chronicle). If the roll fails
again, the character must drink vampiric blood to survive. A
]‘U[C]] ar ANy ]‘LHI" IMeans |t'|.!.' \i'l.'.l.]'l'll..,[k']' can I.l”". dnl.“'

I!'.H.If'l."-l'i[[l.l.‘lll trom C :ill[ﬂ'lk' vitag.

Adpanced Storytelling
Techniques

III‘1 H”. '\'1.".1..' \\'l‘l[ ilﬂ‘ ihl.' [ﬁil"!.'l'rh (%] Z\]'Il W ll'l"‘ every \\'i.'l'k.
experience (or endure) whatever challenges you have in
srore, :lnl{ .TL]‘.'.IHL'L" fhl.' hru‘n'. }il“\'{\'\'l\'r‘ a5 [hﬂ_‘ CI]I’G"‘IT'HL']('
progresses and players and Storyteller become more familiar
with the game and the setting, you might want to spice
things up a bit. Below are some elements to consider for a
long-running chronicle, including potential challenges and
new techniques to make the stories as interesting and
fulfilling as possible.

Dark Wedieval to Gothic-Punk

Some Storytellers limit their chronicles to the Dark
Medieval, telling stories of the Long Night and the War of
Princes. Others prefer a long-term story, advancing their
chronicles through the centuries berween Dark Ages: Vam-
pire and Vampire: The Masquerade. The former can take
place solely under the Dark Ages rules, while the larter will
at some point require a shift to the “modem” rules.

The mechanics of Dark Ages: Vampire are closer to its
sister game of the Final Nights than was the previous version,
but n'l;u]'g'Llii‘t'c:rd_'[u.c\IL'm;m1.}1-1T1 l:.'LlLl.rl\_.' in the treatment of
nm.‘1p|1nL*~. and certain Abilities. These differences are de-
liberate, designed to reflect the changes in Cainite and
I[]Uﬂ.ll SIK |L'[‘1|' 1|LtTI[1;_: [}1!.' IIL'.'lTI'!,' H':‘\." YA }'lh'l ween 1]IL' Wi
games. Integrating these changes inte a long-running
chronicle is a challenge.

:‘:11[“1_' t‘l‘l:ll'&}:t‘n are easy o pi';:_' o a ?\P{,'l"illi, ;E.II’:'
firearms appear in the fourteenth century and by the seven-
teenth century have largely supplanted bows — but changes
in Disciplines are harder to pin down. The exact point to
switch from the Dark Ages ro the Masquerade version of a
Discipline is up to you to determine. However, the early
sixteenth century is a prime candidate, following major
upheavals in the Cainite world (the Anarch Revolt, the
formation of the Camarilla, and the establishment of the
Sabbar). Certainly rhe change should rake place by the end
of the seventeenth cenrtury, by which point many of the
h_".lI'LlTL‘.‘\ 1Itl [hL‘ }Ill:ll Nlj_'}“_‘\ dare coming o [h{' fore.

Storytellers can change rules wholesale, switching from
ll]l.' Dilrk Agl_’h Lo |i|{: h’{dﬁquﬂ:rﬂdc VErsion of '}]U Fame m
one fell swo p (perhaps after a }\L'ruu.J of torpor or down-
rime). Alternatively, a Storyteller may wish to introduce
changes gradually, perhaps introducing “modern” skills and
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Disciplines via new characters appearing in the game. The
dichotomy between new and old can become the theme of
a story, as older characrers find themselves increasingly out
of their rime and forced to adapt or face the consequences.

Journals and
DramaticInterludes

Game sessions represent snapshots of a character's unlife,
brief interludes in a tale that spans years or centuries. They need
not represent a character’s whole existence. The players may
wish to carry out actions between game sessions (indeed, this
assumption is central to the concept of downtime), either in
conjunction with other chamacters or on their own. This part of
the chronicle may be organized in any number of ways: The
players can discuss it among themselves, talk directly o the
Storyteller, or may decide on their own. The ideal method is a
combination of all three — some actions require cooperation
while others happen at the whim of asingle character, but all are
at the Storyteller's discretion. Journals are a common method
(also referred to as “blue-booking,” after the cheap school
notebooks that were originally used). Berween game sessions,
players may jot down ideas for their character’s actions and then
pass these on to the Storyreller so thar she can determine the
outcome. Any ideas accepted are woven into the chronicle. The
player has no guarantee that any action he suggests action will
succeed, or even be allowed. You, the Storyteller, are the final
arbiter of what is and isn't possible in your chronicle.

In the case of simple activities, you can quickly deal with
the player's suggested series of events; for example, if Ranulph
goes to the marker in search of news from London, the
Storyteller may simply tell his player what he discovers.
h’!.“re L'lJT'“'E'lIL'! "!.C[i.\'!.ti:t'ﬁ Tl.’l.,.ll.llr{! SE\.'ETHI communicatons
berween player and Storyteller, either to add detail to events
or to allow each to react to the other's suggestions. If an
activity looks likely to require a lot of communication, it will
be easier for the player and Storyreller to run a short one-on-
one session than to do this via journals. This is particularly
true if the event(s) to be described play a major role in the
chronicle or for the characrer.

Players can cooperate using journals in a number of
ways. Each can describe her character'’s contributions to a
particular downtime action, adding unique details and out-
look while allowing you to judge each ser of actions separarely.
This provides you with an interesting perspective on the
coterie’s actions, but it may also confuse the issue if details are
contradictory ordifficult to reconcile. To avoid this problem
players may wish to use a single journal for collective actions,
each player describing her own character's actions as part of
a single narrative rather than a series of distincr tales.

Journals can be used to describe events that take place
over a few days, years or centuries. Forexample, a Storyteller
has ideas for a chronicle that takes place over a broad sweep
of time from the Viking invasions to the early years of the
Warof Princes. She has plans for distinct “up” periods during
the Viking invasions of northern Europe (late 8th century),
the Norman conquest of England (AD 1066), and the
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Fourth Crusade (AD 1204). The characters may simply leap
from period to period, but journals make an ideal merhod of
describing theiractivities in the intervening years, providing
a rationale for eaming and spending maruration points and
for any changes in Backgrounds. Characrers’ journal acrivi-
fiescan Hi.‘iﬁ.] I‘n“’lklt ]l!.\'-'i'llr'r“ 10T l-i H | 'l'l.'ri].]. L.UI""l ]”“."“ '\v'll.f]"l.i.'l res
dealing with some of the events thar take place as a result of
the downtime activities,

These “dramartic interludes” may act like preludes, lastinga
few minutes and played largely without dice, or they could
become a full-fledged story. How to play our such encounrers
l.il‘.'r.t'nl.].\"i m [h{‘ Pﬂ"ft"n‘"lﬂ‘ L 3{‘{}](’ I‘li-l\.-'l.'r‘\'i“ :Il.l.qll ‘r'!.'l 1'1]1. - :1.!'|.'I.I I IH.'
demands of the chronicle. The Storyteller may deliberately plan
such events, for example mandaring that the characters meet up
at Rouen in 1064 so they can ke part in an interlude thar
corresponds with anencounterbetween Harold Godwinsonand
William of Normandy.

Journals need not describe every acrion a character
takes over the years. It may be more appropriate to cover the
hT‘ :'\i\.l St ’k‘.‘:" 1‘{ “'l“‘.l .h;'ih l]‘.ii‘r":n{ftl OVer tume, lIL'\LTi}‘l”H in
detail selected high points rather than every encounter. This
method provides a substantial framework for the character’s
background without forming a straitjacker. If you plan to use
flashbacks in a chronicle — perhaps playing out a past
encounter with a prominent figure or a visit to a key locale
— it will be much easier to do so if there are gaps in the
character's histories.

Journals should not, however, be allowed to take prece-
dence over actual face-to-face gaming. While you and your
players can use the technique to tell long, complex stories, it
often lacks the depth of human interaction. Journals work
best when used in conjunction with other techniques such

as those described below.

Slasbbacks, Parallel Stories and
Troupe-style Play

Sll\ir‘r'[t'”k‘rﬁmﬂv “'i,',\'.h'n h.ll.'k'r'di:lﬁ IE"I.'!'H' “[“1."]“1.'5'.“{.‘"
a story in the past (from the character’s current point of
view). If the character’s history allows it, this vignette can
feature her younger self, particularly if the scene is intended
as a flashback and takes place in a time that has been
leapfrogged in the main chronicle. One or more characters
may be unable to rake part in the flashback, however,
Iwr!l:ll‘.\ E'H.:l.':il].\'d.' tl'll,'iTI'.‘:l!.:k.‘ﬂt?n"ITl:lL‘.{,:hThL'ln {!IH:“'I\L'EU:“ |I'H.'
time. In such cases, a second group of characters can be used,
|1-L‘rh;1|‘!s the childer (or sires) of the main characters, or
associates such as ghouls. These new characters can be
confined to the one-off flashback session or may play an
ongoing part in the chronicle. [t may even suit the chronicle
and your plans for each player to have several characters
(perhaps several Cainites, or a mix of Cainites and ghouls)
and toeither run a parallel story with the different characters
Or vary ul‘]l,l] L’Il;l]’;l\,’[frh ;1[““‘(_"“1' al Lillfl.'rl_'"lr .'\[ilul"?\ {Tt- I'|H.'
chronicle. This “troupe-style” of play allows the group to rell
of a broader and more inrricate story, incorporating mulriple
perspectives and a wider range of character types and traits.
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g Ch€ NIGHT bAY IMANY TALES
From the infernal Baali, to the Lhiannan witches arid the morbid faith of the
Road of Bones, the Dark Medieval hides many secrets. Not all vampires hail
from the ld clams and not a@afollow the five great mads
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“ bloodlines, six mingr roads, revised Disciplines, plentiful advice and all the

[

Princes to unlife.

gﬁme’q useful charts. This screen and s_upp[ement He]p.w brlngtht, ar of

CHE DARK AGES smwceuegﬂommmon
“INCLUDER?

- A four-paneled screen containing useful chart®and references from ®ark
Ages: Vampire. '

New optior 1‘0| playﬂb — six new bloodlines and six new roads.
A sl

ers *Toolkit 1eatunn¢ u\pandbd rules on mass (pmb‘;tmd
ystems ﬁ)r creating elder vampires. 3 ' '

WWW.WHITE-WOLF.coM
ISBN 1-58846-278-1

WW20003 $14.95 U.S.
495

51
9'r81588"46278 ~

\Hm WoLF




		2003-03-08T17:53:18-0500
	IO-Sphere


		2003-03-08T17:55:14-0500
	IO-Sphere




