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INTHE YEAROF OVR LORD, 1496. .

Wh %sutnu Tremere, Toreador, Nosferatu,
nd Malkaviari, ga

Ga ther in Brotherhiood and Mutual Faith
and l'mmutﬁtﬁﬂurl(& tﬁzanuml’ouf Ri tﬁ:[}leirsqf
lﬁzm Caine Iot[ululnendmﬂic ic Practices of
' the Rebels known as the Clan Ammitc;

Andwlhercas.....

from the Full and Ultimate Extinction of the Clan Assamite:

]gbgyﬁf& B e
Ar n n[[ rties and their P'rngmy an

| 5crvitur this date per
..JI'ﬁc an Ammite sfulf niuj'mm taking the Blood of other Kindred, and
of this submit themselves to a ritual to be administered
Erlr.rs of {'.‘fan Tremere, wfm'lﬁy Kindred Blood shall be made poisonous

_.Tfu Clan nmmitt shall rema .,[[ﬁ:f“ y in the territory ceded to them
i

¥ the Camarilla, which th rr? have ﬁ imed as their mm They shall se
1o ex pansion ﬂiis te , tor shall tﬁey permit any unrest of mortals within
l.ﬁr.tr t:mw to otfur areas. Tlizy sfutf[ nof travel, either singly or in
3 thi territory, nor shall théy have Retainers or Servitors of any
. travel outside this territory on their f. The Princes of the Camaril(a
:l'mv: the perpetual right to call a Blood Hunt agdinst any Assamite or Assamites
" within fiefs, aind need give no othier reason for such a Blood Hunt beyond
membership nf A.umnitc oodline..
~.The defenses mtl'r. Ahmutﬂnﬂﬁedlsmunt[dwtﬁe nt where
- the castle mn no or other almﬁ the forces of the
Camarilla. The Clan mmitr. M observers ffr ‘amarilla to verify
p mm]iiam:e with this prwl.iion Fur r,u ny re-forfification A[umut,ar an
) attempt to establish a fortification elsewhere, in Breacli of this treaty,
and a worldwide Blood Hun't may be called against tl'wu committing the breach..
* ~.The Camarifla undertakes to cease all action against the Clan Assamite, and
not to violate the borderiZof its territory without the sanction of a full
Convocation tful:u n.'l‘ﬁe ns of the Camarilla agree among thémsélves
that they shall no longer seek to umguy members of the Clan Assariite as fired
assassins, and that tﬁou violating this provision dfm—ﬁeit the protection of
their Clans and ma dz t to'a Blood Hunt. The Clan Assamite undertakes
to cease any and m:t of its members as assassins for Aire..
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motto of the Unived States’ Central Intelligence Agency

By way of deception, thou shal do war
motto of larnel’s Institute for Intelligence and Special Tasks (Mossad)

From the Chromicle of the Hearesblood, the wecomd
chapeer of the Book of the Finul Nighos: appearmg gdmost
wdenrically m the Parubles of Blood

.. il s it came to pass that in those nighies the
House of Hagim was broken by a great war. The hiss of

“'i]lt!‘{'l‘l.'l! II:'N:II"H.J |hl:' L LIIIII'ITHI h.'l'.TII:' |I"l'l.! [I"Il' !!.'I"'q I.'III

the Mountain. Brother set upon brother, and the Chil-
dren washed their spears in the Heartsblood, and the
foremost cisualty of those bartles was Truch.

Oy perhaps no

[ set down this history of the Childsen of Flagm ar the
redqueest of al-Ashrad, former Amrand now Eldese-in-Exie.
Alchough my hands are more familior with hlade and Mood
than with pert and imk, | artempe o render Traath as best |
irm 4|fl{.|‘ Pl."rhl'”“ m rhl‘ _“TF]'I.“ SETVRCE I Iy Jione il'ﬂ' my
shorrcomings of faith and lovalty

Thds work, | am mformed, i3 the fre chronicle of the
Chaldren of Hugim to be freely refeased from the chambers
af Alamuee m more then a mallenndum. Trmiey be expected,
then, o coniradict conventional wisdom repording the
Children , particularly as the Camambla hedes ie. Tt s o theat

august body (which the Eldest-in-E xile informs me will be
my most likely audience) and the rest of Caine's mheritors
theat | sary this

Everything you know about us s o lie,

Tt s am easy ome 10 believe, was it not? Hundreds,
even thmisands of Mloodthirsey — lirevally — Arab asas.
sins. Comieract killers slaying vampires for the greater glory
of Cane and Hagim, or “Assam”™ gy you moy mispro
nounce his name. Yes, the rest of the Cainite world believed
it— clung roit, even, as the sifest, simplest ¢ xplonasion of
actions whose true maotives thetr grandsives had forpotten. [t
ey a pood lie . Tekepr the Children safe for humdreds of vegrs
while thesy rried o find themeeluer again

The problem usth tellimg a pood be 6 tha the ke mury
become s canghe up e i vhae the bowes sight of the uth, and
she starts to helieve the lie herself. The Children hid thetr history
sowpel! char they took therr osem deceprion as realiry. In domg o
thiey fompoe the sod of what they were madie to be.

M limyper

We bepan in a manner similar to this
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centuries. Eventually, fie sought
n:mrml' utl{d mﬂwrtﬁc

This the Hunter's heart with
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I have translated that story from the origimal, which is
mscribed on a clay tablet that the Eldest-in-Exile has gener-
ously lent me for this project. He mforms me that it was
inscribed some two centumies before the birth of the Christian
Martyr-God. While it should not be waken in a completely
liteval sense — the time scale, for msiance, seems vastly
mcorrect — the cove narvative is factual. As it suggests, the
Children of Hagim were not always the band of lusty killers
that mast ohservers now think we are. Ours is a story of a
fall to vival that of [Brujah], a lie greater than that told by
Mekhet, and a leader with a vision to rival that of Saulot. Or
so the histomians of Alamut would have us believe.

Clver the centuries, | have been introduced to varying
accounts of owr origins, For the sake of simplicity, 1 have
attempred o compile a prehistory that adheres most closely
to that with which my intended audience is familiar. Other
possibilities will receive separate examimation out of aca-

demic imterest. ...

THEe FIRST NIGHTS

We know our clan founder better than many clans
know theirs, both from the memories of those who met
him and through his own wrirings. Hagim was not his
real name, for he knew the power inherent in such
things, but it was the moniker he chose for himself afrer
he received the Blood, and it is the same name by which
we still refer to him tonighr.

In his mortal life, Haqim was a warrior and a hunter,
a member of one of the myriad nomadic tribes that
followed the migmtions of animal herds scross the
Fertile Crescent and into Asia and Northern Africa. He
was highly skilled, but, by his own ndmission, he was far
from the best among his peers, and he believed that his
sire chose ro Embrace him more for his strength of will
than for any quality of skill or appearance. Accounts
differ as rothe identity of the second-generation Cainite
who sired Hagim, but several records refer o Arikel, the
presumed founder of the Toreador line, as Hagim's
“sister,” which would make En'esh, or Enoch, the most
likely candidare,

Until the destruction of the First City, Hagim
served as one of its most steadfast defenders. Although

~Caine's children were mighty individually, the wealth
of the city of Enoch was such thar almost all of s
neighbors made an attempt, at one time or another, to
raid its walls. In some cases, this was from greed; more
often, it was out of desperation to end the ciry's preda-
tion of the surrounding areas. All too often, Hagim and
his siblings bathed their tongues and their spears in the
blood of mortals whose only offense was hunger.

THeSeconD CrTY

After the destruction of the First Cliry, Hagim
wandered for some time. His later writings suggest that
he had already grown weary of his undying condition
and the state of affairs that preceded Enoch’s fall
Hagim never stated outright that he knew of his sib-
lings' plans to slay their sires, but he strongly implied
that he was aware of the possibility and wanted no part
of it. Instead, he chose to distance himself from the
conflict. Though he knew he could not avoid itentirely,
he insulated himself from it whenever possible

Some rime during his wandering, Haqgim created his
firse childe. This individual's name is lost to history, but
the Pavables of Blood stave that he was a scribe and a
primitive astronomer whom the Ancestor saved from
being stoned for heresy. Ths set the mend for many of
Huggim's liter Embrices: innovatorsand intellecnuls whose
vision equaled their knowledge of their chosen crafes.

By the time Haqim leamed of the founding of the
Second City, ity walls had already been in place for o
century or more. He quietly observed his siblings' progress
for decades before deciding to join them. One night, he
simply appeared at the gates of the city with a dozen
followers and politely requested entry. His brother
Malkav was the first 1o welcome him, giving Hagim a
home before the restof the Third Generation was aware
of the newcomer's nrrival . Afrer such a display of hospi-
tality, the other Antediluvians were forced 10 nccept
Hagim in order to save face.

The seeds of the War of Ages were sown well before
Hagim established residence in the Second City, Know-
ing that his childer would become near-defenseless
pawns in any such conflict, he quickly made a stavement
of neutrality. While this pleased none of his siblings, all
of whom had hoped 1o recruit him as an ally or a dupe,
it also ensured thar Haqim and his Children were less
likely to incite the ire of a third-generation Cainite for
any piven action. This led them into a sor of political

Cronrrin Onet: How Quacey Wi Fomaor




equilibrivm where they were larpely ignored and left
tree to pursue their individual crafts and studies.

JusTtIiCcE

Neutrality is, inand of inself, a statement of political
belief, at least in the Jyhad. As the Cainires of the
Fourth and Fifth Generations of the Second City grew
increasingly heady with their godlike power, their con
flicts became less subtle than those of their sires, and the
city's mortals were all roo ofren -....l.|1|1|:'|1 in the middle of
these disputes. The Third Generation arempted torein
in their children, as they were justifiably concemed
about arera ting the atrention of “atnee, but u-.,,i.y-._;:“u._l
peace wis next o impossible due to the lack of pust
between the Antediluvians. Only one among their
|1'|||rl|‘1'#ihldi..'ullﬂl'l.lil.'u‘irnflh[ru-\.T'_|.|;|E“;1.u_'|[g-qn-|‘|l: the
one who had set himself apart from their squabbles

ﬂh' .“"llf'lll.'dl[l.l'ﬁ.tr‘l" renched o T"IIlIL:II COMUETas _H:1._|
confronned | I.II.:|ITII. in his own haven one mgh: Thelds
proposal was simple: None of them trusted any of the
others enough to allow thar individual to have any sor
of power over them. However, if their childer were
allowed to continue on their present counse, Caine's

wriath would l.'l.'l'tr'll.“h come down on the City as &
whole. Thus, some sort of authority must evolve in the
Second Ciry thar could protect the Children of Seth
the mortals — from the excesses of any given vimpire
withour such actions |'!:l11j.: seen @8 A move in the
nmscent Jyhad. Haqim had set himself apare; thus, he
and his brood were the best of a set of bad chiices

Hagim protested his siblings’ request, as they knew
he would. Eventually, it was Saulot who brought forth
the ome argument thar would convince his cousin. The
service Hagim was being asked ro render was not for the
Cainires of the Second City bur for the mortals. Hagim
relented. The next night, he left the ciry and vanished
for a year. When he retumed, he brought with him o
1]1'1'.‘“ e Iilllllh'l_'r‘\,' t]l:_ 1.|Tht of lh._' ;-Hl."l--t"ﬂl.i i ‘“'1_’;
hlLIj.':l."".

The jucdges gmew 1o prominence in the Second Clty over
thefollowingdecades. Under Hagim's leadership, they quashed
the first stirringsof the Warof Ages and restored order toa land
whose mortal inhabitants had come to fear their rulers. Fora
e, it seemed that the Secord Ciry knew PR H. ML,
threats both intermal and extemal had merely learned 1o hide
thermselves better

Conmnon: Asawn




THe ConrFLICTS WITH
THEADVERSARY

Approximately two centuries after Hagim estab-
lished the judges, a cult of demon-venerating vampires
appeared on the borders of the territory claimed by the
Second City. Severnl decades of strikes and
counterstrikes gradually mounred roward outrighr war
between the mortal attachés of the two powers. Hagim,
still charged with keeping order within the city, noted
a gradual increase in certain blasphemous acts that
could only be attributed 1o these wicked Cainites or
their sympathizers within the various vampiric families.
However, the infernalists used a form of blood magic
thar Hagim's judges had little means of countering.
Although Saulot claimed his holy warriors were capable
of piercing and nullifying such demonic sorcery, Hagim
hiadd lirtle trust left for the cousin who had all but forced
him into the position of law-keeper.

Hagim left the city again. When he retumed, this
time after three years, he had only three followers—but
all three were once mortal wizards who had weathered
the curse of unlife. These sorcerers were the first pub-
licly acknowledged blood magicians of the Second
City. Serving alongside the judges yetstudying with the
sholars, they seemed to be the middle ground berween
Hagim's two sets of Children.

The imposiand distinclion how liss in bhe phrsde
‘pudlioly acknowledged

The need for strength forced Hagim's sorcerers to
expand their ranks quickly. The skills of the initial rio
revealed the extent of infernal influence within the
Second City, and the demon-worshippers and their
allies reacted like comered wolves. A series of skir-
mishes decimated the judges and left two of the three
sorcerers as dust in the streets. The survivor became an
unwilling and uncomfortable linison between the judges
and the Salubri warriors until he could sire and train
mure blood magicians. During the next decade, Hagim
brought a score more mortal wizards into the night, as
well as undertaking several personal projects, one of
which would not come o light for centuries.

The Children of Hagim and the Salubri slowly
scourged the demon tribes, known as the Baali, from the

" Second City, using both patient investigation and ruth-
lessly overwhelming force. Within a century, the last
known Baali sympathizer had been fed to the sacred
purifying fires. The sorcerers stood down from their
hunting and began to fully explore the power of Cainite
vitae as the heart of their arts, each one adapting his
own mortal techniques to his new condition. A few

continued to work with the judges, but most dedicared
themselves to research.

ﬂmm&dfﬁﬂﬂﬂf& three limes of Hagim
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e s oo g vy singyle-
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som haue bhomsclinws when donied
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Peace

Fornearly half s millennium, the Second City enjoyed as
miusch of a golden age as wis possible for siuch s concentration
of powerful, self-righteous beings, Members of the Fourth and
Hhh[hwumhmmhw&mmium.smﬂm
their own domains across the region. Most of the Children of

Haqim chose to stay within the confines of the Second City:
the judges to fulfil their duty, and the scholars to remain chose
to their mentor.

Haqim took to wandering again, often leaving for
up toadecade to pursue his own agendas. In hisabsence,
the eldest of his childer who was in the city usually
assumed leadership of the households. This gradually
became a semiformal honor and position, and the head
of Haqim's estate came to be called the Eldest. Hagim
himself gave his tacit acceptance by saying nothing
against it

THe Seconp BAALICONFLICT

And then, withour waming, a border city died. A
few battered survivors escaped the pyre of Charizel and
returned to the Second City with news of their Kindred
loed's destruction, They told hamowing tales of pillars of
flame, of spears of sunlight that struck down Cainites as
they walked in the streets at midnight, of pits that
opened in the earth ro swallow temples and homes —
and of the archivects of this horror.

They called themselves Baali.

The reaction among the Antediluvians was largely
one of disbelief and suspicion. Had Saulot's warriors and
Hagim's judges not crushed the infernalists cenruries
ago, broken their power and sent their scattered survi-
vors howling into the night? Was the honey-voiced
satan not sent, broken, into the wa! Surely this was
some treachery, another stroke in the Jyhad. Accusa-
tions flew, each aggrieved party accusing his rivals of
engineering the city's destruction and planting tales of
Baali magicians and demon lords to awaken the old
fears.

Quietly, Hagim and Saulot sheltered the forgorren
mortal survivors of the massacre and listened. Gradu-
ally, they became convinced that Charizel had been a
sacrifice, the centerpiece of a ritual whose ultimate
objective remained undetermined. Hagim favored fur-
ther investigation; Saulot demanded action. Within a
fortnight, the mightiest of the Salubri warriors rode
forth, bent on stamping out the infestation before it
could spread.

The story of their fate s well recorded and need not
be dwelt upon in this account.

Hagim's broods prepared for battle as best they were
able, gathering what allics they had among the other
Cainites and taking the then-unprecedented step of
arming their ghouls with ensorcelled weapons. Rather
than attempt to defend the walls of the Second City
itself, they mustered their forces in the ruins of o village
some four nights' travel away from the walls, along the
mast likely route of approach for the Baali.

Clamone: s
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“Most likely,” in this case, was a poor estimation

The |=||_-|:;'-| s andl sorceren woere in the proceds o fortily
ng the place they had chosen for their stand when o
ghoul messenger arrived, near death from exhaustion
ind a dozen wounds, He carried wond that the Second
City was under assault from the opposite direction. The
Baali, it seemed, paid little beed to conventional methe-
wls of travel when they had the wings of demons to
peed them on their way

The Eldesw, a judee named Mancheaks, led the
Chiliren and their allies and servants on o rapid over
land march, determined to reinforce the City before it
fell. Near dawn, as the column prepared 1o mke shelter
o r1:||' I ina II.-;"I"I.L'UEL llfl...i'\-n"l'li'l-. !1!‘!‘” i '.|||1~i1.'l'
were obliterated by a storm of spears and flame. The
main body of the force came under attack moments
larer. Mancheaks and her brood mer Final Death hold-
ing off the artackers, but their acnons boughr the
survivors time to take shelrer in the caves

AR riu_' remaining :UJL‘!L‘.H .II!'I...! rl‘.rlr chmrades ne
;:TI.IIJ]."I"I in the '-.|':!.'!Tt","lm.t darkness, they began to
assemble what ||II!|:;~ L‘h-ﬂ.\'lnlp:r l]'l.:*-r had about their
jruntion. Several had glimpsed familiar faces among
the attackers, members of the broodsof Saulot, Ventnue

and Laswmbro who hiad been thought o be close dllie
Ol r!'||' [ !Ht-\.i!rl:'i‘l .".-1 inic |‘||‘.II| -.I'\- fTOrcoh, 1T SO | I‘l 1
been opemting under false information for weeks
Paiali -.1.'rnp.1'h|:-.'r'. had deftly micked the judees
'-|'[][_'-"II1‘;.|' ATV Y o Ih{'a ity 5 TSt 1 Wl detendern
The doy and night thar followed were nearly the
end of the judpes and sorcerers, The Baali and thedir
demon lackevs hounded the Childrenof 1 l.u.;!:n thirough
i

of their enemies, and the ams of the rCeTer

the caverna, To their credit, the judpes Pk
ALY
l‘!"".lli.l.“hi 'II"“ W :-"!I. .{I '."“.'r e '-1rl-'ll;:‘h ]'I-I-! .Il': “ll-:'l"

of numbers and the momentum of the artack Lay with
|I|1.' H.J.l!J.

MNear diwn of the second nighr, the last remuaining
sorcerers gathered in the most defensible of the caverns
As they prepared their wards for the coming assault, the
stone beneath thetr feet l'\-l“l_:.ln ro tremble. A terochou
screaming anose, oy if the B wli hod muostersd the very
legions of the infernal 1o sweep the Children of Hagim
from the world, The judees braced their spears; thy
sorcerens gathered their EMCTRICH

Tiwl'l |:li.u-u_l |‘1'L’-1I'l (L] 11:"-\' Lo the cavern. Unly

mickle ar first, o few drops seeping down through the
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dually becoming a steady low that lefr ch
surviving Children ankle-deep in cooling crimson
:':'||_-'-. lootialls: light, almost molse !.--.1.. alomw, @ 1t

those of a child tenratively m king ire way down the

[EC]

Thena Ty igure, !'i.r- |-.l'r'.*.'-.:. nd ch I.II:-.'-.:I. I3 €Yes
burned from its skull, emerged into the flickering light

L ~|:|1;::'1' torch thar a |_.'.! :,l_'.|! 0 Keef

wul had mana

burm tje .l'i.l'hllﬂ sends o it whispered, ] am

"‘-Ii'l.t:' ""l.:l'..'i | i ol the Blowsd "
Liver the next century, the Children of Hagim were
at ':!n. foreinont of !lu WIS st :h‘ '1”".'“"!'! .

pushing them back to their pits and sealing the mouth

al .!.l' II I-i". Erﬂ I|I Nncycr |'II|:|| | W ||I'|I'-| from |:"|-|"I[

MEEssaCTe in the Civerms

they would not be a sigmihi
cant threar for millennia. The Children rebuile slowly
carefully, as Hagim witched from afar and allowed his
beirs 1o cradr their own leeacy
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The Buuli infested the Second ( iy thrice 8T
aver the courie of the conflict, though never with as
much strength o they had in those firt desperate
I':Il.'if[.. H'\ ‘.]'.l‘ B R L ri..- thrr IF oS ot qu':-:-.i s I E.| m

aistaction, the lands around the 1Ty Wl

and Saulor!
]'- g as g ETRT ; }‘l ki i-.':'1'|.'|'n.i'|t-'rh EI- I.||. CUNsES, JOTCCnous rl. MM
nd the marching feet of the world's first armies. Gradu
illy, the helms of Caine abandoned thedr nest, striking
it for the fubled lands thor lay bevond the borders

Hagim had grown heart-wenry during the wars, He
rarely took direct nd A, I!n-u:‘_h circumstances forced
him to tke the field several times. Much of his time was
spent nurturing the scholars and tmaining the fu bpess
The sorcerers he left o th prodlgy ur-Shulei and a
necromuncer whose nume is ]u-! '|-||i'-'- ™

l"-"-!lllr !!-L 1 -r'F-'~ IFnst 1!':1' T"'il[l umifol :'r-_]_ the
jucges found themselves performing their original du
ries bess and less. The ¢ hilder of € pine haod lictle call for
the pursuit of one of their number who
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As the broods of the other Ancients abandoned the
Second City, Haqim grew disheartened wich his duty.
He had accepted the responsibility of administering
justice to his peers and their descendants, bur they
seemed no longer willing to accepe his performance of
the task that they had set for him. Some ignored him.
Some openly rejected him. Most gradually abandoned
the hollow shell of the city to which he and his Children
had twice served as shields and spears. He quietly
consulted with his closest advisors then vanished into
the wilderness for a year.

When the Ancestor returmned, he gathered his Chil-
dren and spoke to them. His words, though marred
through repeated translarions, are still with us tonight,
and have formed the basis for many of our line's acts
across the centuries:

Just as the Children of Night acknowledge the duty of
a leader 1o lead, they also acknouledge the duty of his
followers to accept his rule. Just as the Children of the Beast
acknowdedge the need for a hunter to hunt, sa too do they
acknowdedge the dury of the prey 10 be hunted. Yet our
consing reject their duty to submit to our justice, thowugh they
themselves cried out for us w vender justice unto them.

Some among them have said that our time i past, that
there is no further need for us, that the city is dead and all
wouild do well 1o abandon it before its final collapse. A gram
of truth grows in this — we have tended 1o the threats
without at the expense of vigilance within. But the fault is
not our own, in large part, for that lies with those who would
play their pames of scepter, sword and lily with the mortals
ay their tokens. Have we further need for judgement simply
because our kind has outgroun a single aity. There will be
other cities.

The crisis that confronts us tonight is one of duty. We
know owrs; owr cousins made it plain in nights long past.
And though they may scom ws, owr charter of justice has
never been revoked. We, then, must seek new ways in
which to administer it, as the methods that we have pursued
in the past are no lkemger the best twols for that erade.

They tell us that the civy is dying. We shall leave it 1o its
death throes , then. We will go forth mio the war-tom lands,
the deserts, the mountainis, the harsh, barren places that no
others would cloim as ther domain . Theve, we will preserve
the memory of these nights against the ravages of ime. We

* will wanch, and we will study, and we will wait. And when
the need for owur ustice once again becomes so great that we
cannot stand idly by and watch our cousins’ acts, we will
come forth, and memary will be our spear.

Thee Amcsddon s disdain fos e M
of lhe neanaing sivng nl tho clan sven lonighl

the Childrars
mmm’f; i murd ;"

o now i tha halls of power inds whick e
owrdolucd, aud theve o much wae have wed I loarn aboud e
Camarills and the Ssbbal alibe.

DepARTURE

Bricfly thereafter, the Children of Hagim vanished
from the Second City forever, A tiny hundful of dissent-
ers broke from the main body of the clan, rejecting
Hagim's proclamation of isolation in favor of remaming
in contact with the greater body of the Cainite popula-
tion, such as it was. Most of these were scholars and
artisans whao felt that a hermit's existence would be
unduly confining to their works. Among their more
loyal brethren, these individuals became known as
“dispossessed” for their rejection of their heritage. Haqum
himself made no move 1o stop them, pechaps believing
thatenforcing his will would create more problems than
it solved,

All accounts of the clan's exodus from the Second
City speak of the journey as a nigh-unendurable trial.
Haqim left the city in the height of summer, and the
need for shelter from the sun meant that nearly a third
of each night was spent breaking down and re-erecting
camp. Many Children went to their Final Deaths as a
result of sunlight piercing improperly light-proafed
tenits, The journey proved no less harsh for the mortal
servants who followed Hagim into self-imposed exile,
for the journey led through scorched and lifeless lands
that had bome the brunt of the Baali conflicts. Water
was difficult to come by, food was even more scarce, and
vitae wasall but unobtainable outside the caravan ivself.
By the time the ravelers reached the foothills of the
mountains that were Hagim's destination, fewer than
50 Children and perhaps eight score mortal servants
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As Hagim's morsal and Cainite followers moved deeper
mito the mountams, thetr supply situation became progres-
sively mare desperate. Hagim wan well aware that those
who remained were loval wnto (or, in some cases, fast)
death, but lovalty was no substitute for sustenance and
shelter. The mavelers had no opticn but to keep moving
the tervieory chrough which they petssed s too mferede o
spport any sort of settlement

Om the ndght of the winter solstice, Hagim halted the
exidus 1.‘\.-rfﬂ_‘. af ey moanrse He L[lu;:.r e wirrel: " Here
He thrust his spear into the stome at his feet. The mountain
:Isrfj IT-"I:HHg'J thn LTEs T all Wi ff.;;..;r:n ﬂ::ruq'],’ tin the
growmd. When they arose, they beheld a great throne of
polished black stone, with the shaft of Hagim's
trucding from the place where the right hand of an o cufxmi
of the throne woild rest. Hagim faced the throme with hands
outstretched, as Jj-ur!rl.l'rluhrng with ir or the O Prorn
which it had sprung

With a ory, a black-feathered eagle swooped o of the
sky, spread its wings to alight on the left am of the throne
and regavded Haqim with pléconing eves. Then, as if reach-
ing some somt of decision, it flew to Hisgim's choulder, The

spear o
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Ancestor turned to his Children and said, “Heve. Our home
is heve, from this night uncil the Last. This place is ours, now
and forever — w pather, w waich, w remember and w
judge. This is the heart penetrated by the spear, the nest of
eagles, and it shall ever be known as such.”

With a gesture, Hagim sank into the ground along with
the throme. As his followers rushed forward, they found the
month of a cave, sloping downward m a long, wide ramp,
far wo repular to be nameral. Upon entering the cave, they
discovered a vast network of coverns and  passagewarys
whose arrangement mimicked exactly that of Hagim's pal-
ace in the Second City.

In the cavern that corresponded to the great hall of the
palace, the explorers found Hagim, seated wpon the throne,
head bowed. His expression appeared pained and weary, as
if he had just fosught a great battle, Blood trickled from a
dozen livid wounds, As Hagim's eldest childe entered the
cavern, the eaple launched itself from Hagim's shoulder
with a shriek. All eves numed to follow i as it soared upward
— toward the dark, open sky thar somehow hung over the
chamber despive the hundreds of feet of rock that should have
been there.

Hagim sighed and raised his head, then stood, grasping
his spear for support. "Here,” he repeated, and none could
find reasen or will to contest his decision,

Since that night, the Eagle's Nest — Alamut — has
been the spivitual and physical home of the Children of
Hagim. A thosand stories exist about the Mowntain and
the marvels contamed within it, and a fraction of them may
even be true. Bur Alamut does exist, and it remains our
heart even twonight. Although many of us may never agam
see its silent halls, i is a defining aspect of owr clan. How
many others can boast a home, albeit broken and barred, in
these Final Nights?

SILENCE

For several thousand years after the Children settled
at Alamut, little of note happened. While this may
seem like a coy dismissal of our affuirs at the dawn of
Western civilimuion, the truth is that even Alamut's
Great Library contains years of crop records and trivial
reminisces but virtually nothing of meaning w the
casual scholar of history. All three castes gradually
.rebuilt their strength, granting the Blood to worthy
mortals of Southwest Asia and North Africa, and these
hardy people became the clin's herds — ond wards. Few
mortals worshipped the Children as pods-on-Earth as
they had in the Second City (a state of affairs chat
required no few elders to make adjustrments to their self-
images), but many clan membersestublished themselves
as reghonal lords or protectors of favored tribes. Some of

their names still ring down the halls of history, albeit in
forms that few of the original bearers would recognize.

During this rime, the castes sertled into the roles
familiar to the modem observer. The viziers took it
upon themselves to act as shepherds of Seth's inhen-
tors, walking among the mortals and sharing in their
achievements, laying the foundations for future growth
much as other Cainites were doing in the West. The
sorcerers withdrew toa certain extent, clustering around
Hagim and Alamut and pursuing their individual stud-
ies of blood magic, though they often sought out specific
learned mortals for knowledge that they could not
acquire elsewhere. The judges, now almost fully turned
warriors. served as the spear and shield of the Children,
warding their brethren's endeavors from the interfer-
ence of others.
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In time, the Children spread forth from the Moun-
tain and retumed 1o the once-fertile lands that had
finally recovered from the Second Ciry's death throes,
In these green valleys, they found thriving mortal
populations greater than any they had scen in the
bamen wastes. And they found the forerunner of ather
Cainite populations, too, expanding outward from the
wildemesses into which they had fled.

The expansion of the [13] great clans from the
Second City had lefr the area that would become the
Middle East with large Cainite populations of the
Children of Hagim and the Followers of Set. The views
of these two parties on religion, vampiric existence and
the proper treatment of mortals were often diametri-
cally opposed. Small conflicts erupred throughout the
region, encouraged by Cainite strife. While most Ser-
pents were wise enough to behave diplomarically and
submissively (or ar least maintain low profiles) in order
to coexist peacefully with the Children, many maneu-
vered their mortal pawns into striking at clan holdings
and herds.

The Children mrely responded in kind, because Hagim
encouraged his followers to make the distinction between
a master and his unwitting proxies. He had little stomach
for wholesale butchery of innocents. Thousands of years
before mortals coined the term “assassin,” many warriors
were already leaming to strike from ambush, stalking
those Cainites who fancied themselves puppet-masters.
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Slowly, the techniques of the judges found new applica-
nions as the tools of hunters.

Setites were the most commonly encountered
Cainites of the region during this time, but they were far
from the only ones. Members of every clan sporadically
appeared in the lands that Caine's inheritors called
home, seeking knowledge or drawn back by some pri-
mordial call. The Children rendered judgement unto
these visitors as individuals, despite pressure from some
Second City-ern elders to unilaterally condemn these
who betrayed or abandoned Hagim. Those who failed
to meet the judges’ standards of acceprable conduct and
morality either saw their final sunrises or fled howling
to their European brethren, depending on the severity
of their offenses and the temperament of the individual
warrior, These latter survivors spread tales of the *fear-
some black-skinned demaons of the East,” spreading the
roots of a legacy of fear chat lasts o the modem nighis.

Scions of nearly every clan settled along the south-
e and eastern coasts of the Mediterranean and spread
inland during this time. The Children did not allow
these scartered groups to establish domain so much as
they were unable to prevent it. No matter how diligent
the warriors were in enforcing what they saw as their
borders, they were incapable of being everywhere at
once. By the time many Cainite “intruders” were dis-
covered, the price of expelling them exceeded the cost
of tactfully ignoring them. The Toreador, Nosferatu
and Lasombra were the most common, followed by the
Brujah and the rribes of Ashur, but every Cainite line
had some presence in the area by the time of the
pharachs.

This lefe the Children pinned in place. Western
Asia was the domain of the Trimisce, who enforced
their sovereignty with ruthless enthusiasm and earthy
sorcery. Equally strong and aggressive Kindred pre-
vented expansion northeast. The south and east were
the homes of other horrors thar had little love for
Cainites, and the few Children who limped back 1o
Alamut after strempting to move in these directions
reporred that such Moon- Beasts and Wild Ones had no
desire to share their lands and no fears regarding open
conflic should Hagim choose to press the matrer, The
Setites stymied western movement and, beyond them,
the other clans had claimed many havens.

This inability to move in any direction frustrated
those elements in the clin who nurtured deeams of
empire. New herds and domains were limited by the rate
at which the mortals could reproduce rather than by the
speed at which the fronticrs of the Children's territory
could expand. Precious resources became the subjects of
power grabs that any modern Camanilla prince would

recognize in an instant. The Children adapted all too
well 1o this mode of conflice.

Hagim was less than pleased with this develop-
ment. He left the First City to remove himself from the
Jyhad; he left the Second City to remove his brood from
it. The strife between his childer reminded him of the
behavior of the other clans. He nursed a quiet fear that
he had recreated the Jyhad in microcosm by isolating
the three castes from their brethren. This fear mani-
fested itself in a growing restlessness, and the Ancestor
left Alamut for up to a decade at a time, During these
absences, he left the Black Throne in the hands of his
cldest childe present on the night of his departure,
much as he had done in the Second City.

The final straw fell during the Peloponnesian War.
Two centuries earlier, a cabal of viziers had wken up
residence in Athens, entranced by that city's centers of
worship and leaming. A similar group of warriors had
entered Sparta at the sufferance of the city’s Ventrue
prince at approximately the same time. When Corinth
convinced Sparta’s elders to enter the Peloponnesian
War against Athens, both groups quickly took direct
hands in the conflict in order 0 ensure victory for
“their” mortals,

In 413 B.C,, when the Spartans destroyed the
Athenian fleet, the Athenian Children of Haqim sent
emissaries to Alamut to plead for Hagim's favor and o
gather allies among the warrior caste to support their
cause. Upon hearing of this, the Spartan warriors sent
their own representatives. The delegations arrived at
the Mountain on the same night and fighring broke out
among their mortal entourages. By the time the silsila
had restored order, every Greek was dead and five
Children lay among the fallen.

Hagim flew into a towering fury, nearly destraving
the Girear Hall in his wrath, Once he had regained the
power of speech, he summoned the survivors before
him. In a shatrering tirade, he denounced both groups,
thie web of European Cainite intrigue in which they had
allowed themselves to become ensnared. Then he de-
nounced all of his Children for succumbing to the lure
of the Jyhad.

“| gave you the opportunity to rise above the petry
treacheries at which Caine’s lesser childer play,” Haqim
raged, “and you ever prove yourselves unworthy of that
opportunity. | am asdutiful a father to my own Children
as uny mortal child could ever ask of his sire, and you
repay me by fighting among yourselves like sturved
wolves, then scampering to me to beg for my aid when
the tide tums against you. Jackals, all! You sought my
favor, but you have earned only my contempt. 1 will not
save you from yourselves, Until | draw my spear from the

Cuamoon: Assawnt




Black Throne again, you have no sire, and | have no
Children. Alamut is no longer my house, for you have
left me no peace here.” So saying, he strode forth from
the Mountain, striking down the one childe who dared
beg his forgiveness,

All three costes quickly asserted that Hagim'swords
hiad not applied to them, and that they should therefore
cluim the clan's legacy. The warriors’ argument was that
the Athenian viziers had provoked Hagim by being the
first to seck his aid in a conflict that was obviously not
theirs. The viziers countered that the warniors had been
the first to strike directly at other Children. The sorcer-
ens held that they had not been involved in the conflict
and thus had done nothing to incur Hagim's wrath.

In the end, the warriors triumphed, less through
diplomacy than via intimidation and a willingness to
spill more vitae. The sorcerers might have been able to
win the night, had they so desired, but the moderate
Amr of the time counseled neutrality. In exchange for
their withdrawal from the conflict, the sorcerers gained
certain concessions, the greatest of which was the
vizters' continued survival as a caste. The struggle left
the scholars bloodied and battered, bur the sorcerers
forced the warriors to concede their opponents’ contin-
ued value to the Children as a whole.

Hagim appeared to the clan about once a century
after thar incident, acting as occasional guardian or
advisor but never leading. He never commented on the
state of affairs within the Children — or, at least, those
to whom he spoke kepr the conversations to them-
selves. He lnst visited Alamur in 68 B.C., staying in the
Gireat Library for close to six months before departing.
Those present at the time noted that the Ancestor
scemed disturbed, even openly frightful, and that he
spent an inordinate amount of time reviewing the clan's
carliest records. He left the Mountain on the nighl_
before the first Roman troops marched into Asia Minor
to begin Rome's annexation of Syria and Palestine,
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The Ancestorappenred to the Children twice more
after that. The first rime was in Antioch a century later.
Hagim entered the city with lictle fanfare (or as livtle as
was possible for a being of his power) and inquired into
the researches of the sorcerers who dwelt there. The

foaith Jousrmey nows o as tha “Hipra.”
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second was in the period between A.D. 117 and A
120, during which he made a score of stops on a journey
that took him westward from the Holy Land. In early
111, a party of mercenary warriors met Hagim in the
British Isles, apparently while he was involved in an
extended philosophical discussion with the Ventrue
elder known as Mithras. Shortly thereafter, the Ances-
tor vanished. All subsequent attempts to locate him
have failed.

NIGHTMARES OF

EMpIRE

The rise of Western civilization brought the Chil-
dren of Hagim into close contact with the rest of the
Cainite world again. During the time of the Greek ciry-
states and the height of Persian dominance, few clans
other than the Brujah, Ravnos, Setites and the Tzimisce
had enjoyed more than sporadic encounters with the
Children. However, as Rome expanded and, later, as
Byzantium rose, those kingdoms' Cainite parasites moved
with them, struggling in vain 1o control the first mortal
institutions that were more complex than they could
comprehend.

THe RoMANERA

The Children of Hagim never had an extensive
role in the Roman empire's life or death. Scattered
members of all three castes moved through Roman
society, particularly in the eastern and southem regions
of the empire, and no few warniors found mercenary
employment as bodyguards or household moop com-
manders for wealthy Ventmue and Malkavians.

In truth, prior to the fall of Carthage, the Children
as a whole paid lictle attention to Rome. It was no more
than a distant rumbling on the horizon of history, and
Iran, Egypt, Aram and other parties disputed lands
closer to home. With these disputes came various Cainire
claimants — and other forces as well.

After the Third Punic War, however, the Children
could no longer ignore the power that had all but
annihilated the North African branch of the clan. The
elders of Alamut examined Rome, and at that empire's
heart they saw a festering web of Cainite influence that
spoke of greater threats yet to arise. For their par,
Rome's own Cainite inhabitants remembered the swords
that had aided the Brujah cause during the long wars in
Carthage, and their rising strength washed away any
fear they might have otherwise had of the Children.
Rome needed little urging to turn its acquisitive eyes
eastward. By the middle of the second century BC.,
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Macedonia and Thrace were under Roman dominion.
Another century, and Bithinya and Synia followed suit,
putting Rome’s knife at the throat of the East.

Rome was never a place of particular interest for the
Children, but the Parthian empire was. Arising in Iran a
century before Rome'sascent began, Parthia spread through
the Mesopotaminn region in the wake of the crumbling
Selevcid dynasty, Many Children encournged the Parchion
expansion, save for those who had maintained close tiesen
the Seleucids. Some sow Parthin s 2 rich ground on which
to sate their particular hungers, whether for vite, battle or
learning, while others simply welcomed an end to the
chaotic infighting that surrounded their homes. Follow-
ing the destruction of Carthage and the subsequent Roman
expansion west, Parthia quickly became all too significant
to the Children as the force holding the Roman Cainites
at bay. All three castes devoted themselves to reinforcing
the mwrrals who could fend off dtheir undead adversanies.
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By the maddle of the second century AD., events
surrounding Rome had forced the Children o coexist
with other Cainites or perish. Egypr, Syria, Armenia
and other outlying lands were now under Roman con-
trol. Ventrue, Toreador, Malkavians and others came
to the lands of the Children. In the Cainite courts of
Alexandria, Damascus and other great cities, the castes
emulated the European political dance, trading favors
and secrets in search of leverage and power. The
Parthians and their superb cavalry held the Romans at
bay, but the eastern coust of the Mediterranean was now
home to far more undead, and the bloody flower of the
lyhad slowly blossomed agnin.

CARTHAGE

Although few outside thar clan acknowledge it in
the modem nighes, the Brujah fever-dream that was
Carthage was home o no few of Hagim's childer. Our
clun was the second most numerous there after the city's
Cainire fathers. However, a few Brujah eldess who still
remember Carthage recall our presence there as a uni-
fied one. Nothing could have been farther from the
truth

It the outset, Carthage was a trade center and the
heart of Phoenicia. Several viziers with mercantile
interests entered into parmierships or competition with
like-minded Brujah. As Brujah dominance of the city
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grew and their vision of an Elysian kingdom to rival the
Second City took shape, Carthage artracted attention
from the warriors and sorcerers who knew their history
well enough to recall their castes’ original charters,
Surely this Carthage could not be the paradise thar their
brethren's accounts portrayed it to be, they said, for they
knew all too well the excesses that open existence
among mortals brought. Had Hagim not formed their
lines to combart such decadence!

And yer, when the first warrions who wished to be
judges again arrived in Carthage, the Brujah greeted
them with open arms and bade them stay for as long as
they liked. The truth, at least in the beginning, was with
the tales thar filtered back o Alamut. Carthage was
indeed a city wherein martals and Cainites mingled
freely, each doing his share to further the city's great-
ness. The Children stayed, suspiciousat first but gradually
coming 1o share the Brujah ideals, In time, they became
so complacent that they forgor the suspicions that had
brought them there.

No rwo accounts agree on the exact point at which
the Carthaginian Childrendiscarded their heritage and
joined the Baali's rites that the most decadent of the
Brujah conducted. At some point between the Fistand
Second Punic Wars, however, a visiting warrior discov-
ered this treachery when his childe, flushed with the
excitement of the forbidden, invited him to partake of
the blood of a childe sacrifice. He cur his way out of the
city and fled 1o Alamut, his steps dogged every inch of
the way by a pack of maddened traitors and their allies
and debauched servants. The initial response was swift
and bloody, a5 a cabal of sorcerers tumed the revenants
buck upon their masters, some of whom had remained
behind in Carthage.

By the end of the Second Punic War, warrions and
sorcerers cautiously crept into Carthage, guided by the
remaining viziers who had not succumbed to the ciry's
madness. Ina city so filled with Cainites, they could easily
disguise their intentions and, in some cases, conceal their

presence formoniths oreven years, When Rome landed its
ﬁnuhmg blow in 146 B.C., the loyal Childeen silently
struck at their decadent, vite-bloated brethren, crippling
their support of the Carthaginian Brujah at a time when
the city's masters needed every ally.

Unfortunately for the Children who were within
the city, the Roman forces cared nothing for hidden
allies (or even enemies of their enemies). Only a ragged
handful of survivors escaped Carthage's fall. The Ventrue
and Malkavians and their allies cut down the rest along
with every other Cainite within the walls. We could not
forgive the Romans, for they knew, and they did noth-
ing to spare those of our blood who stood to assist them.

Norcould we forgive them the deaths of those Children

who stood with Carthage, for, misguided though they
may have been, they were our brethren, and it was our

place to punish them.
Jtthen 7 firad visiled Carthage, i promised b ipring
Jordhe as bhe of an ages-old dream. Stthen I last
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ByzZANTIUM

The western portion of the Roman empire crumbled
by the end of the fifth century, eaten from within by
civil war and from without by barbarian invasions. In
the East, however, the city of Byzantium formed the
core for a continuation of the empire.

A sharp division arose within the Children of
Haqim. Most of the clan felt that Bymnrium was the
mortal kingdom that would unire the world as Rome
had failed to do. As such, it would forever remain a
power that others would be forced toally with or oppase
— there could be no middle ground. The division arose
from differing views on such a power’s treatment. Some
Children felt that the long centuries of isolation were o
thing of the past, that it was time to coexist with other
Cainites, that Byzantine expansion was as inevitable as
the sunrise and it was best 10 be safely ensconced in a
political haven when that dawn came. Others believed
that as long as Persia and Arabia remained strong,
Alamut and its surrounding lands would be free of the
threat of the other clans — the Children should devote
all their resources to the opposition of Byzantium.

This division never came to open bloodshed, bur it
drove a wedge of mistrust through the clan’s heart.
Those Children who supported the Byzantine courrs
sneered art their Eastern brethren, considering them
staid and incapable of change. Those who kept to the
Eustern nations found their Western counterparts mer-
curinl, rebellious and untrustworthy.

THELONG TWILIGHT

Kings came and went, and Europe fell whimpering
into the Dark Ages as Rome thrashed itself to death.
Byzantium hung on longer than the West, but in time
it passed as well In our homelands, the Children
nurtured the cultures of the Persians and the Arabs.
Some brave souls, hungry for new domain, rode with the
expeditions that went south and east, tentatively prob-
ing along the burgeoning trade routes, searching for any
signs of the threats we had found there belore. In time,
we met the natives of Taugast and India and, though we
were never comrades, some among us learned how 1o
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avoid offending them. This did not lend itself to heavy
expansion, but asteady trickle of knowledge and respect
began to low both ways.

Many European military actions during this time
relied heavily on mereenaries, and Cainite practices
mirrored those of the mortals. Members of all castes,
though most commonly warriors, found acceptance in
the Western courts as hired swords or court advisors.
The warrior caste's practice of a tithe to one's sire of any
such carnings arose during this period. Caste apocrypha
attributes it to the Caliph of the time, the Ethiopian
spearmaster Mohara, Mohara, upon learning that all
four of his childer intended to take a blood-contract
with a widely distrusred Lasombra prince, said in dis-
gust, "If you must sell yourselves so cheaply, the least
youcan do is send me a portion of the gold you will eamn,
that | may be compensated in some small measure for
the curse of undeath that you whore for no good cause.”
Mohara's childer took his sarcasm at face value and sent
him a fifth of their eamnings every year. Ocher warriors,
seeing the Caliph's own progeny doing this, began o
curry favor with their awn sires and superiors by tiching
in a similar manner.

Aside from such endeavors, Europe was largely an
unwelcoming, even hostile, place during these centu-
ries. The rise of Christendom brought suspicion of
paynim and “pagan outlanders,” and many of the Chil-
dren were of mortal stock that stood out in Germany or
France (though the Iberian Peninsula was more wel-
coming of swarthy non-Christians).

The East, by comparison, was a more comfortable
home, though by no means a paradise. The rise of the
Sassanids in Persia brought with it acentralized militant
government that stirred the cold hearts of many war-
riors. However, between the fourth and sixth centuries,
the Arabian Peninsula fell into its own Dark Age as
trade routes declined. The peace berween Persian and
Byzantium deprived the Arabian economy of the con-
stant enrichment from the nearby war. In an odd
compromise, the viziers and the warriors both stoked
the fires of acquisitiveness in both kingdoms, contribut-
ing to the renewed outhreak of conflict in the sixth
century.

THe ProphEeTr

In the late sixth century, a mortal was born who
forever shaped the destiny of his homeland. His name
was Mohammed. In the year 609, God spoke w him
through the angel Gabriel. By his death on June 8, 632,
he had achieved what no Westem prophet before him
had: He conquered his own holy land and achieved

military, political and religious power within his own
lifetime.

He also conquered the souls of the Children of
Hagim.

The Children had watched Jesus come and go some
six centuries carlier with disincerest. Judaism was strrong
in those who had held it before receiving the Blood, bur
it attracted few new converts. The Zoroastrian and
Mithraic religions were dying or dead among the mor-
tals and in decline among the Kindred. But the Prophet
was the best of all that the Children cherished among
the mortals. He was strong, yer humble when it was
required of him. He never claimed ta be more than a
mortal man, nor expected 1o become anything more.
His Allah was harsh yet merciful, and he was a propo-
nent of ideals toward which many of Haqim's childer
strove. lslam's message was not to be forced upon those
who did not choose to follow it, for the Qur'an stared,
"There is no compulsion in religion.”

In early Islamic justice, the warriors (and, ton lesser
extent, the sorcerers) saw echoes of the laws that Hagim
had created them to enforce. The source of the rumor is
untraceable tonight, but as Mohammed's influence
rose, a whisper passed through the halls of Alamur char
Islam was Haqgim's will, that with its appearance came
the clan's last chance to redeem iself in the eyes of the
Ancestor. And so the Children, now five centuries
without their sire, clutched at this faint hope and rook
it upon themselves to shield Mohammed's inheritors
and to take his faith as cheir own.

THIRST

In 636, the Arabs seized Palestine and Syria from
the Byzantine empire. Warriors of the Children rode
with them, for the infernal tribes had once more reared
their heads in the Holy Land. It was our duty to strike
them down before they could poison the well from
which the word of Allah flowed.
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The inidal campaigns went well, scattering che
Baali's moral pawns and forcing the masters them
stlves into a panicked retreat 1o their unholy city of
Chornzin, During the rour, several parties of warrion
ranged well ahiead of the Armb armies. One of these

demons ook that small band of wartiors o Chorazin
with them.

The Children mounted a rescue attempe, but
Chorazin's defenses held back the massed mighe of
EVETY WITIOr whn I..-.-u]li {.Lk-..' T1'1.IT I"llh"l!"r' ru-l...I T|:I||:
Caliph sent to Alamut for asststance from the sorcerers,
und the Amz [r'r[ﬁll:hil'nl that he and his forces would
move to assist the wartion with all possible haste.

With the sorcerers less than a night awary, the wall
of Charazin fell. The warriors and their mortal oops
stormed through the breach, cutting a relentless swath
o the city's remples where the blood cult cowered. As
the assault on the temples I'cj:;m, however, the host of
the Adversary unlenshed theibr final serike. The warriors
clawed ar themselves as black fire seruck at them from
the ground. They howled with an unquenchable thirst

bands was somchow captured, and the veneratons of

Seeking vitae, they tore into their own troops, who fled
it this betraynl

Al-Ashrad and his forces smmived as the enemy s e
furth from the temple in a countemttack. The srcercr
urdeashed their IMagics, hﬂ'l..in‘u.[ aind b mishing Jermons
and incineraring the Baali even as they strove to dispel the
madniess thar had struck the warrion

As Choncin bumed, the combined strength of the
Children of Hagim overwhelmed the last defenden of the
temple. Inside, they found but one survivor of those who
the Buali had taken prisoner. He gusped out a fearful tmle,

one that few gave credence for months to come. The Paali
had swid to him, “As vou thirst for our blood, = shall vou
hl.lnj,ji‘f for all blood for all tme.™ Then they had ised the
captuncd warriors as n focus for a curse thar ineensified their
ancient craving a thowsandfold

MNeotate and Methuselah alike fell prey 1o o dread
ful hum:rr thar could be satisfied only by the vite of
other Cainites. As the curse spread across the caste, th
sorcerers and viziers scarched in vain for a way to break
it. By the end of the 14th century, the entire warrior
caste and no few sorcerers and vizien were afflicted

Crnrenn Ona: Hiow Qoo Wi Fomcoe




INvAsION

From the distance of centuries, it iseasy to acknowl-
edge thar the Jyhad had little or nothing to do with the
Crusades. Population pressure produced too many Eu-
ropean minor nobles with nothing todo but plot against,
and occasionally kill, each other. Fearing wars that
would devastate the territories in which it held sway,
the Church chose to direct chat aggression and acquisi-
tiveness elsewhere. The Holy Land was a logical target,
held by infidels and nonbelievers who openly rejected
Christ’s divinity. The knights who rode forth to reclaim
Jerusalem would be in the moral right, and the wealth
they plundered would flow into both their own coffers
and those of the archbishops who urged them on. Any
Cainite involvement in the endeavor was purely an
afterthought as European elders tumed their own gazes
roward Palestine.

From the perspective of those who stood in the path
of the first Crusaders in the twilight of the 1 1th century,
the invasion from the West was nothing less than the
upening stroke of an unprecedented maneuver in the
Jyhad calculated to erase the Children of Hagim from the
world forever. The Christian minority of the clan may
have attempted to reason or negotiate, but their pleas
vanished in the din of battle. Many escaped to lberia, only
1o be cought up in the Reconquista a century later.
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Our hends and wirds rushed to engage the Europeans in
battle, and we could dono less. All three castesjoined wgether
in a unified effort not seen in centuries, striking against the
Cainute nobility who came with the Crusaders us best they
were able. Two and a half centuries of war melted away all
facets of the clan that were not essential to survival, forging
blade ready o0 be plunged into the collective hean of the
Western Kendred., In parallel with the successes of the mortal
Assasins, many wamions give up open confrontation in favor
of stealth, puile and a knife in the dade. While adherens o
maone traditional forms of honos spat upon these treacherous
tctics, the new beeed of warrions maintained that cheir own
honor was in the service 1o the Hagim and 1o their monal
wards; the form of the act was not as important s its ultimate
results. This debate continues 1o the present night and will
ot likely remain unresolved as long as two warrions still walk
thee earth.
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The bloodthirst levied upon the warrior caste by
the Baali mounted in strength during these centuries.
By the time of the Fourth Crusade, over half the warrior
caste thirsted for Cainite vitae nightly. In another
century, not a single warrior was unafflicted. As the
thirst grew, so too did the warriors' aggression, and even
the combined influence of the sorcerers and the viziers
was not enough to restrain them.

IvorYy TOWERSAND
CRIMSON BLADFES

In the distant wake of the Crusades, the terrible
nights that some call the Buming Times came
Europe. The Inquisition never really touched the Holy
Land, nor did it extend into the Ottoman Empire or
parts farther east. While we licked our wounds and cast
our eyes west, the European elders sacrificed their
childer for the hope of another night's survival. Too
many of those intended victims survived and fled east,
preferring to take their chances with the dread Saracens
thun with their sires’ betrayals and the Church’s flame -
lit crosses. As the Serites gave them shelter for a price
and the younger Tzimisce and cagey Ventrue gathered
them as allies, we listened to them and saw opportuniry.
The elders who had set their minions upon our havens
were weakened and in disarray. Justice was long over-
due. When the Anarch Revolt came, we were ready.
Our own warriors surged forth into Europe, lending
their own steel and fangs to the tide of rage.

The terror our warriors spread in their wake was
hugely disproportionate to their actual numbers, or
even to the number of elders they slew. Their grearest
contribution to the Anarch Revolt was not blades, but
rather |essons. A modern mortal government would
recognize them as military advisors or agents provoca-
tewr. In torch-lit caves and shadowed basements, the
grestest hunters of the Web of Knives and the surest
swordsmen of Alamut taught the scatrered childer of
Europe how to lay low their elders.

To be sure, we did not restrain our own thirsts during
this time. The Prince of Hamburg still tells the tale of the
Night of Ashes, when we slew every Cainite in Berlin,
allowing only him to escape with his unlife so that he
might tell the mle. Similar stories are now institutional
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memories in the Camarilla and the Sabbar alike, lessons ns
to why we cannot be reasoned with or dealt with fanirly
And we reveled in the terror that preceded us like the fie
cold mindrops of a summer storm.

CORNFRSTONES

As the Anarch Movement mmpaged across the
Westemn world, Europe's elders feared (rightly) for theit
unlives, Fear is a motivational wol unlike any other,
though its results are rarely those desired by the group
wielding ir. In this case, fear led to « iganisation. A small
band of elders convinced themselves that solidarity was
the answer 1o their woes. By forming some kind of "great
brotherhood of all Cainites,” they could provide the
anarchs a cause greater and more enduring than their
hasty movement — oh, yes, and enforce Caine’s First
Tradition in order to ensure that the Inquisition never
rose against all Cainites agnin, Needless to sy, the Chil
dren of Hagim were not impressed, nor were we invited i
lend our hands 1o laying this ivory tower's foundarions
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THeGRreaTL1e

The Camarilla grew rapsdly as its founders con
vinced more and more anarchs to come in from the cold
TI'II& l:nr;u::'d many {:illtLirEH OperEiing in E-Ih e w Ih.
saw their estwhile :ll[u‘iduwn;nu[]“-m forr the promise
of sanctuary that Tllt‘j‘ could have enrned for themase lves
anyway if they had possessed the strength o continue
their fight. They tumed theirattention to this Camarilla
with a fury born of betrayal

The Great Lic began simply enough, its seed cast oneo
fertile ground by the Tremere Errius, who soughr o way 1o
reason with us in order o stop our atracks. One of his
younger subordinares commented thar he had heard tales
of peaceful Assamites who dwelt far to the east, to which
Etrius responded, “But that is the heart of the matter.
Though some tell tales of peaceful Saracens, | have never
seen one with these eyes. They may extst in some fever
dream, but I place my own faith in the evidence thar their
knives and fangs present. They are killers, nothing more,
and unything else they might have been died long ago,
presumably by thelr own hands.”

The wamriors heard reports of similar starements
from across Europe. Their pride swelled. Their strength




and accomplishments were so great as to emse the very
memaory of the viziers and the sorcerers from the minds
of the other clans. In athousand subtle ways, they fueled
these impressions: a chance remark here, the silencing
of atoo-vocal vizier there. Memories were all too willing
to fade when confionted with an apparently unified
threat.

By 1486, the Camarilla believed in the Assamite
threat enough to declare its first and last Blood Hunt
against an entire clan.

THe BLoOD-WITCHES CURSE

The Convention of Thoms ended the Anarch
Revolt in 1493, As the anarch threar ebbed, the
Camarilla shifred its artention almost exclusively 1o us.
The fall of Granada the year before stripped us of our last
Moorish allies in Europe, and French Toreador and
Ventrue marched with Charles VIII 10 burn us our of
ltaly the year after. Gradually, the concerred might of
seven clins forced our warriors out of Europe. The few
remaining European viziers and sorcerers fell as well,
victims of their own heritage as Tremere blood magic
guided the pogrom.

In late 1495, sentries found a lone Nosferatu wan-
dering the slopes of the Mountain, bewildered and
disoriented by Alamut’s array of concealing magics but
somchow there nonetheless. He was quickly broughe o
the du'at council. His memories were mined and then
plundered (rumor has it that he rests in torpor in the
haven of one of Hagim's followers to this night), but he
had done his damage. If one Camarilla Cainite could
find Alamut, others might as well, and that could not be
allowed to happen. In order to render justice later, we
had to submit to injustice for a time. The Eldest reluc-
tantly sued for peace. Many Childeen saw the result,
1496's Treaty of Tyre, as a token capitulation that only
need be heeded as long as it was a convenient sop for
Camarilla paranoia.

Then the Tremere laid their curse. In the space of
aweek, every one of the Children found himself wracked
by numbing agony and, upon awakening, was incapable
of imbibing the vitae of a member of any other clan —
or even one of the clanless — without risking torpor or
Final Dieath. The result was shock and terror. How had
the blood-witches managed such a feat! A curse levied
upon an entire line was outside the realm of even the
mighriest sorcerers — even that which the demon-
worshippers enacted so long ago had been fueled by the
spite of the Adversary himself.

The Children demanded a response, and the du'at
council found the Eldest guilty of leading the Children
to humiliation. In a solemn ceremony under the cloud-

shrouded ceiling of the Grear Hall, he stepped down
from the Black Throne. In his last act, the Eldest
charged the Caliph, Jamal, to redeem the Children for
his failure. Then Jamal stripped the Eldest of the Blood
and ascended to the Black Throne. Our centuries of
disgrace had begun.
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In the centuries that followed, the Children ven-
tured forth cautiously from the East. Most of those who
came forth were warriors, their hloodrhirst now tem-
pered by Tremere magic. Few other Children left the
Middle East, the better to lend credence 1o the decep-
tion that was still in place. Few Camarilla Cainites so
much as suspected the existence of the viziers or the
sorcerers — which, so far as Jamal was concerned, was
all to the best.

The New Woarld held no particular imperative for
us, but some of our warriors set forth for foreign shores

olde lhal had lain
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in search of a cure for the curse or an OpparTunity o
leave behind its stinging disgrace. The North American
colonies were oo inhospitble for most of us, save for
those Unconguered who found themselves on Ameri-
can shores. However, the native peoples of Astlan were
adifferent marter. Members of ull chree castes sectled in

the jungle cities, glutting themselves in savage blood

ritez and marveling at the wondrous achievements of

those cultures. Some of those plonects, or their descen-

dants, still remain in the great cinies of Mexico and
Beazil and in lofry ruins in the Andes.

Cleser to home, the struggle against the curse fared
ill. A mortal generation after the Treaty of Tyre, the
Trimisce took the opportunity of the Ottoman Empire's
invasion of Europe to strike at the Camarilla. We were
more than eager o lend our own skills 1o the effort,
which culminated in 1529 with a yearlong siege of
Vienna loself. Our sorcerers flocked to the Turkish
forces, eager to test their magice against those of the
Tremere. In the end, Austria ;m.-\'h] {\qu.ll to the
challenge, but for every one of the Children who fell,
the ashes of two Warlocks brightened the sunrise. A
second siege in 1683 fared no better, and Ortoman
power declined with their losses

While the other clans expanded into the New
World, we tumed our artentions west and south, With
the British colonization of India, the forces that had
Opp wed our movement in that ;]!rr-. Lum liLl‘Iliﬂ:ll.l'ﬁ.' V-
ished. We cautiously extended our strength, carelful 1o
not reveal ourselves 1o the British Ventmee of the area
The broods of several ancient Ravnos lent thelr support
to us, granting substantial domains in exchange for the
iid of our knives agninst the Europenns. In time, the vast
cinies of H-rtlﬂ'l.n' and Caleurta bec ame immr!& [0 uis s
well. Many Children found peace — or at least serenity

in the teachings of the Buddha, and the thousand
podds of the Hindus whispered to us of mysteries
unfevealed

Theoughout the 1 Teh, 18th and 19th centurics, we
were largely observers ar the wayside of Cainire history.
The Camarifla came to regard us a5 toothless and
harmless, an emasculated curiosity — bur one still

'J"-L‘hll‘. 16 Alamut's reconds of METCEnNArY CONTIHCIs prove.
Mony warriors found chances to kill Camarilla Cainires

afver all — in the employ of other Camarilla members.
Virne came to be the standoard Curfency by which one
could buy our services, explained as a religious devotion
o Hagim. The Camarills laughed ar our foolish devo-
tion 1o 4 nonexistent creature of legend and paid frecly
in coin they thought we could not spend. Few, if any,
ever l.l.l.hl"rL H.'I.L Our I-H}'Il'r LSS |4Ir li‘lf,"l.r hlilhi. III I"N
search for a cure to the curse, the Ame had struck upon
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the ritual he named the Renewal of the Soul, by which
a sorcerer of sulticient strength could condense the
essence of a sulticient x.;l:;!T'HH'..'rr' vitac and confer a sont
of false diablerie upon the beneficiary. The sorcerers
demanded litele for this service, save a quantity of vitae
cqquanl to thint required by the rioual; chis payment flowed
into their laboratories, where it fueled the continuing
t'.'l“'l.l' ERCELITISE TFH' CUrse

Halovial samalei alia madbe j:ll". r';n’;h'r.-_-p I'fl;‘llu".';dih'

Frf [
_I'J‘Hn.. ol Al :._...,4

THeCenTurYy OFBLOOD

In the span of a momal generation, the world
L"'.'I”l“."ﬂ.‘: ||'I.l P'!.l'.'lul [WiCe. T]'I.I"'!‘I"'f CUME, O WarTsors “"l_'i"ll
for thie death of honor at the hands of hollow-cheeked
boys with eyes of glass and spears of lead. The second
time, ?:l."h' l'T“I"'.!; l:'l.l f]‘ll."' AIOTmid 1! [“I’.,'t.'l_ll. s iE 'l-“-'l'rl.r MCTOAS
North Africa. Germany wis no friend to us, but the
lessons they mught gave us hope. Soripped of strength
ifter the Crear War but ansing 1o shake che foundations
of the world SN N tillrr'. yedqrs, the T]ur-.' I".-I."It h WiLs
o shining example tous of the renewal we could nchieve,
Among the lies, misdirection and propaganda, we
witched. We should have paid more artention to the rot
its heart sather than the gleam and thunder of s
hands. History MEpEits i e i

We leamed from the Allies, oo the first pights

t the Specinl Air Service and the blood-price the
Rangers paid on the cliffs ir Normanidy, che thin gray
limes af srarving men in the Russian factories and Fields,
the desperate, secret struggle of the French Resismance
From these, we learmed the strength that can be borm of
desperarion, and we finally understood the Camarilla

And when the war in the Pacific ended in o sky
searing fireball and the howl of a maddened sun, it was
the viziers' and sorcerers’ tum to weep. The mortals had
lesrmed tochain the lightming, and we knew from nights
of antiquity that the world bleeds in threes

The Great War was n war for the vigiers, with the
rrund pce Of Inovation outsripping the art of the
battlelield. The Second Woeld War was a war for the
wiarrions, @s the morwls gained the knowledpe to use
their newfound weapons to greatest effect. When the
world bleeds again, ir will be a war for the sorcerets, and
that blood will feed upon their IMagic

L1 "
Peace
Afrer the fires had died and the ashes had cooled
ind the dead had been sunk in the earth, the moctals re-
drew the lines on their maps. They wreathed Europe in
cement and wire, broke Germany's back (burt left Aus-
tria to ielt), placed America on o pedestal and
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partitioned the Middle East based on some Western
madness. And in the process they partitioned us, for we
clung more rightly to our mortality than we cared to
admit. The Leopards of Zion, recurring martyrs for the
Jewish faith, rose again to defend lIsrael from other
Cainites, and we bade them fortune. India drew in on
iself, looked at its past, found the future there, and
began to quietly build. We watched and marveled that
such strength could grow unnaticed. The Arabs bat-
tened on a diet of oil and tumed the deserts green. We
learned anew the power that comes with wealth.

It is having leamned these bitter lessons thar the
Children of Haqim face each new night. The sorcerers'
war looms, replacing crushed herbs and graven symbols
with wands of fire that cut across the sky and homed
imps who lie and connive in their staterooms. Even the
Children of Haqim themselves are not exempt — the
great Schism that divides us into sects and cults of
personality have no lesser tll than the wars of nations
or the bloody theaters of the “Kindred's" grandest
Jyhads.

It is a sad legacy, true... but is it one of failure? Or
of vicrory at crippling cost? We shall rell before we greet
106 many new nights.

ﬁouwmmaﬁg : ARe There,

a:mnil*.rwmiucluﬂ:lm I_I'iu'mlhn
Schism (see Chapter Two) is indeterminate. Of
these, perhaps half are’ warriors, and only half of
those are actual mwm:;:-ut
another, ~"‘- s

since the Treaty nl'T}n.. er

frightfully mwhm*ﬂ und
alternate identities 1o confuse their benefactors, or
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Mard ,rl'.rl'ﬂ-:'n! om oy right My center i3 weldng frllj'n;_'l.,-.tbh' L
manewier, yittidtion excellent. | am artackeng
Ferdinand Foch at the Battle of the Marne

Uineil the last nighsof the 20th contury, the Assamines
wefe i impenetmble mystery to the rest of the Calnite
wiothd, all sharp steel und thinly veiled thresns. Recent
events, however, hove broughe o light mspects of the clan
that few hod previously considened possible, ler alone
likely. While the clan's contmct msssins and their 1k are
no less formidable, they uee far from being the only
Assamites. The clan hos 8 unigue tripartite stnacoure that
few outsiders have knowingly glimpsed in the past millen-
rium. This odd "fantly tree™ has its roots in the Second
Ciry and has remained rolatively stable into the modem
nights

Scholars of Caumire hustory and physiology disagres
ot the reasons by which the Assaimires' caste structure hns
amvived over the centuries. The most well-known theory,
['l‘-'i"-u.'ui by noeed :"-‘T.l.!Lll.'l.in Dr [-}I wl,u thhurch,
has 1o do with evolutionary pressure. During the millen-
nium or so after the Gl of the Second Cliry, many
Assamites sertled in the Middle East, nn aren of the world
thit other clans langely scomued. This gave the clan's muin
population a degree of isolation unknown to the vampires

of Europe, who hod o conrend with members of elose 1o
a dozen other clans for temitory and social position

By comparison, the Assamites had relatively few
neighbors two fill the virious niches that inevitably develop
in Kindied society: the Followers of Set, who were moee
competicors than allies, and 0 scattered few Nosfera,
Toreador, Gangrel and Taimisce, all of whom tended ro
their own affairs. Lacking competition for certain roles,
thie clan thus maintuined its separation of duttes over the
millennin mther than becoming specialized 10 one par-
ticular mode of extstence. The v imers tended to the moeol
l'll."h.!:'r. 11!!; |Ihh:L"'\ tﬂl Vi 'I'ht' WEATT N lT\} Irn.ird L f ) II“_' i jl_{r".,‘\.
defense, and the sorcerers pursued their secrets. This
divisions llli:lhﬂl‘ ollowed the Assamures to succeed on thett
own where o clan priding itself on its specialization, such
s the noble Ventrue ar the socialite Toreador, would
have failed. Some Cainite scholars believe that the clan's
own internal caste system evolved panallel o those em
F‘!- wul |"'|| 1|n.' macrtal cultures of the (40 1) ]

Meedless to say, this theory meets with considerable
PRSI, frartic l:||..1r1'| from Cainiteswhoconsider then
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This book refers to by several
names, seemingly . To avoid argu-.
ments over Okl Clan TrueChildrensof
Haqunmﬂﬂuhh.mmmugﬂik

The Assamires are the

Haqim
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selves to have escaped the social roles under which their
respective clans labor. Some of its most vocal proponents
are Ravnos and Gangrel, who, unsurprisingly, favor the
idea of Cainite adaptation to new challenges, and several
Cairiff, who use it to support their claims that uniqueness
is o a vampire’s benefit. Stangely, no Assamites are
known to have spoken on the issue. Perhaps this is not so
surprising when one considers the marter from the clan’s
own self-reliant perspective. The Children of Hagim
simply are — though in the Final Nights, even this long-
held tenet wears thin.

W HERE THE ASSAMITES ARFE
TONIGHT

With the coming of the Final Nights, the Assamite
clan s in a state of flux. Recent developments have
shattered the Cainite world’s preconceived notions of
what Assamites are, and many of the clan’s own long-held
beliefs are in disarray. As much as a third of the Assamire
population has petitioned for membership in, or at least a

truce with, the Camanilla, while another third seems w
have redoubled its efforts 1o wipe every other vampire
from the face of the planet. The only cerainty where
Hagim's childer are concerned is that their current state of
upheaval will shake the foundations of Kindred society —
as, indeed, it already has.

CLANSTRUCTURFE

Although organizing vampires is much like herding
predatory beasts, the Assamites maintained for millennia
a hierarchy unsurpassed by any clan save the Tremere
{and some would claim that the Warlocks cheated by
coming into the vampiric world with an organization
already in place). This structure has broken down under
the strain of recent events, but both of the clan's major
factions maintain enough of it that it is sull worthy of
exmminaon,

As a qualifier, the "rule” of Alamut is far from abso-
lute, even given the potency of the elders whoreside there.
Many Assamites have received enough instruction and
trust from their sires and comrades that they feel a certain
bond of loyalty to the clan. Even if they don't personally
place too much belief in whatever version of history
they've received, the reception they gamer from other
Cainites tends to be harsh enough that clanmates look like
the best option for companionship, and association tends
to lead ro common agendas despite efforts 1o remain
independent. Just as many, however, shrug and ignore
their “superion” when they hear about the larest edicts
from the Mountain. Ironically enough, ur-Shulgn's effors
to unify the clan may be doing so in 8 most unplanned
manner, a8 more and more of these nearly dispossessed
individuals receive news of recent events and seek shelter
with one faction or another.

MeTHODS

The elders of the Assamite clan use several methods
to keep their underlings at least loosely connected and
vaguely focused. The first is blood magic, without which
rapid long-distance communication was impossible until
the modermn er. With a devoted caste of sorcerens, the
lesders at Alarmut were always able 1o disseminare infor-
mation and instructions to the clan within a few nights —
an invaluable tool for keeping subordinates reminded of
their duties. With the advent of adio and later develop-
ments, scrying and sending became somewhar obsolete,
though Assamite sorcery is still less prone to interception
than a cellular phcm Conversion.

Anequally important, and much more subtle, method
of maintiningfocusisasense of superiority. Most Assamires
who have the opportunity for lengthy conversations with
other clan members at least know Hagim's Laws and the
basics of their line's history. The traditional emphasis on

Cunanor: Assawm




this story has always been, “We were asked 1o stand in
judgement, and the other clans walked off and left us, so
they have no night to complain if we still do it.” The
implication here is that, because the other clans’ founders
asked Hagim to create the judges, all the Antediluvians
approve of the Assamites’ actions — and Caine never
stepped in to seopit. That's a powerful angument for continu-
ing to judge and punish other Kindred, even if those other
Kindred themselves don't want 1o be judged and pun-
ished. Brainwashing and propaganda don't even have o
be overt — the best coercion is that which has a grain of
truth at its heart.

Finally, many Assamites have an “us or them" men-
tality that only a few other Kindred groups can match.
History shows many reasons for the Assamites and the rest
of Caine's descendants to have an adversarial relation-
ship, and some fault undoubredly lies with both sides. Of
course, most Assamites won 't admit that their clan was in
the wrong all that much — afer all, it was the fwle of the
Camarilla or the Setites or the Ravnos or the convenient
scapepoat of the night. All blame aside, though, the clan
has always been aware that a fellow Assamire is several
orders of magnitude more likely to be predisposed (or at
least neurral) towand her than any other vampire. In the
modern nighes, though, this is no longer a certainty or
even a strong possibility.

Very few Assamites use the blood bond to command
loyalty from their childer. Most of the clan views the bond
s a shameful form of punishment, “suitable for goats and
liars,” only to be used when a neonate has repearedly
demonstrated that he is not to be musted with free will.
The relative rarity of Dominate and Presence in the clan
make use of these measures similarly scarce. However,
“scarce” Is not “unheard of "

HaAaQmm

The clan hierarchy begins, of course, with the Cainite
from whom his descendants take their collective name:
Hagim, the Assamite Antediluvian. Unlike those of
many clan founders, Haqim's name — and even his
appearance — are well-documented (though no one
believes that Hagim is the name he bore at birth). His last
recorded appearance was in A.D. 121 in the British lsles,
though the clan camlogues at least one "Hagim sighting”
a decade. Over the centuries since, several high-ranking
clan members claim to have received direct communica-
tion from him, ur-Shulgi being only the latest.

In theory, the Children of Hagim are still one
family, with Hagim as their patriarch. In practice,
Hagim is far more myth than reality to most modem
members of the clan. Regardless of illuminations and
original copies of writings, the Ancestor just isn'trealto
those whose grandsires never even met him. On the
other hand, many active members of his brood claim

personal acquaintanceship with Hagim — al-Ashrad
and ur-Shulgi among them —enough that any neonate
who has both the curiosity and the courage can hear
several firsthand accounts of him.

With the exception of the tales told by members of
the ultraconservative Web of Knives and other Path of
Blood hard-liners, most accounts portray Hagim as a man
who had grown weary of conflict well before he settled in
the Second City. He caught the attention of a member of
the Second Generation for his dedication, strength of will
and uncompromising code of ethics. An academic by
nature if not by skill, he only reluctantly accepted the
manitle of authority that his fellow members of the Thind
Generation thrust upon him. However, once he bent to
their will, he was determined to carry out their requests to
the best of his ability. Some Kindred scholars theorize thae
this determination extended to n “whether they want itor
not” mentality, and cermainly some of Haqgim's recorded
actions bear this out. The most noteworthy example of
him asserting his authoriry to the fullest possible extent
was the formation of the sorcerer caste as demon-hunters,
directly defying Saulot’s protestations that the Salubni
warrion needed neither competition nor assistance.

Haqim's relations with the other Antediluvions has
been chamcterized in legend as tense, a likely state of
affairs considering that the other Ancients gave him what
amounted to a charter 1o freely enforce his own code of
civility on their descendants. Several of his writings speak
well of the Brujah, Gangrel and Ravnos founders, and on
ane half-translated tablet he seems to express his regret
that he and Saulot never repaired their kinship after the
conflicts that involved infermal cults. He had lintle respect
for the founders of the Nosferatu and Toreador clans, and
granted a wary regard to the Ventrue progenitor.

Toward his own descendants, Hagim was as harsh as
hie wis to ather Cainites. However, only the most extreme
accounts speak of him as an unfair master. He rewarded
success well and only punished failure when it came asa
resule of laziness or foolishness. Ifhe had o fatal flaw, it was
a lack of patience. Many of his long disappearances over
the millennia seem to stem from frustration with squab-
bling among his childer. His current absence is alarmingly
long, even by immortal standards, though some believe
that he has already retumed to the clan, watching and
evaluating them nightly. This theory has adherents on all
sides of the Schism that plagues the clan.

THe ELDEST

The office of Eldest began in the Second City as an
unofficial honor. When Hagim left for his frequent jour-
neys, he would place one of his childer in charge of the
affairs of his home. After the Children of Hagim founded
Alamut, the position became a formal one. The Eldest
(colloquially known as *the Old Man™ even during the
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two occastons when a fernale held the position) was the
oldest childe of Hagim interested in directing the clan in
the Ancestor’s absence. During those times when no
fourth-generation Child was available 1o rake the Black
Throne, the du'at chose one of their number as Eldest,
with the two council members who did not become Eldest
thoosing the Eldests replacement. The Eldest can be
deposed by a unanimous challenge from all three di'ar
members, though this has happened only once in the
clan's recorded history.

As defined, the Eldest is the supreme leader of the
Assamites, answerable only o Hagim. Throughout the
centuries, though, most have recognized the impossibiliry
of exerring “control” over all their “subjects ™ Only a few
have mied o bring the dispossessed o heel, and these met
with universally dismal ends.

The last Eldest was Jamal, a warmrior who held the
Black Throne from 1494 1o 1998, When ur-Shulgi arose,
the ancient chose to test the Children's loyalty from the
top down. Ur-Shulgi claims that Jamal refused 1o re-
nounce Allah and was thus “sent... to meet his young
gocl.” Jamal was the first Assamite to die in such a fashion,
and many schismatic warriors consider him a martyr, Ur-
Shulgi refuses to mke the mantle of Eldest, referring 1o
Hagim himself by thar ritle.

'
TueDu AT

The du'at council is traditionally the assembly of the
heads of the three Assamite castes: the Caliph of the
warmiors, the Visier of the viziers, and the Ame of the
sorcerers. It is the clan’s observed authority on matters of
policy, Alamut’s records put the formation of the du’at as
a formal body at approximarely 2000 B.C. The du'at was
the Eldest's closest circle of advisors, though council
members often drew information from their subordinate
specialists. The council also collectively arbitraced
crosscaste disputes that threatened the stability of the
Children us a whole.

With the destruction of one member and the subse-
quent departure of the other two, it s unlikely that ads'or
will be reformed in the foresecable future. Al-Ashrad
currently seeks to restructure his followers into an organi-
zation more palatable o the Camarilla, and secret clan
councils have no place in such a body. Ur-Shulgi refuses
to acknowledge a new Caliph, Amr or Visier among the
loyalists, apparently preferring to allow its followers tosort
themselves out without its guidance.

The Caliph

The warrior caste's leader is known as the Caliph. He
is, in theory, the greatest combatant among the Children
of Hagim, though few Caliphs have been masters of every
form of combat. The Caliph’s primary duties are ro advise
the Eldest on marters that pertain to the defense of the
Children as a whole and to guide the warrior caste in its
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defense of the clan, its holdings and its mortal subjects
(when the Assamites had mortal subjects, at any rate).
Additionally, should a rrial by single combar arise whose
outcome affects the entire clan, the Caliph is the Cainire
whofights on the Children's behalf. No records of such an
event exist, though the fact that this is the duty of the
Caliph suggests that such circumstances arose ar least
once :
In the abstract, these duties make the Caliph the
leader of the largest organized body of immortal soldiers
and assassins in the world. In reality, the Caliph is simply
the individual holding the leash of a clan of predators who
may or may not obey any particular suggestion he gives
them. Wise Caliphs choose 1o guide mther than com-
mand, lest those predators tum on the leash-holder.

According to warrior caste tradition, any warrior who
feels that the current Caliph is failing to discharge his
duties as the foremost defender of the Children of Hagim
may challenge the Caliph to a duel for leadership. How-
ever, the Caliph has the right w0 choose whether the
challenge will be one of unarmed combat, armed combat,
tactical or even strategic military command.
Some Black Hand analysts believe that the tank battles of
the 1972 Amab-lsrach War had some role in the last
challenge to the Caliphate, though this theory is un-
proven.

If the current Caliph is defeated, he is expecred o
submit to ritual diablerie at the fangs of his challenger.
Some newly minted Caliphs have allowed their predeces-
sors the option of suicide by facing the rising sun from the
side of the mountain that houses Alamut.
who meet defeat have always been consumed by the
Caliph, and each of their descendants is given the choice
of destruction or exile. This ensures that challenges do not
come frivolously, as the childer of a challenger have been
known to pull him down themselves rather than risk the
consequences of a failed challenge.

Currently, the position of Caliph is open following usr-
Shulgi*sdestruction of the previous holder, and no one has
yet stepped forward to claim it. However, several loyalist
warriors have tentatively advanced themselves as possible
claimants, and it seems to only be a matter of time before
actual conflict erupts.

THe Vizier

The leader of the vizier caste (also known as the
“scholar caste”) goes by the title of Vizier. This may seem
a confusing armangement to outsiders, but the viziers are
accustomed to it, usually applying a subtle emphasis 1o
“the” when referring to the Vizier. The Visier is the
foremost academician among the viziers and serves as the
conduit for information that the Eldest needs from the
ciste. Asthe viziers' studies range from theology o particle
physics, this is a weighty responsibility indeed. Realisti-
cally, the Eldest rarely expects the Vizier to have
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comprehensive knowledge of every single item of data 1o
which the vizlers have access, but he must a1 least be
capable of idenrifying the caste’s experts and gleaning
from them information of greatest benefit 1o the Eldest

Aswith the Caliph, the Vizier's actual responsibalities
differ from his ideal ones. The loose disorpanization of the
viziers more closely resembles a necwork of academic
contacrs than a formal resenrch collective, and any given
viziermay or may not stay in contact with his brethren and
superions for any number of reasons. The Vigier often finds
himself having to coondinate comespondence (or forcing
correspondence to occur) between widely scartered indi
viduals who feel the need 1o pay lip service to the idea of
clan and caste lovalty only when they need something
from their brethren.

Trﬂdlilun;l"',', the visterselect the 1"qfll.:u;'r i f | ‘\IITi|"|L'
majority vote every 63 yeann. No process exists for
farmally decloring candidates, but individuals wheo
believe they will be able to best advise the Eldest during
the nexe six decades usually come forward a vear or two
before the clection

The vizier members of the Council of Scrolls (see
below ) abulate the votes on every seventh winter solstice
(though some more progressive members of the council
would like to convene the group more frequently). Any
member of the caste is eligible vo vore if he can come
Alamut in person or send a proxy (usually a ousted ghoul
or servant) within the six months immediately before the
election. Uneil the most recent election, this wis a grand
gathering of the caste (and a good way for the Eldest and
the du’at to gauge loyalties by counting absent faces) thar
filled Alamue for a month prior to the election, but the
nascent phenomenon of air travel eroded this tradition in
1927. OX the viziers who even bothered to vote ot the 1900
election, few stayed at Alsmut for more than three nighis.

The current Vizier is Tegyrius, an sncient legal
expert who claims to have marched with Alexander the
Gireat's armics in his mortal days and later watched s
Emperor Justinian codified Roman law. He has held the
title of Vizier for three consecurive rerms, as well as one
in the mid- 1 4th Century. Tcg\'nu\ nr;um'\l |Lr-:§|!|.u|g[|'-|.
usurpation of the Black Throne on the grounds thar it
did not follow the proper precedents for a transition of
Eldests. He later followed al-Ashrad into exile, report
edly mrprls-ed that ur-Shulgi had not yet destroyed him
His current agenda and location are unknown. Some
rumors have placed him ar the World Court in the
Netherlands, while others hine nr a bid for full schis-
matic acceptance in the Camarilla and an nppointment
s the fist Assamite Justicar.

THe AMA

The Amr is the leader of the sorcerer caste. Like his
subordinates, he often walks a middle path between the
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duties of the Caliph and those of the Vizier. Traditionally,
the Amr's primary responsibility is to advise the Eldest on
all matters relating to and the supemarural, includ-
ing the affairs of and the threars presented by ather
Cainites. This somewhat vague definition means thar he
nmnmnrﬂl.dedﬂﬂlqucddmml-laﬁm*slm
but also with the realm of magical study in general.
Additionally, the Ams is generally recognised as the most
powetful sorcerer in the caste and thus the most powerful
sorcerer in the world (though the larrer distinction is more
rhetorical than quantifiable).

Due to the prevalence of forms of magical communi-
cation among the sorcerers, the Amr has a greater ability
to issue commands directly to his casre than his coumter-
parts do. In practice, he rarely exercises this power, as the
sorcerers are only marginally less independent than the
warriors of vitiers. However, on those infrequent occa-
sions when the Amr does give an order rather than a palite
suggestion, wise sorcerers do not hesitare 1o obey.

After the Treaty of Tyre, one of the last acts of the
then-Eldest was toplace the Amrin charge of the clanwide
effort to break the Tremere curse. For most of the past 500
years, this has occupied much of the Amr’s attention,
though he and his assistants have still maintained the
magical defenses of Alamut and played an intricate game
of move and countermove against the Tremere and their
infernal servants.

Traditionally, the Amris re-selected every yearon the
night of the vernal equinox. Every sorcerer who is present
at Alamut participates in a night-long riual divination
that reveals the identity of the sorcerer who is best suited
to lead his brethren for the next cycle of the stars.

Since A.D. 120, the name al-Ashrad has been syn-
onymous with the title of Amr. There has been no other
for close to two millennia, and many Assamites cannot
conceive of the greatest magician in the world being
ousted from the position that he himself defined.

THESILSILA

The silsila, otherwise known as shakari or the Keepers
of the Blood, were once the direct subordinates of the
du'ar. Tonight, though, they fulfil their role under ur-
Shulgi's fanatical supervision. The spiritual elite of the
Children, this small warrior priesthood is compesed of
those whom the du'ar and the Eldest feel are the truest
n:ll:l:m to Hagim's mdumhﬁsl.mh their duties
are the advancement of Hagim's dependingon
Alamut’s political climate, the Path of Blood). However,
they are also the keepers of Alamut’s library and museum
and the core of its defenses should the Mountain ever
come under assault.

A sizeable portion of the silula's score of members
declared schismatic loyalty; none are known w have
survived to the present night in the face of fierce loyalist

attacks. The rest, all Path of Blood adherents, stood fimmly
behind ur-Shulg and continue their stewardshipof Alamat
to the present night. Most of these are eldens in both
generation and age (in the terms of the Blood, estimared
tobe at least 9th generation and 400 years of age ) and have
reached a profound level of enlightenment as paragons of
the Path of Blood. Theircomposition reflects the distrib-
tion of the castes within Alamut: Warriors make up the
vast majority of the silala, with a handful of sorcerers and
only one (presumed) vizier member.

L esseR OFFICES

The Asiamites have never formally defined any
positions aside from the Eldest, the du'at, and the silsila.
However, the warriors have evolved a series of ranks
that represent an individual’s standing within the caste,
and the sorcerers and viziers have cooperatively main-
tained an academic and professional ranking scheme
for centuries.

PresTice Wrmhin 1He WarRioR Caste
The wamior caste has little use for ralent that cannor
be demonstrated. Clear-cut achievements, whether they

be cleanly execured contracts or expertly forged swords, |

are the fastest route to social and political advancement.
Martial success is the most obvious such path, though no
few warriors have gained considerable renown for their
supporting contributions as eacticians, intelligence ana-
lysts and croftsmen. In addition to general reputation, a
gradual progression of peer groups occurs within the
warmior caste wherein advancement is regulated by age,
experience and acclaim. These have several
revisions in definition and label throughout the clan's
history. The current classifications are derived from those
used by the original mortal Assassin sect; it is unknown
whether they were adopeed our of respect o originared as
a bitrer jest that later gained full use.
Fida'i

Warriors who are new to the blood are known asfida'i,
which roughly translates as “devotee.” This signifies that
the neonate has the will to serve Hagim, if not the skills.
Fida'i remain as such until they have demonstrated that
they are capable of carrying out the occasional requests of
Alamut. Traditionally, this is at the end of a period of
intensive training in both mundane skills and vampiric
existence, though some individuals have received the
Blood for acts that placed them above the fida'i even
before the Embrace. Calling a warrior fida'i after he has
been recognized as holding a higher station within the
caste is modemtely insulting, as it implies that he (s
incapable of making his own contributions to the Chil-
dren and the caste. The closest equivalent to fida’f status
is that of an unreleased childe in the Camarilla or a Sabbar
“shovelhead” who has yet to prove herself.
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Any warrior who hos progressed past fida'| sty is
known as a rafig (literally “commde”). A rafig has proven
that he is capable of ciking care of himself in the outside
world and fulfilling the duries that his superiors sssign him.
-“:i1rﬂi' WIITHOM s T.I;’H{ o reter Lo any r.-tll.-.l].u.--.l s l in
member, though many shy away from acknowledging
sorcerers of viziers as rafly. Move commaonly, the warrton
refer to all warriors asvafig, thus implying that fida"i are not
truly warrion

D'

The da'is are a subset of the rajig. Any warrior who is
Hlmcltl‘!.lh' versed na ll:'EI;ﬂrl o be considersd an o
dained priest, or that religlon’s version thereof, is a dai
(literally “summoner” or “missionary™), Most da'ts are
Muslim, though no few da"ts bail from other religions. Dia'i
also refers o any mafig who has advanced sufficiently fur
along an alternate road of morality and belief tobe capable
of teachingit o others {ingame terms, amomgof 7 ormore
in a Path of Enlightenment). In the modem nighs, this
latter usage almost always refers 1o sorice Pach of Blood
adherents

Ace

This Westernized term has gained more acceptance
than the csite's elders uuu[.j like in th jrast half-coentury
When used to refer to a rafig, an nce & 1 warmior who has
killed five or more non-Assamite vampires of equal or
greater strength. The term is largely used by European and
American vafig and by thise who wish o emulste them,
though it is also common among the Acunite antiriby

|"u'r fosrmual o CCARS, SNC Ales Ooimmssion Inttods
ropresent their kill records (though the efforr involved in
creating tattoos that will only fade by the next moming
prohibits the use of these markings in nightly unlife). The
current fashion tends woward rows of clan sigtls come
mnitl]ghl the henitage of each victumn, with black circles
denoting fallen foes whose lineage wan unknown, Maoe
casunl aces remain content with o clothing, feweloy o
armament thar bears their body couns, such a8 o leather
jackoet with o series of stenciled *kill flags" or o ceremonial
scimmirnr with the names of foes erched into the flat of the
hlnde. At the other extreme, some truly intense individu
-ll?n s i ‘h.'.;lll'lEI .I.I'ldi H;I..IE.\ L:JH;-\_\- T l.,lﬂ.' (o lll'l.!l
wcarification in liew of tatroos.

Prestioe WimHis THE SORCEFRER
AN Vizien Casres
,'1|.|l|m|.qg|l the sOTCCTeTs AT |~[am_|ri|\- Hu-u,| iy

cinns, their long sssociation with the vizsiers has led them
to value expertise in aress other than the arcine. The two
castes collectively maintain the Council of Scrolls, an
adrministrative and academic body that evaluanes the dkills
of would-be scholar and mokes sincere (if sporndic)
aemprs o standardize new knowledoe a5 it becomes
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avallable to the clan. This latter task is nigh impossible,
given the widely varying cultures from which the Chil-
dren of Hagim draw members, but the coumcil has managed
to stonewall cermain edicts over the centuries. For ex-
ample, the current linguistic standards for clan records
state that Latin, Amabic, English, Swahili and Sanskrit are
the “approved” languages for blood magic. Any newly
discovered ritual must be rranslated into at least two of
these tongues before the initial researchers may teach icto
any other clan member.

The council’s primary function, however, is to gauge
the progress of sorcerers and viziers in their respective
fields of study. The benchmarks that the two castes use are
roughly equivalent. so the same group evalimtes aspirants
tothe titles of either caste. The current Westemized forms
of address and recognition were adopred in the lare 15th
century, despite (or perhaps because of) extensive protests
from the warrions.

It should be noted that many sorcerers and viziers
could have cared less whar the council thoughe of their
achievements. Many, however, at least publicly honored
its decisions and edicts in order 1o gain the approval of
their elders. With the Schism, the council is broken, and
neither side seems likely to re-convene it in the near future
— at least, not tn any form that the opposition would
recognize as legitimare,

Aspirant

All sorcerems and viziers are considered aspirants uniil
they achieve actual recognition. In most cases, “aspirant”
is used as a neutral form of address when an elder does not
know — or chooses not to acknowledge — a neonate's
name (“So, aspirant, what have you leamed from this
night’s misadventure™).

Associate

An associate has shown himself capable of exerting
sufficient discipline and dedicarion to achieve the mortal
equivalent of a doctoral degree in hischosen field. A blood
magician must have mastered all but the most advanced
demands of his primary path {Level Four and ar least two
Level Four rituals), while an academic must be capable of
passing a formal examination at a university selected by
hiselders (4 rating of 4 in the Ability that is the charcter's
primary field of soudy, with appropriace specialties, should
they be used in the chronicle, preferably with rtings of 3
in two or more other Abilities that directly complement
the primary one).

Master

A master is just that: a sorcerer or vizier who has
mastered her selected pursuit. She must demonstrate full
proficiency with the highest levels of that art or study, as
well as show that she is capable of thinking critically, not
just reciting from rote memory, such as by publishing a
book about her field of study or creating a heretolore
unknown ritual. To atzain this rank and those above it,a

Vel

would-be master must present the council with tangible
proof of her achievements (the Assamite equivalent of a
doctoral thesis, though occasionally defended with a blade
as well as thetoric).

Distinguished Master

A distinguished master has proven that she is capable
of more than overspecialization by extending her exper-
tise outside of herprimary area of focus. For blood magicians,
thisentails full mastery of rwo Assamite Sorcery paths (the
primary path and one other, each at Level Five). For more
traditional scholars, the requirement involves compre-
hensive knowledge of both the primary area of study and
one related but independent field (ewo Abilities related o
the character's primary area of study with a mting of 5 in
each, preferably with several supplementary ones with
scores of 3 or better).

Full Master

A full master has reached the pinnacle of achieve-
ment in hischosen field of study and is recognized as being
the equal of any authority on the planet (save for those
elder Cainites whose ability exceeds that of any lesser
being by incalculable amounts). Forablood magician, this
requires complete mastery of the individual's chosen
primary path, at least three other paths and expansive
knowledge of rituals, For an individual specialiting in

studies, thislikewise complete knowl-

edge, both theoretical and practical, of the primary declared
area of study and at least three related but separate fields.

Emeritus

Appended to any title of master or greater (“Distin-
guished Master Emeritus”), this title denotes a Masterwho
has withdrawn from active participation in clan affairs bur
whose expertise is still acknowledged and respected. Most
often in the Final Nights, this is used to mark an elder who
has entered vorpor. More colloguially, it can also refer o
asorcerer o vizier who has declared dispossessed stanus by
actively refusing to choose a side in the Schism.

THe CASTES

As noted carlier, the Assamite clan has a hereditary
structure unlike any other in the modern Cainite world.
The unified clan consists of three “castes,” or “sub-clans,”
each sharing certain common characteristics both within
its own body and with the other two castes. For example,
the lessons of Quistus come naturally to members of all
three castes, though each one has its own full ser of
“instinctive” Disciplines, of which Quierus is bur one. All
Assamites experience an odd darkening of the skin with
age, but the auras of each caste's members shift in radically
different manners after the Embrace. The castes may be
considered separate bloodlines for the purposes of sire-
childe relations — a warrior will always sire warrior
childer, and a vizier will always bepet viziers — but all

Cuneoon: Assaum




! -

no direct equivalent in any other society, mortal or
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three castes are Assamites. Their vitae is indistinguishable
except under the most acute observation.

Arguably, the Assamites have no one caste thar is
“more Assamite” or “more Hagim's" than the others, at
least in martters of descent. All three castes have had
multiple members of the Fourth Generation who were
sired by Hagim during the em of the Second City and
perhaps afterward. Whatever the factors were that first
defined the castes, they arose during that time, perhaps

due to differences between Haqgim's broods. All Assamites
are childer of their Ancestor, bom of his heart and cursed
with his will.

From a blood-magic perspective, the castes are
similar enough that a sufficiently powerful effect di-
rected at one will affect the others. The Tremere curse
worked on this principle, banning all Assamites from
drinking non-Assamite Cainite vitac. By contrast, the
Baali curse laid in the 7th century specifically rargered
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the warrior caste, but spilled over to some sorcerers and
viziers, apparently at random.

THe DARKENING

All Assamites do indeed grow darker as they age, quite
unlike other Cainites, who become progressively more
pallid over the years. Several Assamives have charted the
rate of this shift over the millennia. Their chservations
have produced the following guidelines:

* Assamites experience the initial post-Embrace pal-
lor that other Cainites undergo for approximately two to
five years, after which their skin returns to its mortal
coloration.

* Darkening begins between 50 and 100 years after
the Embrace and proceeds at a steady mte until the
individual's skin is obsidian black and slightly shiny. This
stage is reached ar around the first millennium of unlife.
With access to the proper reference materials, it may be

todetermine an Assamite’s age to within 50 years
Elmk:mghmldn coloration and luster.
Frequent diablerie measurably speeds the process,
tmduuwhnum:h:htm ineffective.

No Assamite has sat explained why al-
&ﬂu:d.nhudthaﬂﬂhﬁmdlhqm has pale white
skin. The Amr himself has offered no hints.

W ARRIORS

For a thousand years and more, the warrior caste was
the Assamite clan, at least to the rest of the Cainite world.
This unchallenged supremacy led the warmiors to political
ascendance within the clan. Their actions controlled the
manner inwhich membersof other clans treated Assamites,
and their role as defenders of the clan gave them great
leverage in determining how members of the other castes
intercred with the rest of the world. In time, the warriors
came to view themselves as the only true Children of
Hagim, and thus his only real heirs.

Recent events have shaken the warrior caste’s resolve
andfm:admlmrmmmqimumduuulw:duﬂ
image. The revelation of the warriors' original role as
]u@i&:hmnmdﬂmd’l-hqm true” first
brood, has caused an upheaval of the sort unseen in the
wmm'tmhumﬂu:imnﬂdulmmd.&ill.m
factors of the caste's existence have remained constant.

The warriors traditionally make up the Children's
most visibly active caste. Their role within the clan is that
of the defender, both of their clanmates and Haqim's
legacy of justice. AsCainites scattered across the Western
world, the warriors gradually became mercenaries, their
judicial role abandoned and forgotren with the fall of the
Second City. Some applied their martial skills for personal
gain. More worked to secure the Middle Enst against the
influence of other Cainites, with a startling ( though never

total) degree of success. The caste’s mercenary endeavors
gave birth to the tradition of the tihe, in which & warnor
whowas paid for his services gave a portion of this payment
to his sire in order to enrich the clan as a whole and 1w
honor the individual who trained him and judged him
with undeath.

In the modern nights, few Cainites dispute the asser-
tion that the Assamite warrior caste collectively holdsone
of the most fearsome assemblages of fighters on the face of
the planet. Indeed, the warriors are perhaps the only
Cainire line whose primary focus is the study of the
application of violence. The predatory nature of the Beast
and the violence inherent to the World of Darkness
ensure that any vampire with more than a yearof unlife has
almaost certainly been in (or run from) a fight. However,
most Kindred don't make an organized study of marrial
professions until they see an imminent need for it. The
Assamite warriors, by compartson, are as close o “profes-
sional killers” as vampires can get — at least, in their own
ideal.

Tlmumt to say that the warriors are an organized

v, ready to sweep forth from the Mountain in a bloody
tukc-chedm&xbmmcmmlmdmallu&m
Cainite life from the earth. Too many differences of
opinion divide the caste for a unified campaign w be
successful. The Amb traditionalists loathe the European
reformers, the Path of Blood adherents scoff at the weak-
lingswho cling to Humanity, the bold swordsmen denigrate
the cowardly riflemen, and the aloof strategists sneer at the
knuckle-dragging line troopers. Indeed, only Hagim's
Laws seem to keep the caste from devouring itself in a
fratricidal frenzy.

Despite the name, not every member of the warrior
caste is a warrior. Even though it is more a loose organiza-
tion of individuals with vaguely related skills, the caste
does (in theory ) serve a somewhat universal purpose as the
sword and shield of the Children of Hagim. For every
assassin who stalks the nights in search of Cainite prey, a
master swordsmith is forging blades in the depths of
Alamut. For every tctician who advises a desperate
prince in a defense against the Sabbat, an intelligence
analyst is whispering advice over a satellite channel. And
prowess, another gains immortality whose inept posturing
is a thin excuse for the preservation of a pretty face. In
short, the warrions are no more elite or monomaniacal in
their Embracing habits than any other Cainites, though
they tend to hide the fact berter than most.

Inthe Final Nights, the warriors agendas are more (11
defined than ever before. The Schism that now splits the
clan has forced many to define loyalties that previously
needed no definition. Some strike out at other Cainites in
blood-maddened rage. Some fight for self-control and
attempt to peacefully coexist with their former enemies.
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Nickname: Assassins

Sect: Approximately one in five warrions belong to the Sabbat, where they are known as the Assamiteantiomiine. An
cquial portion of the coste chose to follow al- Ashrad when he made his bid foralliance with the Camarilla. The rematning
WIIITH S Tl"l'll.i“'l.:n.'ﬂ.'.l] Lo ur c'hllh_'l .ll'l.i .""I.!.il'l"llﬂ _.|r1u,| e l1'|l.'rl'!.-. e |:.JL‘F":t-I.-\.L..I|.= O sesCt .|l|C'E1.II'||_ - T“tli}tiﬂ"‘.—‘h.:‘_‘l.”g:ﬂ:l“:
count those dispossessed warmions who mainmin no lovalty o any faction of the clan

r\ppcuranw: Warriors I.J‘U-:ﬁl'.‘ dress in 14I1i|'!l. vt elegant attire th which 1']'1,1:-'1 can either blend ALy | r]-,:hr as needed
Ammong the wealthies and more modemn members, fine fabrics have become more commen. Miost warriors are physically
fit. An qul'u.tl..'ilt are |~.]rfi1.' WAITROr 1= :'ati;!': -.Ir.i';":u":'- J.nli;—;rqur (f proficicnt at some noncombar ocx upsition thint
the caste fourd IIJ-.El-.I'-:r1-_||-.'~.' at the time of his Ermbrace

Haven: Regardless of sect or Schism, most warrion keep similar havens.
These locations tend to be solaved and easily defensible, with securin
measures mnging from German shephends to German machine guns.
When ’F-!‘L'I'!I!‘l:.’. wikrriors tend to AIMTANEE TEmrary haverns mear mogor
transportation channels, the berrer 1o make o quick exit

Background: Muany warriors are males of African or Middle Eastern
descent, though this s more of a peneralization than a rule and should
) not be tmken w mply thot all worriors fie thar profile. Most come from
swomne profession dealing with the application of lorce or personal
violence inone form oranother: terrotists, soldiers, police and hitmen
are all likely prospects. However, the cute also Embmces
profesionali in related or penerally wseful fields: Phoro
1‘,1’.1;"i1|.l. meelligence mterpreters, -rnu;;;ilu'n., .|'1_|f‘|_1[1|.1th'.
and strategists are all respected noncombatant
membens of the warmon
Character Creation: Most warrion are
fairly straightforward in pessonality, with stmi-
Lor Matures and Demeanons — unless they're wsed
o ‘.l--'I'JHIr'-; undéercover, in which case .qu.;.um;
goes. Physical Artribures sre usually a primary con-
cem, though the Children have no use for warmions who
can't think on thedr feet; Menml Armibutes are espe ially valued
tor itrategsts and other leaders. The caste values Talents and Skills
coually. A warriorwhoisn't
at least competent
in ane form of
combat 5 mowt
likely a mupport
‘r'fl.l.i]“"t “r'!!l' HTY
the caste considered indis-
pensable. Many warrions have Mentors and a
vanety of Contaces in their line of work
~ Cienemtion {8 also commaon, slightly more
s0 imong the lovalists than among the
L :'ll"-l't:l.l[h_'l
Most schismatic warriors follow Hu
manity, while a significant number of
lowalist caste membens follow the Path of Blood
Among the antirita, the Path of Caine and the
Path of Honomble Accord are the most common
t!rl."l:]:l.“f '\l"r"'l!E"I'l:l‘l ."F [T'Il'r,l:llf'l'
Suggested Concepts: Amb prince, arms
dealer, bodyguard, bomb disposal technician, bor
der parrol officer, chess grandinaster, pang leader,
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mnubjmwm:'fmmﬂ ita
Starytellers who wish o set dhieir game: 1o this
tlmcmwmlhwuﬂnm lan weakness, Pre-
Breaking, warrions are incapableofbecoming addicred
w and the would-be

mllu m‘l:mg; generation
reduction) if he survives Aﬂhn:w&t‘
mmmllmudntﬂwht consider dhis

significant liability, The sorceters dnd vigiers seill

uﬂu from the weaknesses dndlp;l on the following

pages us well,
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gunsmith, hunter, intelligence analyst, Noddist historian,

prophet, retired general, secure courier, self-defense in-
structor, small unit tactician, surveillance technician

Caste Disciplines: Celerity, Obfuscate, Quietus

Organization: Loyalist wamors follow the organiza-

tional pattern presented in Vampire: The Masquerade.
They often operate in packs of rwo to six members, led by
the eldest among them. Eachpacktmmmhmnbf
various paramilitary terms, such as “fire team,”
“brick” or “lochos™) s subordinate to a warrior ol"
dmunlsﬂcmlmlum:mpcmulcmmmmt}upack:
leader or is familiar with the geographic area in which the
pack operares. If and when a new Caliph is chosen, the
sitsila’s leadership role will theoretically revert o this
individual, though some silsils members may resist this loss
of power.

Those wamors who follow al-Ashrad are usually
subordinate to the eldest magus or vizier in their home
city. Their vitae addictions and stained auras make them
dangerous bedfellows in the eyes of the Camarilla if they're
not "properly restrained” by their clanmates. These in-
dividuals tend to be solitary refugees dwelling on the
fringes of Camanlla society, though some have established
themselves as shenffs or scourges and a few have offered
their services as archons. They currently have no formal
head, though some favor declaring a “Caliph-in-exile.”

The Assamite antitribu have their own unique struc-
ture which 1s described in the Guide to the Sabbat.

Bloodlines: The Assamite antitibu of the Sabbat
consider themselves a separate bloodline, though there is
nofunctional difference between them and the main body
of the warrions in the modemn nights. North Africa is home

to a small nomadic warrior line of Bedouin stock that
practices Animalism and makes extensive use of ghoul
predators and warhorses to maintain their dominion over
the thinly populated wastelands that they call home.
These individuals hold no sectarian allegiance and are
only nominally loyal to Alamut.

SORCERERS

Theirexistence has long been known to the Tremere,
but the rest of the modem Cainite world considered the
notion of Assamite blood magicians unthinkable until
recent nights. The sorcerers greet this notion with no
small degree of ironic amusement, as their own records
state that they are the eldest organized blood magicians of
any clan.

The Asamite sorcerers originated in the Second
City, shortly after Hagim created his second brood to act
as the ciry's judges. The first of their number were mortal
wizards enlisted in various conflicts with the promise of
temporal power and eventual immorality. They worked
alongside the judges as interrogaton, seckers of the ruth
and hunters of demons, and consorted with the scholars in
pursuit of knowledge for knowledge's sake. After the
Second Ciry's fall, their role expanded to include such
tasks as magical communication to keep the clan unified,
weather sorcery to nurture the crops of the mortal hends
that the Children of Hagim kept and combar threats from
both Cainites and other supernatural creatures. During
the Long Night, the sorcerers were often at the forefront
of Assamite incursions into Europe, particularly in al-
Andalus. Near the end of the Anarch Revolr, they became
the clan’s first line of defense against the Tremere.

After the Warlocks levied the curse, the sorcerers’
first duty to the clan became the breaking of that same
curse. However, that same period of time brought a shift
in the sorcerers' dedication to the idea of 8 homogeneous
Assamite clan. They had been a moderare unifying force
throughout much of the Long Night, but the curse seemed
to affect them to a lesser extent. Many became dispos-
sessed and vanished, reappearing a century or more later
if at all. No few others fell victim o attacks by marauding
Tremere eager to leamn the secrets of the Saracens. Those
who remained artentive to Alamut’s agendas seemed
sullen and listless, as if the curse — or the desperare need
to break it — was sapping their will.

Only mthcpnndeﬂdehw: the sorcerers rallied,
returning to their former as an equal and
integral part of the Children of Hagim. Their artificersand
alchemists supplied the warriors with a myriad of cre-
ations, many of them of research into the cure
and the nature of Tremere Thaumanurgy, The seers
swamped the warrior caste's militants with reams of infor-
mation on enemics and allies alike. Those few who still
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followed theirforebears' traditionof demon huntingswung — ment,” free from the shackles of duty and the light but
into furious action, cleansing theirterritories of servantsof — ever-present yoke of the caste's hierarchy

the Tremere and anything else unformunate enough 1o Nickname: Magi (singular Magus™); sometimes called
cross their paths. A furlows exchange of information  “yiziess™ by oursiders

crackled across the global telecommunications network O | T —— split evenly between al
and arced through the ether, uniting brethren unseen in Ashrod's schivmatics and Alsmuir’s & -l,-.l.h-.l- The --r.1|‘1,
centurics in n resumption of purpose: fird the roots of magi who might have joined the Sabbar ar its i epion
Tremere power and shatter the curse are assumed to huve died ot some for potten, chithomic ciry

Then ur-Shulgi anose. With a week's preparation and m Mesopotnmin centuries ngo, and only o few have
asingle night of action, it accomplished whathundredsof  declared such allegiance since the Schism. Many sorcervrs
lesser soncerers had vainly atcempred for five hundoed become dispossessed at some point in their unlives doe o
years. The shock waves of it feat, both magical and social, some argument, real or imagined, with the caste’s ongani-
rofled through the caste. All but a riny handful of :
sorcerers felt the fluctuation of energy when the
Methuselah called upon the blood thar flowed
in thetr veins. The caste collectively held s
figurative breath, waiting to see what ur-Shulgi
would do next.

The resulting conflict berween the new
Eldest and i childe, the Amr, rocked the
sorcerer caste o its roots. All bue the eldest
sorcerens knew the Amr o the greatest
magician in the world, and few re-
miembered ur-Shulgias more than
g mame from o legend. The
caste's fidth in its lender was
nearly unshakable — but
the appearance of
gadling from the clan's
dim past wns enough
toshutter the faith
of many. Though
al-Ashrad was
the Amr, and
thivs thie leader of the sot-
cerers, ur-Shulgi was the new Eldest and
thus the leader of the Children of /
Hagim. The question became ~
cne of lowaley to the Amrover
levaley 1o the clan.

Tonight, equal por-
rions of the caste support
ur-Shulgi's bloody vi-
siom for the Children of
Hagim and al-Ashmd's calm words of
mioderation, while no few sorcerens walk
the path of the dispossessed in the hopes
that the conflict will pass them by and they
can returni to their private studies. The
recentupheaval hus left many sorcerens our
of contact with their former comnsde,
Alwmur, and rthe Ame, and many are now
opemting under their own “best judoe-

mtional structure or an individual eldes's
I‘l‘l“‘lh".'.'i. E'Il'“l?"ﬁ'{'r. a '\1]_r"n,|*ll_'.l1lt It |.I.l|. ity
of these return lx-1}u: L L] SOOI O '._m-r,
cither out of a thirst for further instruc-
BN O B0 EsCTpe the attention of the
Th.‘ll'lfl!!: or others who humir blocad
lt'l.lﬂ'l.l.. VNS,

Appearmncer Most sorceren dress in
{'Il-“l-lﬂu.:|i:l.!.! :lll'!.l“-r'.l'l{""'l ln'\J-..'lL Fil=n il
forr, ranging from lab coatx w
locse-fiming robes or caftars
Theose who spend s lotof time
working “in the field™ fivor
military s |-!m
tographers’ vests or
other miulti-
II [N I E E K

parments i
which they
cah Chnh-
WVETHE :Iri‘.
itaore
ritual
components and useful
amcoctions. Very lew

EOTCCITTS Wl OC-
cult symbols n
["H}‘lll., as

they see
shadver-
Lising as
both vain and dangetous. A sor
cerer who can be identified as a
blood magician by his appear-
AL 1 "III“.‘T i hl"- iown I'l.. i,
I.I'.t!'!i:l'ti'lilr‘]*u' LA ‘|:'rh O M |'i‘:'1,'t|'||_-h'
confident of his power

Haven: Sorceren preter
spacious quarters with ar least
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Ohriginally, the nﬂ lﬂ‘iﬁk
cate, as a caste Discipline, all opposing m
were o levels up, not one, for py x !
any form of magical cloaking (scc! : '
111: Wolves at the thm#hﬁmdmm

Assamute sopceners inprevious eras and
Options sidebar, below). .'uﬂ-u ¢
ally shifred mwnolllmmt. s
1hfﬁ:n|$“‘d1.lrld1’fhll_ g _ pie:

trace theirancestry rour-Shulgi, this affecredall
m;m&aummmmmhﬁn

I’map-m'undn ﬁIHMdI‘
1I hmd hmwm
all sorcerens
iw:h:wmmdlﬂﬂndwm
practices (see Assamite Sorcery, p.ﬂ}md
required to spend one extra blood p mhhud
magic invacarion, be it pathior ricual. By w'ﬂ'
2000, these effects had g the sor
cerers with only their * Imﬂmm
weakness appears in a simp in uﬂm
annm&.

The

Tt ram W e il X J-
to be isolared or highly secure, the berter to hide their
magical practices from the eyes of mortals and super-
nartural beings alike.

Background: The sorcerers usually select progeny
who are strong-willed, disciplined, and able to grasp the
abstrict concepts and differing perceptions of reality thar
Assamite Sorcery presenis its practitioners. They alsoseek
ahove-average levels of education, though this can be
provided after the Embrace if needed. Magical potential is
not an absolute requisite, as the sorcerers are scholars and
scientists as much as they are magicians. The caste has no
particular preference for gender or ethniciry.

Character Creation: The sorcerers kept a low
profile for centuries and still tend ro do so tonighr, so
their personalities tend ro be subdued, at least exter-
nally. Like most other blood magicians, they rend
toward Mental Attributes and high Willpower. Slow
lcarners and the undisciplined do not fare well within
the caste. [t is a rare sorcerer who lacks some level of
Academics and Occulr, though such individuals do
exist. Almost every sorcerer enjoys the tutelage of a

Mentor at some point in her unlife, and many have
Contacts or Allies in their areas of expertise.

Most sorcerers follow Humanity, though many are
rather distanced from its higher aspirations by the end of
their first decades of unlife, The caste boasts a moderate
number of Path of Blood adherents, mainly among the
loyalists. Those who have recently joined or had dealings
with the Sabbat find the Path of Caine and the Path of
Power and the Inner Voice particulardy enticing, and a few
Iberian sorcerers are ramored to pursue the Path of Night.

Suggested Concepts: alchemist, astronomer, biblio-
phile,demonologist, embalmer, eternally tenured professor,
fake mystic, hematologist, herbalist, historian, linguist,
mathematician, metallurgist, museum curator, private
investigator, Kabhalist, sage, seer, theologian, toxicologist

Caste Disciplines: Assamite Sorcery, Obfuscare,
Quietus

Organization: Prior to the Schism, the sorcerers
maintained a loose meritocracy based on a combina-
tion of skill and academic descent. Status came from a
sorcerer’s own abiliries and the credentials of his teach-
ers. The clan's separation has tom this structure asunder,
and both halves of the caste are currently re-establish-
ing their own social orders.

Both loyalists and schismatics follow the pre-Schism
tradition of appointing the Amr, the head of the caste,
through ritual dwmimﬂmyﬁr Al-Ashrad heads the
schismatics, to no one's surprise. Tlv: loyalist sorcerers
have not yet made a formal intment (or even per-
formed the ritual since the Schism), but they penerally
acknowledge al-Ashrad's childe and protégé, Amaravar,
as their Amr,

Bloodlines: No known variations exist among the
modemn sorcerers. Historical records show thar the caste
was once predisposed to Auspex rather than Obfuscate,
but the shift to the current set of proficiencies took place
between the 12th and 15th centuries,

VIZIERS

Prior to the Final Nights, few modem Cainites would
have guessed that a portion of the Assamite clan could be
devoted to peaceful pursuits. Yer the vast majority of the
vizier caste is, if not pacifistic, then at least inclined rowand
studies other than combat.

By the most commonly accepred account, the
viziers are the eldest of the three castes. Hagim was a
warrior before he was a scholar, but his first brood was
one of artisans and sages, each one the finest example
of his chosen profession or craft that the Second Ciry's
mortals had 1o offer. Such exclusive selection, so the
stories say, caused no small amount of strife between
Hagim and the Ancient Arikel, who most Cainite
scholars agree was the founder of the Toreador clan.
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Indeed, the vizer line appeans to bear some vague
similarities to the “clan of the rose.” though neither
proup 15 willing to admit any close relation

The vighers originated as seekers of knowledpe, and a
surprisingly strong majority of the line has held 1o this
ideal over the millennin Indeed, it seemmns as if the ciste as
a whale is driven to create and leam, w if possessed by @
solitary mania — or guided by a single will, Yer few viziers
consider their obsessive impulses anything more than
perfectionism or the spark of inspisation (though the
VTS are, Iﬁ.llh. N0 more I...I|".I|"k' I-I. -Il.lll..ll [IRIS1RH
creativity than other Cainites), To sugpest that a vitler bs
misd — or, worse, licking free will — is one of the
reatest insults that one can bestiow upon o
member of this line

After the fall of the Second City, us
the Children of Hagim seoted into their
modern caste structure, the viders be-
carne the clan's thinkers, creatom and
oocmsiomal leaders, though the wamon
never relinquithed complete control of
Alamut. They were also the Children
who, ms a general rule, had the ¢los-
&t contact with mortul society on
o ll.lL"t'.T'.'_i }\.'l'!l."!. T'!l.l\ |J"Ier STt
of affairs continues to the
present night. While the war.
rions gravitate oward the
maial and religious sspect
of iy given culoore and
the sorcerers seek cermin
lect ProfessIOns, the vi-
gert tend to associnte
with nearly any social
aruturn. However, thedr
mirate monomarnia makes
them less than adept o ef
forsoguide, oreven slighedy
tudge, the mortal masses.

Tha visiers" “caste culure™ may
best be described as o very loose
affihanion of ndividuadises, Most of
the caste iy as disunived as thee sorcer-
ers, but withour thar body'sresources
for magical communication and co-
ordtnation. Vizers rend o keep o
themeelves unless involved o men
or-protégé  arranpgement ofF
et rhiw_hm: e COOPETMIvE veri-
ture. This is o product of both the
casre'sshared psychological tenden-
cies and the need for secrecy during
the Lomg Night and later periods
However, the Schismand the schis-
I'I:L.ITI.JH' L I:l".‘f-e‘qurllr Fi"l.'lmf “‘lth Thl,'

L:.LI‘I:I.I.TIH.I Ihl.\ ..lu!'u-'["l.i [n...l“T. vinern O exist 'I'{'I.Il“'rl.'lr
openly among other Cainites, and no few have chosen o
enter social and political arenas — with varying degrees of
SCoes
Nickname: Scholars or Artisans
Sect: Owver a thind of the caste may be considered
dispossessed for all invents and purposes, as their ties to the
rest of the clan are marginal ar best. The majority of the
remaining viziers chose w follow al-Ashrad o the
Camarilla. A significant minonity of the caste remains
loyal o Alamur. Few viziers are known to exist in the
Sabbat, and even these are likely scartered fugitives
Appearance: As a general rule, vitiers are the
Children of Hagim mast adept at blending into
mortal society. They usually dress professionally
or informally as the sinuation requires. Their
common particularicy (or demnpement — see
the Storyteller's Options sidebar below) tends
to polarize them toward the two extremes of
hygiene and style. Many vizien are either im-
mitculate and perfectly poised or unwashed,
rumpled and constantly distracted
Haven: Viziers tend to select havens
that are indistinguishable from the
homes of similar mortal professionals
As with personal appearance, de-
pending on the focus and sevenity
of the individual visier's tastes, the
quarters are either immaculately
clean or cluttered so heawnly
that walking becomes diffi-
cule. Many wviziers
maintain extensive li-
braries or workahops,
prefeming o0 “work
trom home.”
Background: As
acaste dominated by in-
tellectuals, artisans and a
few politicians, the viziers uss-
ally Embrace individuals who
are both exceptionally dedi-
cated to their chosen
professions. Few viziersare Em-
braced in the hope that they will
realize some previously neglected
potential. When the clan wias more
unified, many viziers selecred their
progeny on the basis of their abil-
ity toserve the Children @ awhole.
The decay of Assamite unity oves
the past few centuries has seen this
practice largely fall into disfavor
(with the exception of those re-
searchen Embraced to amist
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While the warriors - :

conflict with the tches of Clan Tremere, sb;
them o view to all nonwarrioss as inferior, and thus:
they did not acknowledge the viziers and 5

e
breaking the curse). Vizier rastes often overlap with those
of the other two castes, and occasional disputes arise over
potential progeny with particularly valuable abilities. Like
the sorcerers, the viziers make no particular effore 1o
Embrace members of any particular ethnic extraction or
perider.

Character Creation: The viziers have even more
experience at deception and denial than the magi do,
given their centuries of “invisibility.” Their public perso-
nae usually reflect this, though many are rebellious or
innovative explorers at heart. They are equally likely to
favor Social or Mental Auributes, depending on indi-
vidual professions, and likewise follow the path of greatest
utility when selecting Abilities. Viziers are the Children of
Hagim who are most likely to have some degree of
Influence in moreal society, and they often enjoy a corme-
sponding amount of Resources due to or
artistic success in movtal circles.

The vast majority of viziers follow the moral codes of
Hurmanity, Few adopt the Path of Blood, bur those who do
are twice s brutal as an average member of the warrior
caste. Those few who have joined the Sabbat in recent
nights seem to favor such diverse beliefs as the Path of
Cathari, the Path of Death and the Soul, and the Path of
Powerand the Inner Voice, dependingon their individual
agendas. Once n vizier sets forth upon a Path, he pursues
its tenets with a convert’s fervor.

Suggested Concepts: archacologist, archirect, ant
dealer, Bombay movie producer, biochemist, doctor,

L ]

forensic anthropologist, historian, holy man, jeweler,
journalist, judge, oil baron, political theorist, sculptor,
“special advisor,"storyeeller, telecommunications ex.
pert, translator

Caste Disciplines: Auspex, Celerity, Quietus

Organization: The viziers have no formal seruerure as
a whole. They resemble a loose organization of vaguely
affiliated professionals more than any sort of oceult con-
spiracy or military order. Prestige is generally a marter of
who an individual vizier knows and whar she's done, and
varies depending on the audience — a poet may not be all
that impressed by a particle physicist. The caste does have
one unique custom derived from Amb scholarly radi-
tons: Academic lineage is considered as important as
blood descent. Thus, a vizier's sire may not be as important
as his instructors, and some go so far as to present them-
selves insucha mannerwhen making formal introductions.
As noted above, most viziers tend to their own affairs
unless working on a specific cooperative project.

Bloodlines: One group among the viziers was active
in Byzantine politics during that empire's nights of promi-
nence, and its survivors and their descendants still favor
Presence over Celerity. Perhaps two dozen members of
this courtier line exist in the modem nights, and they are
largely confined to the Middle East, acting on their own
agendas in the courts of the Ashim.

¥
STORYTELLER SOpPTIONS

For those Storytellers choosing to highlight the dis-
tinctions between the Asamite castes, the following
optional systems are included. Note thar unless the Story-
teller chooses to implement these options, all Assamites
suffer the “nommal” clan weakness as presented in the core
rulebook regardless of caste.

In Vampire: the Dark Ages, the castes suffered these
weaknesses as part of the “official” rules of the setting. In
the modemn nights, however, these mechanical variations
are not so important as the social and political struggles the
clan faces nightly. Almost in spite of themselves, the
Assamites have grown closer in the tiesof the blood asthey
have distanced themselves ideologically.

A Storytelleremploying these systems in her chronicle
should consider the purposes of the various weaknesses.
Shie mary also wish to levy the weaknesses i addison o the
“common” clan weakness, should it suit the story.

Variant Warrior Weaknesses: As per Vampire:
The Masquerade, all warriors may become addicred 1o
the blood of ather Cainites. Every time a warrior tastes
Kindred vitae, the player must make a Self-Control rol|
(difficulty equal to the number of blood points ingested
+3). If this roll fails, the character becomes addicted.
From that point on, every time he comes into contact
with Cainite vitae, the player must make a Self-Con-
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trool roll (difficuley 8) or the character enters an immee-
diate hunger frenzy.

The warriors also suffer from stained mrss — an
inspection of a warrior's aura that scores any degree of
success automatically reveals sipne of diablenie, even if the
character has never so much as tasted Cainive vite since
his Embrace. The caste widely believes this to be o
remrusnt of their judpe forbean' practice of ritual diablerie
in the Second Clity. This staining is little problem among
the loyalists or the antitribu, but it can be a severe impedi-
ment to o warnior who wels Camarnills scceptance.

Variant Sorcerer Weaknesses: The sorcerersclaim
to have practiced blood magic since the nights of the
Second City. Whether or not this is the case, they have
t‘.‘rl’l Al rllf [-I\.\IL Illliu ['[l.l““.!!l I-lll it [ |'I'|.""L: TIH"II!, CVED
those who do not make extensive explorations of
Assamire Sorcery. A sorcerer’s aura always shows the
distinctive signs associated with blood magic, and any
llt"f[\ cr WHil tl!f ll!‘”]‘l‘ Loy fecy |HIL|;L’ LIS I»"'lll ]lIlEﬁ:I_"I'\
see these markings.

This manifestation, however, ts merely aside effect of
the sarcerers’ strong tendencies toward blood magic. The
caste a5 a whole has practiced the art for 50 long thar it
permentes their blood, making each individual sorcerer
stand out like o beacon to anyone with supermutuml
perception. Any use of o supematural power on o sorceres
for purposes of perception enjoys a -2 difficulty. Additon.
ally, ottempts o penetnite a sorcerer's supernatural
concealment uing an opposed power ore considered o
operate one level higher than normal (s0 a chamcter with
Auspex 2 erying to penetrate a sorcerer's Obfuscate hasan
effective Auspex 3)

MNote that these weaknesses give no benefits to
an ohserver with no supemmatural perception, though
mortals may be more likely than normal to notice »
sorceret's supernatural nature (Storyreller's discre-
tion). They likewise do not affect mundane
concealment such us camouflage.

Variant Visier Weaknesses: Despire their protesta-
tions to the contrary, the viziers are mad — ot least, by the
aandards of the game syetem. Every vigier finde himeelf
caught up in the continuance of his chosen pursuit o the
exchusion of trivial concems such as daily shelter or
nightly nourishment, If the character has o porticulor area
of expertise, he focuses on it to the point of monomania
If he his no such focus for his ndghtly existence, he fixates
o the minute details of routine tasks. In game terms, each
vizier has an Obsessive/Compulsive derangement (Vam-
pire: The Masquerade, p. 211) associared with his
highest-rated intellectual or creative Ability. If the
character’s focus of effort shifts, so does the focus of the
derangement. The player should roleplay this change
gradually rather than slap it into place st the moment that
experience expenditure changes the characrer's Traits,

Coanrmz T Paaves 1o Barwaw Sione
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When thisderangement isactive, the character's aura
flickess with strange whorls and patterns that an observer
can interpret 1o discern the character’s Nature and the
focus of his obsession. Following a successful use of Aura
Perception, the viewer may make an Intelligence + Empa-
thy roll (difficulty of the vizier's Humanity or Path rating):
two successes give the viewer the focus of the vizier's
obsession and four reveal his Narure.

MIND'S Eve THEATRE CASTES

W ARRIORS

The warrior caste follows the “default” Assamite
profile given in Laws of the Night. The only addition is
this: Any application of Auma Perception always reveals
dlu_-:lhru- it o wanmior's aura, even if the observer fails the
challenge.

SORCERFRS

The Assamite sorcerers are the same individuals thar
Laws of the Night calls “viziers.” Conceprually, they are
the same as in the above material — Mind's Eye Theatre
requires no particular adjstments for roleplaying a sor-
cerer. However, the game mechanics relating to their
characterstics change to reflect Mind's Eye Theatre rules:

Advantage: All sorcerers have some degree of famil-
writy with the mystenies of the arcane, even if they
themselves do not extensively pracrice blood magic. Some
leam this from their mentors and instructors. Others pick
it up through swstained social contact with their contem-
poranes. Addivionally, all sorcerers are somewhar more
educated than the human norm, either from moreal
academic pursuirs or through post-Embrace tutelage. All
sorcerer characters begin with two Ability Traits spread
berween Academics, Lingastics, Medicine, Oceult, and
Saence,

Disadvantages: Any use of Aura Perceprion on a
sorcerer reveals that he practices blood magic, even if the
chamcrer has no knowledge of Thaumanergy or Assamite
Sarcery and even if the observer fails the Static Mental
Challenge required to read the sorcerer’s emotional state.

All uses of Awspexor othersupematural perception on

i sorcener gin two bonus Traits.

Any observer using supernatural perception to pierce
a sorcerer's Obfuscate s considered to have one more level
than she actually has for purposes of comparative power
levels. For example, o chamcter with Awra Perception
atrempting (o penetrate a sorcerer’s Obfuscare treats his
Auscspex as if he knew The Spirit’s Touch when comparing
it to the sorcerer’s level of Obfiscate mastery.

Vizenrs

As with the sorcerers, the viziers undergo no concep-
tual changes when converted to Mind's Eye Theatre.
However, their Traits do change o a certain extent:

Advantage: Viziers generally have more contact with
mortal society than members of the other castes. A vizier
begins with two additional levels to apply o any Back-
grounds except Generatm or Mentor.

Disadvantages: A vizier chamacter has an Obsessive/
Compulsive derangement that is related 1o the creative or
intellectual Ability in which he has the most Ability
Traits. When this derangement is active, it displays itself*
insubtle patterns in the visier's aura. An observer who uses
Aura Perception on the vizier while this derangement is
active may make a Static Mental Challenge against a
difficulry of the vizier's permanent Mental Traits. Succes
lets the observer know what the derangement’s focus is.
The observer must have ar least one Ability Trait in
Empathy to attempt this identification.

THEe GUIDANCEOF

THE FLDFER

With the exception of a dozen or so dispossessed who
sought protection in the Camarilla over the lust few
centuries, the Assamites do not follow the Traditions as
such. This is common knowledge in the Camarilla, which
collecrively regards the Assamitesas lawless renegides due
to their disregard for Caine's commandments to his de-
scendants. However, it mmuch less widely known that the
Children of Hagim have their own ancient ser of codes
handed down from their founder. The clan collectively
refers 1o these as the Laws of Haqim.

Translations of these edicts from the original Enochian
are surprisingly unvarying. Members of all three castes and
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all major clan factions agree on their wonding. The doxctri-
rual LF'jl that now divides the clan stems from differences
of interpretation of the intent of these lovws. Onsuch subtle
points are the fates of many decided

The “original® copies of the Laws of Hagim are a set
of five clay tablets engraves] in Enochitan, the language of
the First l’?'m, Thl:'g e onve of the most weasuced relics of
the clan's history. The magi and viziers who tend Alamue's
library have used many techniques, magical and mundane
alike, to keep them in pristine condition. When ur-Shulgi
L l'|.||.:rn] lhr ui.ﬂlu 4] lh‘.l] ﬂ!.ll::ur'\ !|l1l.||'. .||:.|.| TILsCu, !i o
tablets were removed from their vaulr and placed in
Alamut’s great hall ar the right hand of the Black Throne

Every Child of Haqim who claims loyalty to the clin
must commit the laws o0 memory. Only young dispos-
sessed are wholly unaware of them. Over the centuries,
various fashions have sprung up regarding persor! repre-
sentation of the laws. Many elders who recetved the Blood
around the 15th and 16ch centuries still wse henna w
mscribe the lawson their skin for formal occsions, and an
individual with the Liws nudely mttooed across his shoul
ders was probably Embraced in the mid-1800s (or long,
long before then). Shorcly before the schism, i becatne
fashionable among neonate Children wo wear jewelry with
Ih.l.' I.l..“‘ rﬁﬂh]wth ML, LL“!JH‘! dn .II]LlllL'! LH R | | FInEs

THeLAwoF LEADERSHID

The Children of Hogimare anuncommeonly hiemchacal
clan. They recogmaze thar with ape comes wisdom, and rhose
who have lived o dosen or more moral liferimes are maore
capable of making informed decisions than those who are saill
new to the Blood. Most Chuldren iterpret this ki a5 an
ovemnding padeline for their clan's hvernchy, wirh neonue
deferring to ancillee and ancillse executing the requests of
elders. This principle "mickles down” to the lower levelsof cla
onpaniztion. If three Children are in o city, their de ficto
leader is the eldest among them. At the highest level of
ompanization, this i a mandate for the eldest active fourth
generation Child of Haqim to sit on the thione of Alsmat
Eldest, Hagim's regent

As with the social soructure of the Canuarilly, chis
system has the potential for a vast amount of abuse by
complacent elders. However, unlike the Camarilla, the
Children of Hagim maintain a sockal strecture in which
violence is both overt and relatively cormon. In practice,
very {ew elders who are predisposed toward despotiam
enjoy long or successhul unlives asiron- fisted tyranies, Mos:
successful leaders among the Children know when o
delegare authority — and also when to consult vounger
experts for advice on a particular sineition that their
unlives have lefrthem ill-equipped roconfront personally

Owver ll"u: [riast m1"rr‘||!'|.!ur|1. the Law of 1_]?1\'.!;'['||'|.i|“ bras
been supplemented with an unofficial, but highly ac-
cepted, madition of reasonable challenpe. The four mos
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esteemed positions within the clan (Eldest, Caliph, Amr
and Vizier) are not necessarily occupied by the oldest
eligible office-holders, but rather by the most proficient
and confident candidates. The individuals who hold each
of these four positions must accept any formal challenge,
50 long as it does not come at a time the Eldest determines
to be a time of crisis for the Children as a whole. However,
the challenged party may choose the method by which the
challenge is executed. Each of these positions has a short
list of formal opticns for resolving the challenge and an
cmdﬁ:ﬂnliﬂdmﬁpﬁm]uufw&whdup-ﬁ.}dmy
lesser positions, both formal and informal, follow less
structured versions of this challenge system.

Une point of note is that the Children generall
measure a vampire's age by how long he has been
recognized and active member of the clan, not by how
many years have passed since he received the Blood. An
individual who was Embraced in the 12th century but
spent 800 years in torpor or solitude is expected to defer o
someone who has been awake and participating in affairs
at Alamut since her Embrace in 1872.

THeLAw or DroTECTION

The warmior caste’s progenitors, the judges, came into
existence to combat the excesses that other Cainites
inflicted upon mortals. Hagim felt strongly enough about
this issue 1o make it one of the defining characteristics of
his descendants. Although the Children do not follow the
Masquerade as the Camarilla recognizes it, most interpre-
tations of the Law of Protection agree that “warding the
mortals” includes warding them from the knowledpe of
accursed, undying parasites who prey upon them and
encourage the worst excesses of their society.

Although it is not a dogmatic tenet of the Law of
Protection, most Children of Hagim extend special regard
to those individuals who mirror their respective caste’s
ideals in mortal society. Few sorcerers or visiens will inflict
serious harm on a dedicated mortal scholar if they have
another option, and it is the rare member of the warrior
caste who will injure a police officer or soldier except in
sclf-defense (or open war).

This law does not prevent the Children from using
mortals as a food source, nor does it discourage them from
participating in human institutions or governments for
their own ends. It simply acts as a brake upon the wonst
excesses that would otherwise be committed in the name
of expediency. Very few Children consider individual
mortals to be expendable pawns if those mortals act with
some semblance of honor or decorum. When feeding,
nm&mn&b:nd&tchahnk*:):ckﬁmnhli:wdwir
vessels to the point of death or hospitalization. In practice,
minor violations of this law are quite frequent, though
simple peer pressure prevents more obvious o excessive
transgressions.

= .-

ol
. p—— S —

In one of their very few points of agreement, loyalists
and schismaticsalike despise the antieribu for violating this
law nightly.

THeL AW OFDESTRUCTION

Although this law bears some resemblance o the
Camarilla's Second Tradition, that resemblance is super-
ficial at best. Most Children of Hagim take “Blood” to
mean “Hagqim's Blood,” not “Caine’s Blood,” and thus this
mﬁdenﬁmdmmumﬂmud:}r&mlmmpt:
a matter of practicality among the schismatics, many
whom now dwell among other Cainites. Hagim, it is
believed, had no particular desire to clean up the messes
that widespread fratricide tends to leave behind.

The Law of Destruction forbids wanton killing of
clanmates. It says nothing, however, about injuring or
maiming them: “Slay not” doesn't equal “harm not.”
Warrions often fight duels, and it's not uncommon for
viziers and magi to do so as well. Such duels arc usually
semiformal affairs with o neutral arbiter. Terms can mnge
from “to torpor™ to “to the first cut,” and the matters they
settle can be as trivial as possession of 2 valued automobile
or as significant as the authority to levy assignments across
an entire continent. Slips and accidents are not uncom-
maon, though the deceased's friends and superions usually
investigate them thoroughly. Likewise, nonfatal punish-
ments for transgressions against the Path of Blood or Laws
of Haqim may be intended to mark the accused as a
reminder of his failure. Ritual brands with ash rubbed into
the wound, salt or stone dust pressed into the flesh after
scarification — such things are commonplace and exact
their burden forever after.

The Law of Destruction ties into the Law of Leader-
ship in that it allows “the Eldest” the right to kill any Child
of Hagim under her supervision. Under the most common
interpretation of the Law of Leadership, the accepted
" * Child in a given group has the right to slay any
subordinate. However, excessive exercise of this right
sometimes leads to fatal retribution. Generally, an ancilla
or elder who feels the need to remove a subordinate from
the world requests permission from a higher authority,
typically her caste leader or one of that leader's direct
lieutenants.

Occasionally, two Children of Hagim come o hate
each other to the point that each can be sarisfied only by
the Final Death of the other. In most such situations, the
Children recognize twooptions. The first is an unsanctioned
duel to the death, which usually results in the destruction
of the survivor at the hands of the first elder to find out
what happened. The second is for both disputants to

their belongings, walk away from each other for one
month (or mavel an iate distance in the
mm}wmmmmmmﬂm
another’s presence for the next century. The later solu-
tion is generally regarded as more honomble and less
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wasteful of clan resources. A few Assamites believe that
the duel berween al-Ashmd and ur-Shulgi ended in such
an armengement, with the Schism resulting from o final
attempt to avoild a full-scale civil war in the clan.

With the Schism, both primary factions have for-
mally stated that their claim o the Blood places their
opposite numbers outside the weggis of the Law of Desoruc-
tion. Fatal conflices between loyalists and schismitics may
eventually become more the nule than the exception,
though nonlethal sparring and “ragging” still dominate for
the moment. Within both factions, the penalty for delib-
erately killing a fellow Child of Hagim from the same
faction is Final Death by beheasding unless the offender
can prove extenuating circumstances.

THELAWOFTHE WORD

As in the case of the Law of Destruction, “of the Blood™
generally means “of Hagim's Blood™ as far as the Children's
interpretation of this low iy concermed. Treatment of non-
Children s subject to the individual Child's whim and the
practicality of lying or stealing in any given situstion.

As a matter of practicality, absolute honesty s as
difficult to prowvide as it is eoenforce., “Licte white lies™ and
possing possip are usually overlooked, unless their conse-
quencessnowball later, A maliciowsordamaging deception,
such as slander, receives a punishment that is as old as the
clan itself: The guilry party is restrained by four of his peers
while a supervising elder carves his tongue out of his
mouth. Theft receives a similar penalty — the attending
elder wraps a horsehair rope around the thief's wrist and
other Children pull on the other end of the rope until the
thief's hand (or arm) separates from his body. In both
cases, the elder then smears the resulting raw wound with
alchemical paste or salt that prevenits regeneration for the
next lunar month, The Children of Hagim have few
repent offenders.

Except in matters where secrecy is required for the
good of the ¢lan or caste, Children of Hagim do not often
lie 1o one another. The clan commonly believes that
Haqim considered thefr “a lie of possession,” so Children
typically do not steal from one another cither. Aswith the
Low of Destruction, these restricrions loosen considerably
when a Child from one faction is dealing with a member
of the opposition.

Many members of the warrior and magus castes hold
the breaking of a clan-mandared deception to be akin 1o
a lie. This specifically includes those individuale who
reveal too many secretx of the Children o outsiders
Polite, casual conversation on points of theology &s usually
ncceptable. Giving away the address of the local safehouse
is not. Truly catastrophic breaches of silence usually result
in o bloodbath as every Child in the region joins in the
effort to silence the wagging tongue and all who beard it
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Tue LAw OF JUDGEMENT
The last and most important of the Laws of Hagim is

the one whose interpretation has shatvered the clan in the
Final Nighes. Although other factors do exist, the heart of
the split between the loyalists and the schismatics is the
responsibility for evaluating and punishing the Kindred
that Haqim assigned to his judges so long ago.

Ur-Shulgi’s interpretation of the Law of Judgement,
which members of the loyalist faction share to one degree
or another, is that all other vampires (and many of
Hagim's Children) have failed to live up to the standards
ofhonor and integrity put forth by Hagim in the nights of
the First City. The Kindred have become a blight upon the
mortal world, and thus they unilaterally violate the Law of
Protection. Like a cancerous tumor, they have become too
deeply entrenched ro be treated with noninvasive half-
measures. They must be cut out of the body which
they feed. Momentary allinnces with useful umfu!mh or
groups may be possible, but ultimately only those few truly
penitent Cainites who adopt the Path of Blood and tum
on their former peers should be allowed 1o survive.

The schismaric argument against this interpretation
ts that Hagim never intended his Children to be an
external control mechanism for Cainite affairs, nordid he
see them as innately superior to other Kindred. The judges
existed] inside the First Ciry's society, and they were as
subject to their own laws as any other vampire of the time.
In order 1o properly administer justice, a sense of perspec-
tive isnecessary. This, argue al-Ashrad s supporters, means
mexderation, and it requires an ability to “work within the
system” in order to curb the worst excesses. The “system™
that is best suited o such a purpose is the Camarilla. By its
own admission, the Sabbat holds itself above mortals in
such a manner as to spit on the Law of Protection. While
ot all schismatics use this argument as their justification
for rejecting Alamut's rule, most members of the faction at
least pay it lip service.

INTERNAL DIVIDING
LINES

As with all of Caine's progeny, the Assamites have a
number of ideological demarcations within their runks.
Some are political in nature, arising either from the
furamental difference of belief that ur-Shulgl's awaken-
ing brought 1o boil or from even olderconflicts. Others are
the result of certain Assamites’ membesship in the various
secret and open societies within the clan that have en-
dured to the modern nights.

FacTtions

Prioe to ur-Shulgi's awakening, the primary political
divisions among the Assamites broke down by their

S
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members' views on the clan's relations with other Cainites.
This isstill true to a certain extent: As might be expected,
few Assamites who favor peaceful relations with Camarilla
“Kindred"” still reside ar Alamut. However, the divisions
are now more pronounced, and the two new halves of
what was once a somewhat unified clan arc engaged in a
shadew war whose consequences may strecch fur beyond
a few Final Deaths. .

LovaLists

The boyalist faction is that which s most similar wo the
general Kindred world's view of the Assamire clan as a whole.
The loyalists hold themselves to be superior to all other
vampires — they believe they ane the next sep on the food
chain, as far above Cainites as Cainites are ahove mortals. Nor
all loyalists follow the Pach of Blood, but most of them are
familiar with its teachings and honor them to one degree or
another, as a code of behavior if not moralicy.

Loyalist doctrine holds that ur-Shulgi, the Asamite
Mﬂhmclnhwlmtmk:uﬂuuﬂg‘dﬁ&hmw.m
Hagim's herald. According to ur-Shulgl, Hagim is the
only true authority that any Child of Hagim should
recognize. The Ancestor’s peers once charped him with
bringing order 1o the Second City, but their petry bicker-
i;m{uﬁ&mdﬂd:irmu}wswﬂdmmb;

maintaining the honor necessary touphold their part
that bargain. Thus, the destruction that the Children of
Hagqim visit upon the Cainites is nothing more than the

justice that they themselves once requested. They are a
blight upon the world, as the unrest and suffering they
cause across the globe proves nightly.

Among the loyalists, diablerie serves a dual purpose.
First, it allows the diablerist to absorb the power of the
Blood from those who are unworthy to bear it. This both
removes a potential threat to the Children of Seth and
strengthens the diablerist for future struggles against the
Cainites. Second, it grants a final rest to the soul of the
unworthy one, which no doube rebels against irs accursed
condition even if its owner's mind refuses to consciously
diablerie as a violent, murderous act, loyalists believe that
it is one of the foremost services they can perform to honor
their Ancestor.

Most loyalists fall along traditional lines of clan
organization. The center of their hierarchy is Alamur, the
mountain that has been the clan’s physical
heart since the fall of the Second City. They acknowledge
Hagim as their actual leader, though ur-Shulgi serves as
Eldest and regent of Alamut until the retum of the
Ancestor (which the loyalists believe is imminent). The
loyalists have no current Caliph, though several candi-
dates are jockeying for position. A series of challenges for
the position seems inevitable. The Amr is Amaravari, al-
Ashrad's childe and chosen successor. The faction
acknowledges no loyalist Vizier and probably never will,
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as vizsier backing of the schismatic movement was too
widespread for ur-Shulgi to trust the few members of the
caste who remmin aligned with him.

Playing Loyalist Characters

Loyalist Assamites are created as per the usual rules
found in Vampire: The Masquerade. However, they are
true independents. No loyalist may hold office or Starus in
the Camarilla or the Sabbat withour benefit of an exten-
sive cover identity (which is usually beyond the capacity
of a starting character),

While all loyalists believe that the Children
are superior to other Cainites, most of them don'tace
way every night. One cannot tell a loyalist from a schis-
matic with a simple glance — members of the factions do
not wear sashesor sigils to proclaim theirsympathies. Wise
loyalists exploir this in order to sow discord among other
Kindred, the better to undermine the schismatics” at-
tempts at credibility and acceptance. Even if it doesn't
necessarily harm the schismarics, a loyalist may pretend 1o
be something other than what he is in order to further his
own goals. Of course, a loyalist's player should be prepared
for his character to experience a potentially fatal backlash
if the disguised Assaumine is ever unimasked by the Cainites
who have come to st him.

SCHISMATICS

The first public appearances of the schismatics in
carly 2000 threatened to sharter the Kindred world's long-
hield assumprions about the Children of Hagim. Alchough
few would be so foolish as to call the schismatics “the good
Assamites,” they are the members of the clan who are
genenally the most capable of coexisting nonviolently
with those Cainites who follow the Tradivions. Many
schismatics retain their moral values and moralities,
though a significant minority of Path of Blood adherents
exist within their ranks. These latver individuals generally
follow the Path's tenets of honor and justice over those
that promote systematic destruction of all other vampires.

The core doctrinal armument that led the schismatic
leaders to split from the main body of the clan has o do
with Haqim’s Law of Judgement and ur-Shulgl's interpre-
tation of it. Most schismatics believe in moderation when
interpreting the Law of Judgement. Widespread destruc-
tion of all non-Assamite Cainites is tantamount to
genocide, and judging all other vampires on the basis of
the actions of a visible minority — or even a majority —
pf them s anything but just. Most schismatics have a
strong sense of trony, recognizing that the very prej
they condemn in their own clan is levied against them by
most of the rest of the Kindred world,

A large portion of schismatics have no particular
leaming toward one or ancther interpretation of the Law
of Judgement. Rather, their quarrel with Alamue is a
matter of faith, When ur-Shulgi ascended to the Black
Throne, one of his first dictates was the immediate cessa-

tion of all worship save that of Hagim. While the Muslim
majority of the clan may have tolerated a simple order of
silence for years or even decades, ur-Shulgi followed up his
initial proclamation by summarily destroying several widely
respected elders who refused o renounce Allah. The
Leopards of Zion were the fimt Children of Hagim w
challenge ur-Shulgi in defense of their faithy; they were fin
from the last. Practitioners of every major world religion
and no few minor ones followed al-Ashrad into exile,
tuming their backs on their clan rather than on their
respective pods.

As tentative allies (and, according to some reports,
prospective members) of the Camarilla, all schismarics
publicly refrain from diablerie. Thi&ﬂr'lwulmh y difficul
for warrior-caste schismatics, as their for vie did
not die with their shift of allegiance. W'-Iwnmpmlblr
schismatic warriors exist under the direct supervision of
sorcerer of visier who monitors them for signs of slipping
self-control. Most Camarilla pri are aware of the
warrioes’ addiction, thanks ro al- Ashrad's revelations dhe-
inghu bid for Camarilla hospitality, and grant theis
warrior citizens whatever they consider te con-
cessions. Most such concessions are m like
“warrior Assamites are excluded from mandatory anen-
dance at any Elysium where attendance is otherwise
required for the Kindred.” No sensible vampire wants a
potential cannibal too close, and so the once-proud war-
riors have been largely reduced o litle more than the
Iackm and dependents of the other castes. For the most

warriors tolerate the restrictions on their
m':lm with remarkable good will — they knew whar
they were stepping into, and they leit Alumnut because
they believed in something (even if that “something” was
only self-preservation) strongly enough o accept the
social stigma of being “refugees” or second-class Cainites.

The schismatics currently maintain a loose organiza-
tional structure that mimics, but does not fully conform to,
the clan's ism order. Al-Ashrad serves a dual role
as Amr and Eldest. Tegyrius, the pre-Schism Vizier, stll
holds that position. The schismatic faction has no Caliph,
as the Camarilla would see the establishment of 4 formal
organizational structure for the schismatic warmion as oo
much of a threat. In most Camanilla cities, the eldest
sorcerer or vizier is the de facto leader of all local schismar-
icsand must typically report his“subjects™ activities to the
prince on a regular basis.

Playing Schismatic Characters
As with loyalisss, schismatics are created s per Vampine:
soormal nules. Unlike the *default” Assumites
in that book, however, schismatics may be ar leas
nominally members of the Camarilla, depending on the pref-
crences of the players and the Storyreller, However, they're
nowhere near . widely accepted as members of the seven
founding clans are, and it's rather difficudt for them o acone
large amounisof Stansor hold office. NoKindred hasheard any
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respectively, among their primogen. are exceptions
mather than nules. Most schismatics fortunate enough 1o have
claimed Camanilla ticles this quickly are sheriffs or scourpes.
Many schismatics still privately believe that they're
superior to all other vampires. Old lessons die hard, after
all. Bur those who are unwise enough to be vocal about
their beliefs are usually on the receiving end of a very
pointed lesson from their “Kindred.” Most members of the
faction know whar a good thing they have going with the
Camanlla don't want their less-diplomatic peers to jeop-
ardize that. If they want to be accepted as full sect members
some night, their bestoption for the present is to keep their

mouths shue

ASSAMITE ANTITRIBL

The faction of the clan known as the Assamite
antitribu began its existence as a group of desperate survi-
vors fighting to salvage their clan's honor in the face of
what they saw as an unconscionable submission w an
inferiot opponent. When the ragged handful of warriors
joined the nascent Sabbat, they had little to offer the sect
but their blades.

In the aftermath of the Anarch Revole, that was enough.

Ower the centuries, the Assamite antimbu grew into
the backbone of the Black Hand, the Sabbat's elite
military arm. This power did not come without a price,
however, In their desperate pursuit of a new role in unlife,
rhmﬂugrudmllvmmfﬁmthmmum
roots. By the end of the 18th century, few Assamite
antitribu neonates were aware of more than the hatiest
basics of their clan's history. Many had no idea of the
existence of separate “castes™ of Asamites. This was
partially due to the Sabbat's emphasis on allegiance to the
sectover misplaced loyalty to the clan but mostly stemmed
from the faction elders’ collective desire w distance their
broods from the “disgraced” main body of the Assamites.

By lare 1998, the Assarnite antitribu made up the
nmonr\rd'tthlMI:Hand‘sludu:htpmﬂmmmmdfv
more of the Hand's total than any other
single clan or bloodline. The Sabbat overpowered close to
one Camanlla-dominated city a month in a
campaign along the American East Coast, and the Hand
— and, consequently, the Assamite antitibu — were
spearheading the most successful and profitable series of
assaults in the sect’s history.

Then ur-Shulgi completed the Breaking. Over a
single night, the symbol of the Assamites' submission to
the Camarilla was shatrered by blood magic thar was
ancient centuries before the curse's casters were bom. For
the Assamite angirribu neonates, this wasa frightening sign
that the Antediluvians were close to awakening, For the
faction’s elders, however, it was an invitation to retum to

Vil
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leadership had always considered its sectarian allegiance
one of convenience — the Sabbat was a useful means of

striking at the Camarilla, and it provided formidable
from other enemies that the antiibu had made
at the time of their split from the main body of the clan.

Over the course of two weeks, the majority nfd:
Black Hand's leadership simply di

The resule was a crippling blow to the Sabbat's
campaign against the American Camarilla. With the loss
of much of their strategic and tactical guidance, Black
Hand cells and their supporting packs foundered and
stalled. Young members of the antitribu artempeed to take
up the stack, but met with mixed results due to their
relative inexperience within the Hand and the sect. By
early 1999, it was clear that the Assamite antitnbu were no
longer the heartand mind of the Black Hand, though they
still made up a good portion of its mnks. Several of the
upper echelons of the Hand were quickly filled by ambi-
tious Trimisce, along with Gangrel, Ventrue and Salubri
antitribu and other militaristic Sabbat firehrands eager to
prove their long-denied worth.

Within a year, the Assamite antitribu's ranks swelled
again — not from “war draft” Embraces but rather from an
influx of refugees. For the first time since the faction's
inception, Assamites were defecting from Alamut en
muasse. Theirmotivation now, however, was not an escape
from disgrace, bur rather a flight from what one early
arrival termed "“the walking atrocity that sits on the Black
Throne and claims w speak with Hagim's voice.”

Tonight, the Assamite antitibu are far from their

ious prominence. Their elders within the Sabbat

all vanished but for a select few, and many of cheir
most promising lieutenants perished in the chaos that
followed the elders' abandonment of the sect. They are by
no means broken, however, The refugees from Alamur are
very much a mixed bag, but they all share rwo common
traits: They found ur-Shulgi’s presence too temifying to
endure, and they found the Camarilla too much of a
stifling alternative to consider. In addition, their numbers
include several members of the sorcerer caste and, some
rumors say, a handful of viziers. These new arrivals are the
first nonwarrions to claim Assamite antimibu membesship
since the faction's escape from the curse — and they have
galvanized their brethren into action. What the faction
now lacks in upper-echelon leadership, it makes up for
with numbers and a renewed dedication to the destruction
of the Antediluvians and their servants.

Playing Assamite Antitvibu Characters

In many ways, the Asamite antitnbu are closer 1o the

stereotype of the Assamites than any other faction
of the clan. Until the past year, they were exclusively
warriors by caste. While some Assamite antitribu who were
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not combar specialists did become True Sabbar, such as
| the secure couriers who keep the Mexican and Canadian
Sabbat connected, nosorcerers or viziers were among their
numbers. Many subscribed to the Parh of Caine, which set
them in direct oppasition to the more “humane” elements
of the Camarilla— not to mention the main body of their
own clan. The antitribu kept to themselves, maintained a
high average level of combat prowess and generally re-
garded oursiders as potential meals (with the exception of
their fellow Sabbat members). Under the leadership of the
hudid and his shakan advisors, they clnimed to be maintain-
ing the only pure line of the Assamite clan.

When the shakani and their contemporaries parted
with the Sabbat, their actions eviscerated the Assamite
antitribu's claims of purity and the survival of
the descendants they left behind. The only thing that
saved the vast majority of Assamite antitribu loyal o the
Sword of Caine from a merciless purge was a mpid inves-
tigation spearheaded by Jalan-Aajav himeelf that cleared
those who remained of any complicity in the departure of
their leaders. In his report to an assembly of archbishops
and Black Hand leaders, the Seraph pointed out a clear
line of demarcation between the loyalists and the deserters
within the antitribu. With only a handful of fons,
none of those who left was Embraced after the Sabbat's
first century of existence. The Vaulderie ensured the
loyalty of most later inductees — which makes many
Sabbat question just what the original Assamite antitmibu
did ro escape their bonds.

The Assamite antitribu are still a major component
of the Sabbat's paramilitary arm, though their role is
somewhat diminished in the Final Nights. The faction
as a whole s disorganized and demoralized, though
several charismatic young leaders are taking steps to
forge scattered elements into a cohesive whole once
again. Most Assamite antimibi in the modern nights are
young (under a century of age), competent (else they
would not have survived the inirial wave of uncoordi-
nated reprisals) and highly motivated. The Sabbar
would do well to not count them out of the running to
fegain kﬂdenhip of the Black Hand.

A fewall-Assamite antimbu packs still claim member-
ship in the Sabbat, mostly those thar existed prior to the
elders’ departure. New amivals from Alamut are usually
inducted into existing cosmopolitan packs, the better 1o
keep an eye on the new recruits until the Sabbat can
determine their true motives. Most arriving warrions at-
temipt to gain positions in the Black Hand or as templars.
Vizgier defectors have established cabals or loose packs in
Sabbat-dominated cities in Centmal America, though at
least three are suspected to have raken up residence in
Montreal. Any sarcerers who have joined the Sabbar are

keeping low profiles, possibly in the company of Trimisce
koddin with whom they can exchange information and
share facilities.

TueDispossessen

More a catchall category than a rigidly defined fac-
tion, the dispossessed are maditionally Assamites who
choose their own paths over the clan's internal hierarchy.
The first recorded use of the term dates to the eighth
century B.C., when the warrior caste"shistorian, Thucimia,
wrote of her rebellious childe as “a wanton and wild thing,
heeding noauthority save that of the spear, dispossessed by
hisown hands and lips of the safery of Alamut's hearth and
the commadeshipof Hagim's Children * In the early Middle
Ages, dispossessed warmions seeking mercenary employ-
ment in the Cainite courts of Europe gave birth to the fimt
tales that cast the Asamites as hired killers. Several
centuries later, a group of honor-conscious individuals
briefly eamed the label of “dispossessed”™ before establish-
ing themselves as the Asamite antimbu, Assamites who
claimed Inconnu membership were always considered
dispossessed, as were those rare few who gave the Camuarilla
their loyalty or fled cast to attempt alliance and coexist-
ence with the Cathayans.

The greatest numbers of dispossessed existed during
the Long Night. In thisera, perhups as many is one in thiee
Assamites was dispossessed, though the chn has never
kept exuct records of the number of newly Embraced
members who turned their backs on Haqim's legacy. This

spulation boom eould not last, however, and the nascent
Camarilla's crusade againat the Assamites fell heavily on
the dispossessed. Many nonaligned Assamites met Final
Death prior to the Treaty of Tyre for no resson other thin
their heritage. Dispossessed elders were Fivored targets of
Assamite-hunting coteries by virtue of ther unnaturally
dark skin. By the time the treaty was signed in 1496, less
than a few score dispossessed remained in existence scros
Europe and North Africa. The rest had either perished,
renounced their iconoclasm and rejoined Alamut, en-
tered torpor or sought sanctuary with the Inconnu.

Owing to recent events, the dispossessed may now
make up a portion of the clan chose to that of a millennium
ago. Although many members of all theee castes fled
Alamut for the relative secunty and stabiliy of the
Camarilla, roughly as many chose 1o follow no lender
rather than submitting to a power structure thar they had
known as the enemy since receiving the Blood. Alumut
and the Camarilla are two polar extremes, with the Sabbat
lying somewhere off the scale, and many Assamires feel
that none of these options are acceprable. Both faction
heads are scrambling to bring these diverse individuals
back to the fold — as are the various leaders of the
Assamite ansigribu.
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In general, a dispossessed character is the best

option for a player wanting to ay an Assamite who
does not conform o any of the clan's various hierar-
chies or claim any factional loyaley, Dispossessed come
from all three castes and may have rejected clan author-
ity for any number of reasons, including distrust,
paranoia, the threat of n personal enemy, lack of suffi-
clent instruction from their sires in the “clan culture,”
disgust with Assamite politics or just a stubbom streak
of independence. Likewise, dispossessed tend to ally
themselves with whatever pack, coterie or individual
seems to provide the best opportunity for personal gain
— or simply for personal safety.

For purposes of the views of the organized Assamite
factions, Assamites who become anarchs or who join the
Inconnu or ather elder-exclusive onganizations and con-
spimcies are dispossessed. As stated earlier, “dispossessed”
is mowe of an "everything else” category than a given ser of
clan members.

ORDERS AND ORGANIZATIONS

Although the Assamites have never been asunified as
sowme would claim, the center of suthority dhar is Alamur
has always provided the basis for a strong clan structure.
This allows a degree of interaction on many levels that is
much more difficult to achieve in any group without
central leadership. In tum, the very existence of a clan
structure has led 1o social polarization along many lines:
political, racial, religious, professional and more. In the
Assamite clan, secrer socienies and open onganizations
I'l;l"l'l: ill“';l"".i “‘LH.II'I’I.'I.E‘L'I.

Cymical observers note that, in addition to the clan
structure that makes such clustering possible, many vam-
pires share o common need to feel special or superior by
belonging to some body that excludes others. Ina clan that
has rraditionally stood alone, simple descent from Hagim
is not nbways enough.

Whatever the reason, the Assamites have always had
their share of internal groups that range from the deadly to
the purely social. The following are some of the most
prominent, noteworthy, octive or visible,

Tue SiIsTeRHOOD OF THE ERINYES

The Sisterhood has existed in some form or another
since the nights of ancient Greece, whena foolhardy vizier
gave the Blood toatrio of sisters who were umored whave
powers of prophecy, This oversealous individual, whose
name is lost to history, should have done more thorough
research. The sisters had some small prophetic skills
amang them, but they were priestesses of Bacchus — and
their divinutions gave best results when performed with
the entrails of n still-warm subject. The sisters merrily used

their sire's withered innards to come to a better under-
standing of their new condition, then continued in their
accustomed roles for another two centuries until an itin-
erant sorcerer encountered them and gave them a more
thorough explanation of Haqim's history.

Alter a brief consultation over the ashes of another
Cainite sacrifice, the three agreed to accompany the
sorcerer to Alamut and leamn the ways of the clan, During
their jouney, the sisters came to know the clan's origins.
They understood the value of history and heritage, and
they faced something of a dilemma: Which of Haqim's
legacies should they follow, that of the scholar or that of
the judge! The eldest favored study. The youngest, the
pursuit of the guilty. The deadlock was broken by the
middle sister, who sugzested that perhaps another divina-
tion was inorder. Rather than gothe way of the sisters' sire,
thmrgm;l: agreed and stated that, as he was more
familiar the ways of the clan, perhaps he should
perform the divination. His readings of the stars suggested
that the sisters would be best suited to judgement, and all
three accepted this as the gods' will.

When the sisters finally arrived at Alamut, the clan
was in one of its periods of male dominance. Rather than
being welcomed as long-lost fellows finally brought back
to the fold, they were ostracized and ridiculed for presum-
ing to be the equals of the clan's male members. The three
patiently swallowed their pride and sought out the com-
pany and support of other of Hagim who were
equally piqued by the clan’s collective mindset. Taking
the Greek gods’ own judges as their example, this finst
loose band declared their intent t hold muer 1o Hagim's
ideals of justice than any other Assamites could. They
made no specific statement of gender exclusivity, but the
implication was clear enough.

Ower the centuries, the ranks of the Sistethood of the
Erinyes have waxed and waned in number depending on
the clan'scurrent artitude toward its female members. The
Sisterhood is a strictly informal group, more of an ac-
knowledged soctal clique than a formal society, Those
who wish to make some sort of declaration of Sisterhood
wear @ pin or other emblem depicting the waditional
blindfolded female representation of justice. Thisis roughly
akin 1o wearing an ethnic pride emblem; it confers no
special privileges, simply giving knowledgeable observers
a clue to the wearer's sympathies.

Most fernale Assamites who strive to uphold Hagim's
Laws, particularly the Law of Judgement, and to maintain a
roughly human moml compass are acknowledged as Sisters.
This latter qualification means that Sisters tend 0 ke
maderate views on relations with other Cainires, and that no
Sister follows a Path of Enlighteniment other than Humanity.
However, those who assume that this is indicative of some sort
of weakness do soat their own peril. Most female Asamitesof
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warrior alignment have had some level of dendings with the Sisterhood, thanks to thae
caste’s most necent surpe of pro-male, pro-lslam sentiment. With the cln's current
crivis, the Skterhood is split between suppormers of al- Ashrad and digpossesnd. Very
fewe, i any, Sisters believe that ur-Shulgi upholds Hagim's highest ideals

Playing Sisterhood of the Erinyes Characters

Asnoted above, the Sistechood of the Erinyes bs purely a socinl circle,
with no formal niles Xyl those that various ambitions neonates Ty o
codify every few decades before leaming the folly of such imposition
The only requirements for Sisterhood (and even these are understood
rather than 1:1|'-]|-l.'1!]'. stated ) are that the prospective Sister be a
fernale vampire or ghoul and that she take Hagim's Laws as her guide
in unlite, wich the Law of Judgement as the most important of the
five. Sisterhood is theoretically not restricted to Assamires,
though scceptance of Hagim's Laws is not expctly wide
spreid outside the clan

Sisters tend mo have high personal smndards of honor,
and they wsually hold others 1o equally stnmgent cequire
ments. [nterpretution of “judgement” varies across the
Ststerhood, mnging from the righteous 1o the malevolentdy
gheeful. At least one Sister is known to enfurce her personal
ethics Thr"-uuh chamacter assassinati i, hf.duq, ing ht'l [arpes
and then publicly humiliating them at important soctal events
Oithers may provide painful but nonfaml “object lessons™ or
simply document an offender’s sctions for the local Cainite
authorities. At least four Sisters have mken POSITICNES 38 sheriffs
and scourges in Camarilla cithes over the group’s millennia-long
EXISTENCE

Most Sisters clawm schismane allegiance or dispossessed st
though o few believe thar ur-Shulgi hos Hogim's best incerests in
mind and thus remain loyal to Alamur, Many have a level or two
in Mentor or Allies, ns Sisters tend to warch our for one another.
Most have relagively :.'u|.:h Humanity and Conscience ratings (o
Humanity Troit of 6 or higher and Conscience of 3 or higher,
rl"1.'\'4.'!1'-'l.']'|.'I They can be from anv caste , ind the potent ial for
non-Assamite Sisters is slowly appearing as the schismatics
interact with Camarilla society.

e Wenor Huives
Unitil the Il‘1ﬂll1'li1"l.=_‘ of the ‘.11'115.'1.;':‘1_ the warmi W Caste
mainmined a radition of Embracing progeny and then allow-
ing them w survive ordie on their own merits. In 1102, o small
band of warmnor-caste assassing challenged this custom by
estnblishing o treiming center in the Bysantine Empire. These
individuals recruited the most promising mormal assassins they
could find, imparting to them acoumulated centuries of knowledge
pnd training. When the Eldest questioned their behavior, they
stared, *We are gIvimg birth ro the new breed of !!.‘h]inlli childer®
Ohver the next century, this group came to be known as the Web of
Knives, and the ,';;.h]u.l.h'h of s training program o ke thetr PL'DL!'
mmong the elite of the warmior caste. The Web still exiss in the
maoxdern ndghies, [is members are some of the mose devout adherents
to the Path of Blood, and they are all sraunch loyalists. lo
mission i simple: to create the most lethal individuals in
Kindred society so that they may serve ss Hagim's righe
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hand when he returns to lead his lineage in a final war
agminst Caine's tainred

The Web maintains a startling combination of se-
crecy and open advertising. The locations of its training
facilities and members' havens are nigh impossible o
uncover, as ire the “safe” identities of its members, How-
ever, most of the active assassins of the Web have one or
more “field” identities through which they deal with the
rest of the Cainite workd. The Web neveracknowledgesits
existence outside Assamite ranks. In fact, the name is only
known 1o a few Camarilla and Inconnu intelligence-
gatherers, most of whom believe it to be a mortal terrorist
organization that the Assamites support. However, the
Web's reputation is such that the activities and origins of
its members are generally perceived as these of the entire
clan, though this s{eTeObype 15 shlﬁinr,mdw Final nghtl.
The phrase “Web of Knives" is largely unknown, but its
individual members’ deeds tend to attain an infamy out of
proportion to their actual significance, and these accom-
plishments are the most visible contributions of any
Assamite to the Cainite world as o whole.

Each member of the Web is recruited because of his
martial skills, whether these lie in personal combat or in
tactical comman. His prospective sire gives him achoice:
Join the woeld's foremost arganization of assassins or walk
away. If he chooses the latter option, his | contact
summarily executes him and disposes of the body. If he
chooses o jomn, his recruiter makes him a ghoul and
persmally delivers him to one of the Web's facilities,
where he spends the next seven years in constant mraining.
The recruit’s master visits him once 3 month to deliver
another duse of vitae, but his night-to-nighe development
rests in the hands of the Web's permanent instructors and
their ghoul assistants.

Supervised training lasts from sunset to dawn,
seven nightsa week. Anothertwo toeight hoursof each
day are given over to physical conditioning or indepen-
dent academic study. The instruction consists not only
of physical training in personal combat but also in-
cludes investigative techniques, social deception, and,
most importantly, an array of propaganda and brain-
washing designed to convince the trainee of the
Assamites’ innate superiority to all other vampires.
The pressure is constant. Recruits take no holidays
during Web training. No time off, no coffee breaks.
Omnly an individual who has the discipline 1o maintain
this exhausting regimen and the long-term vision nec-
essary 1o understand its transitory nature has even the
slightest chance of success. Washout rates in this seven-
year period are obviously quite high. The instructors
tolerate any given mistake exactly once. A repetition of
the same fatlure leads to death.

After this seven-year apprenticeship, the student
receives one last task: o final field test. He receives a
photograph, a name and a hemisphere of the world where
this individual may be found. He must identify, locate and
kill this target within one month, then retum o his
training facility — a place from which he has not rraveled
more than 20 miles in the last seven years. Targets vary:
Some are mortals, some are Cainites, and a few have been
other supematural beings of varying types. If the assassin
succeeds, his sire Embraces him in a solemn, elaborate
ceremony, and he enters the next seven yeans of his
training. If he fails but survives his failed attempe, he is
considered dispossessed. No Web of Knives member will
ever acknowledge his existence again (with one excep-
tion; see below) unless he interferes with Web business.

The second seven years of training are more difficule
but more lenient. The transition from ghoul to vampire is
more severe than the transition from mortal o ghoul. In
addition, most Web trainees do not receive indoctrina-
tion in the tenets of the Path of Blood unril after their
Embraces, so the neonates face the additional problem of
i I:ﬂmp]ctt moral and nﬂiglnus readjustment.
Finally, the trainee is in the “real world” again, now under
the direct supervision of his sire, acting as an aide and
accomplice in missions of assassination for high-paying
Cainite clients or to further the goals of Alamut. At the
end of these seven years, the student undergoes a month-
long examination ranging from philosophical debate to
trials by combat. If he passes, his ceremony of induction
into the Web as a full member includes the destruction by
dinblerie of an Assamire who failed o uphold the Web's
vision of the clan's ideals — often one of the dispossessed
who failed.

The Web has a consistently small membership, pri-
muarily due to atrition but also thanks o its ngorous
selection criteria. At any given time, less than 20 full-
fledged members are presumed to populate its ranks. Half
of these are active in the world, while the other half
maintain the Web's three training facilities in Afghani-
stan, Nigeria and Colombia. Under their supervision are
several dozen ghoul candidares in varying stages of train-
ing and an equal number of elder ghoul instructors.
Members are overwhelmingly male, mainly due o tradi-
tional chauvinism. Physical requirements such as raw
strength are easier 1o meet when one is a ghoul. Until the
last century, all Web members were of Arab or African
extraction, but a handful of Furopeans and Asians have
completed the training since the first one did so in 1869,

The Web operates on a seven-year cycle, with active
members rotating between training duty and field work on
aseven onseven off schedule that begins with a field cycle
upon "graduation.” The organization is small enough that
it has no formal intemal rank structure among irs active
members, though informal respect is awarded on the basis
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of seniority. The eldest member is the Web's leader, and
he reporus directly to the Caliph and the Eldest at Alamut.

Playing Web of Knives Characters

These individuals are some of the deadliest Cainites
in the World of Darkness when placed against others of
comparable age and generation. Storytellers should think
cirefully abour allowing Web of Knives characters into
their chronicles — they can easily upset the direction of
many games, particularly ones in which the other charac-
ters are predominantly ancillae or neonates. The Web is
a contracting house for assassinations commissioned by
elders (and the oceastonal Methuselah) against rvals of
comesponding power, and it serves a secondary function as
a “political” tool for the leadership of the Assamite clan.
A fresh graduate of the Web's 14-year training regimen
has spent more time learning how o kill than most of the
people reading this book have spent in school — and he
didn't take summer vacations.

Thart beingsaid, the Webof Knivescan be an effective
plot device for the disceming Storyteller, provided that a
Web character doesn't become an excuse for a player with
an overcompensation problem o go berserk. OF course,
this is n potential problem with just about any warrior-
caste Assamite character in the hands of a problem playes,
but even more so with a Web member in the story.

Weh members know how to do more than just kill.
They are adepr at blending into a wide variety of cultures,
both mortal and vampiric (though, admittedly, most of
their knowledge is theorerical mther than experiential,
and inirial artempts at gaining entry into a new culture
rurcly go as planned). This means that a Web assassin is
likely to operate under an assumed identity for an ex-
tended period of time. Neonate coteries often provide
good background for cover identities (and good cover in
afirefight), and neonates are not as likely aselders to carch
a Web member's social gaffes. On the other hand, the
sheer amount of training that a Web inductee undergoes
rivals the sccumulated casual experience of centuries of
“normal” Cainire existence, so a Web neonate can func-
tion as an integral, equal part of a coterie of elders in
sinzations where he isn't called on 1o play the elders’
polirical games. Finally, while Web members usually
operate solo unless they're with a student, the occasional
group assignment could provide a good plot for an all-
Assamite, all-Web story.

All Web of Knives members are warrior-caste
Assamites and Alamut loyalists; no exceptions to this
rule have yet surfaced. Conceming character creation,
a recently graduated Web character is built with the
following point spread: 10/7/5 Artribures, 20/12/8 Abili-
ties, 10 Backgrounds, 10 Disciplines, 7 Virtues, and 20
Freebie Points.

O

Before a potential Web character's player starts look-
ing smug, there are certain qualities that every such
chamcter must have. First and foremost, every Physical
Autribute mustbeat @ # # or higher, as must Manipulation,
Perception and Wits. Second, the following list depicts
the absolute minimum Ability ratings for a Web neonate:

s o e: Alermness, Brawl, Investigation, Melee, Stealth

L1 f'tlili'll:l. Ikxh:.ﬁmml.mm' } Shﬂﬁ.g!

*: Eniquette, Occulr, Security, Streetwise, Survival

Next, o Web characrer must have at least Mentor
**# 1o represent his sire. A Web member also has an
affinity for Potence due to his extended time as a ghoul
that allows him to purchase it at in-clan experience costs.
All starting Discipline points must be allocated to Potence
or the character’s usual in-clan Disciplines. Finally, the
character must have a minimum Willpower Trait of 8 and
must be on the Path of Blood with a minimum rating of 4.

TueLeoparpsor Zion

The name of Zion"has been applied toover
a half dozen different groups of Assamites since the Long
Night. Traditionally, any such group that lays claim to the
title is comprised solely of radical Jewish clan members
who have taken it upon themselves to act as the defenders
and avengers of their mortal people (whether or not those
mortals want or need the assistance). The Leopards’ lust
resurgence was in the late 1940s, when an elder calling
himself Zev Benzion (literally “Wolf, son of Zion™") led
cight skilled assassins on a bloody purge of Camarilla
Kindred who had indirectly supported the rise of the Nazi
Party. Benzion was tom to shreds in a Blood Hunt in Rio
de Janeiro in 1951, but not before he and his followers
accounted for over 50 Final Deaths and several hundred
executions of German and Austrian mortals.

After Benzion's destruction, his protégés scattered to
the four winds. Most became di but a few
proudly retumed o Alamut. One of these individuals, a
warrior named Amaris bat Ariela, quictly spent the next
two decades selectively Embracing and follow-
ens. During the Six Day War in 1967, she led a silent,
bloody slaughter that effectively destroyed all outside
Cainite influence over lstael. In the years since, Amaris's
n:wl.tzpudmfﬂmhw: not attempted o direct the
course of lsraeli politics save for brutally suppressing any
otherelan's bids for the territory. Only the Followers of Set
have managed to regain a toehold in lsmel, and they are
playing a vicious game of move and countermove with the
Leopards,

Tonight the Leopards of Zion are staunchly schis-
maric, as might be expected. Ur-Shulg hasyet tochallenge
them, save for striking down the sorcerer Sarah Schneier
when she broadcast al- Ashrad's message that began the
Schism. The group numbers no more than 20 Assamires,
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which leads some to question who their allies may be.
They are largely confined to lsrael and the surrounding
territonies, but some known Leopards have been seen in
Camarilla cities in Europe in recent months.

Playing a Leopard of Zion Character

The Leopards of Zion consider any Cainite wha is of
the Jewish faich and displays both willingness and abiliry
to defend the Jewish people from outside supernatural
threats to be one of their number, at least provisionally.
However, one must gain acceptance from the group and,
ultimately, from Amaris herself in order 1o be a full fledged
Leopard. This acceptance usually comes only after the
prospective Leopard has risked his unlife (or, on occasion,
hissoul ) in support of the Jewish faith, the nation of Israel,
or the Middle East peace process.

The Leopards donotexplicitly exclude non-Assamites
from their rmnks — indeed, one of their most
members is a Ventrue elder who has made his haven in
Ciaza for 300 years. However, virtually all prospects who
are not Children of Hagim are met with a high initial
degree of suspicion. The Leopards follow a “cell” organi-
mational strucrure, with Amaris bat Anela heading che
organization from her haven in Tel Aviv. Most are skilled
in personal combat, as Amaris prefers torely on ghoulsand
mortal contacts to provide noncombar support for her
vanous schemes. Mnny-:-fdﬁummﬂwhum
servants of those Cainires the Leopasds destroyed in 1967,
who willingly accepted the blood bond in exchange for
continued sustenance.

TheTHousanD-MeETer CLun

More an informal acknowledgement of skill than a
tormal brotherhood, the Thousand-Meter Club began
as an inside joke among Americans and Europeans who
were Embraced into the warrior caste during and after
the Second World War, Apocryphally, the founder of
the Thousand-Meter Club was a Marine sharpshooter
from West Virginia who took offense to several Arab
Assamites” slurs against his race and his choice of
armament. He goaded one of his tormentors into issu-
ing a challenge, then specified that the duel would be
a hunt to take place over a hundred square miles of the
Zagros Mountains. The sharpshooter set an ambush for
his pursuer, then shot the overconfident traditionalist
through the threat from a thousand meters away, effec-
tively decapitating him.

Since that incident, any Assamire who kills an-
other Cainire at a mnge of thousand meters or more is
said to have “joined the Thousand-Meter Club.” The
subject of what constitutes a “legal kill* is under con-
stant debate, as most Assamite riflemen do not consider
the use of blood magic or Discipline powers a legitimate
bid for membership.

/

Playing a Member of the Thousand-Meter Club
AI ﬂ'ﬂf‘l! At no fl‘rl."l'nﬂl. meml"rnhq'- MeCUIrETNENES
save forone accomplishment, almost any characrer whose
history and Traits allow for the possibility may be said
be in the Thousand-Meter Club. If such an individual
entered through the “traditional” route (using a rifle), she
almost certainly has Dexterity, Perception and Firearms
Traits each of 4 or better. Storyrellers are advised 1o rake
the realities of physics info sccount when conssdering
more outlandish claims — no realistic amount of Potenee
will allow a chamcrer 1o kill another vampire with a
thrown rock from 3,300 feer.

ForrIGN RFLATIONS

Acfinst glance, it would appear that the Assamites are
radically divided on their views of other Cainites. How-
ever, even the recent Schism cannot erase centuties of
conditioned responses. The primary differences between
the loyalists' opinions and thase of the schismatics lie in
degrees of outspokenness and willingness to change.

THE CAMARILLA

You'd think we should hate the Camarilla — and many
of us do, if the truth be Jnowun. Just ask any of ur-Shulg's
langghing boys. But you have to remember that the Camanilla
is the ome power outside our clan that has frroven it can defeat
us. That's indisputable proof that an alliance & stronger
than a single force thas stands alome, no matter how unified
that force may be internally. For many of us, that sort of
strength demands respect — and beckons ws 1o join with i,
especially considering conditions on the Mowntain. Final
Nights or no, there's a war coming, and | want to be om the

On the other hand, thas sort of serength also demands
a certain degree of anention, because it remains a threat. |
can sce where the loyalists ave standing, and it makes a good
deal of sense. If something has proven itself 1o be a threat
once, beat you senseless and then backed off, you'd be hard-
prressed to just let it be when you felt vou had the advantage,
wouddn't you?

— Kasim Bayar, sheriff of Milan, schismatic wamior

BrugaH

If they understood honw to buck wp and keep it in theiy
pemis, they might be a more credible threat, When they're
not fighting, they're whining, When they're not whining,
they're looking for a fight. They remind me of a bunch of
Irishmen, acwally. Still, it’s best to let someone else oblige
dlnn—m:}nmthmmduhmdfrmudlmrwc S of
them can throw down as well as we do, and it's all over if one
gets his hands om you. The elders are the most dangerous, as
they like to pretend they're calm and rational scholars, but
their fuses are cut fust as short.

— Evan Rogers, freelance bodyuand, dispossessed wamior
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price agreeable.
— Mohninda Vajpayee Cheran, intelligence analyst,
loyalist vizier

NosFERATU

An oft-quoted mistranslation of the Book of Nod stazes,
“In any Jyhad, the Nosferaru are first to die.* The correct
translation: “In any Jyhad, the Nosferatu are first w
disappear.” If you ever expect trouble to serike your city,
keep a close eye on the Nosferatu. When they vanish down
their boltholes and pull them shut, follow their example.
They are the Cainite world's greatest survivors, and they
can see a threat clearly before anyone else has more than a
wigue sense of unease.

If they have a flaw as a growp, it is curiosity. | almost
believe that some Nosferatu could subsist on fn
alome if vitae were unavailable — they would certainly make
the attemp. Feed this thirst and they will repay you im kind.
Oner clans have enjoyed a long and productive symbiosis that
i:fmshmwdmnmmm‘ncﬁcdcmww.l
advise you to foster that relationship whenever possible.

If you have no choice but to destroy a Nosferatu, do
not, under any circumstances, confront him on his home
territory. We will never find your ashes.

— al-Ashrad

ToreanoR

As a clan, the Toreador are frighteningly ineffectal.
They'd rather stare at old pictures and oddly shaped stones
and make wailing noises abour their lost hearthears than
actually pet out and do anydhing.

As mdividuals, some Toreador are frighteningly effi-
cient at whatever arts they apply themselves w. If an
mdivadual Toreador considers an art, you
can bet your heart's blood that he's the equal of any two of
oner warviors. | reserve my persomal fear for those Toreador
who consider politics an art vather than a hobby — one of
those is responsible for starting that whole Camenilla mess.

If the truth be known, the Toreador remind me a lot of
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the viziers, but less orgamized — which is saying quite a bit.
mel.‘j' for us, mast of the clan still xeems 10 be of the
“paint smears and pretty rocks” school of thought.

— Kurush Ishraqi, weather-wizard, loyalist sorcerer

TREMERE

The Tremere may be the greatest threat to the Children
of Hagim since the ancient struggles that shattered the
Second City. They dragged themselves up by their boot-
straps, wsurping not ondy immertal bood b immaortal
powwer in so shore a time as w seem a mere flicker by undying
standards. Never must a Tremere, never turm your hack on
a Tremere and never forget that they feared the Children
enotigh to loblry for outright destruction. Their curse was a
compromise, By some standards, the Tremere may be the
perfect vampires: They are cold, ratiomal patient enongh to
wait yet swift enough w strike, never cursed by Caine, and
deadly in their resolve and their arts. You may, if vou like,
consider a Tremere acobra, colled to strike at you for its oum
reptilian reasoms and well armed with its oun particular
venom,
!)':mudu,l’nnum:: [ wall teach you o be LT T

— Deviki Prasanta, Web of Knives Pentjok-Silat
instructor, lovalise ghoul

VentRUE

Many Children of Hagem bitch and moan abost our
defeat at the hands of the Ventrue, the weaklings, the “rear-
echelon motherfuckers,” the spoiled rich bovs from the Ol
Country. They say thar we should have struck deep into
Germany and England and bumed them screaming from
their castles, because the Venerue are incapable of defending
themselves, We fought them. We lost

A lot of owr clom can't sdersimd how we didn't win,
because all the Ventmue seem to do is trade favors and lownge
around their courts. Understamd this: we didn’t lose 1 the
Venerue five hundred years ago. We lust to the Ventmue and all
thetr allies and theer sevvants and therr friends and every ot
peasant son of a bitch who ever made the mistake of making cye
comtact with his undying kvd. Understand that, and vou'll
wrclerstand where the veal strength of the Venerue lies.

— Lydia Dom, psychologist, loyalist sorcerer

THESABBAT

The Sabbat doesn't know what the hell 1o think of uy
right now, and we're pretry careful about how we view it
Mast of aver eldders bugged ot last year, and that prety much
fucked the Black Hand's leadership structure. Things were
kind of tense for a few months, and a lot of ws who stayed
behind were waitig for the hammer to come dinen. Appar-
endly, though, our loyaley meant more to the higher-wps than
our sives” disloyalty did. Some of us have moved up in the
ranks, and the rest seem 1o be relatively free from Black
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Hand or Inguaisition suspicion. As long as we keep kicking
Cammie ass, anyway

The sudden surge in recrudtment from the Mowniain is
another thing entively. On one hand, it's nice to get confir-
mation of the reason for the Sabbat’s very existence. The
Antedilivians really do exist, and they're determined to
Wi (il eveTyone who won't kneel 1o them, U'r—.ﬂlﬂ"i
doesn’t leave much room for dovbt there, judging from the
reponts |'ve heard, O the other hand.. . shit. That's the kind
of confermation | coudd have done without for a long while.
Now we need 1o figure ot what to eell the vest of the Hand.

— Michae] diCarlo, sharpshooter, antitibu warrior

LAasoMBRA

Mever, never, never underestimate the Lasombra.
They are the Veentrue without the moral frailty. They are the
Tremere withowt the pretensions, they are the Setites with-
out the postuning — and they are none of these things.
Elements amony their ranks have also shaved a common
faith with s, as well as commaon lands. Those nights are long
past, but many Lasombra still remember them. Mare than
arvy other clan in the last swo thowusand years, they have been
our occasional allies, and this makes them a greaser threat
than any other

— Farima al-Fagadi, former Hand of Vengeance,
dispossessed warrior
Tzmvisce

What a truly reprehensible collection of freaks, fuck-
uprs and megalomaniacs, The Toimisce are sort of like Silly
Putty Toveador with the attitude problems of a Brigah on
crystal meth. [ truly fail to understand why the Lasombra
persist in letting these fools think they're in charge. | mean,
every so often, you may need someone to charge a machine
gun, but that's no veason to waste effort on keeping them in
figurehead positions and coumtermandimg all their silly-ass
dictares from behind the scenes.

Soomer or later, we'll get the order to give them what we
gave the Tremere antirribu. lh&fmmf::dmm}duwith
an anticipation that mere words cannot describe.

— Giene Bancroft, rtemplar, antienibu warrior

INDEPENDENTS

There is no such thing as independence in the Jyhad.
There is only lack of awareness of one's masters.

— ur-Shulgi

FoLLoweRsoF SET

The serpent metaphor is actually quite mapproprriate for
the Setites. Though they may be reptilian in appearance,
they ane move akin to a mapdoor m behavior. At any
given time, any given Setite has three times as many
m motion as he is suspected of mastermindmg. Many of
these will be intervelated, sothat the failsere of one will ensure
thait the respomsible party blunders night into another, Never

make the mistake of engaging a Setite on his own battlefield,
that of the social and political. You wom't notice the fongs
wntil they're in your throat.
anﬂﬂwpmmdﬂvcﬁomﬁddsufmm
and entanglement, dk&mhwzmmdrrmfulumk—
ooy vt phpay oy ey
power may
Second, many members of the clam fall prey to the same blind
idolatry of their founder that we are often guilty of . If you
can exploit these, you may be able 1o remove the creature.
GaNGREL

The Gangrel know many of the same things that we do.
Theydon'thave the same specifics, but they've been keeping
their ears to the grosnd, and they're also aware that some
very old, very bad things are waking up. Their dectsion 10
leave the illa was not a political manewver for sym-
pathy or leverage — it was a caloudoted swrvival wctic.

You've heard the story about the bwo humters who meet
the bear? One starts lacing up his nnning shoes. The other
asks, “what are you doing? You can't outrun that bear.”
The first guy grins and says, “I don't hove w outnom the
bear, 1 just have to outrun you.” That's why the Gangrel got
mqumwmmm*:mm
Sabbat. The Sabbat can mun faster, ¥'see.

If you meet one of the newly independent Gangrel,
don't get condescending. Living with the animals does not
necessarily make them obliviows to social niceties, it just
reduces their tolerance for bullshic — and they are killing
machines like most of the Sabbat thinks we are.

— Lydia Lesscznska, nomadic scout, antitribu sorcerer
IOV ANNI

They command vast portions of underworld power.
They have machine-gun-uielding minions at their beck and
call. They measure their persomal wealth in possessions and
caompanies because merve dollar amounts have lost their
significance. They have an extended family from which they
can attain assistance anywhere in the world. They perceive
aspects of reality that are forever closed 10 mast of us.

| could be describing the Giovarmi. Then again, | could
be describing the crack dealers of the Chicago streets. Aside
from the necrophilia, there's not much difference.

— Khaled Johnson, bounty hunter, dispossessed warrior
RAvVNOS

Everyone underestimates the Rawmaos. They share our
particular problem of a one-dimensional stereotype m other
Cainite eyes. They also share our particular advantage of a
great deal of internal diversity that the rest of the Kmdred
aren’t aware of, We probably pet along better with them
than we do with just about any other clan, in part because
survival in the places where we have the most contact with
each other demands 100 much atsention 1w leave much time
for comparing fang sizes.
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Of course, the lack of political
may have something to do with it too. "re nonsectarian
and have never demanded owr heads on pikes, and they've
never gone out of thefr way to arouse our ire by committing
mass atrocities on the mortals, We sty out of their way, and
Hleymlynuqum Occasionally, we’ll have to kill one of

their yosmger, stupider kleptomaniacs . Occasionally, they'll
have to kill one of our younger, stupider sociopaths. It’s an
equitable arrangement.

— Gerharde von Eich, negotiator, loyalist sorcerer

OTHER PARTIES

SHADFSHIFIEAS

you understand how those of us who walk the Path
of Blood feel about the Camarilla? Most skin-changers have
similar feelings coward all vamperes, and they enjoy a similar
positiom of relative strength.

Do not oy 10 negoriate with them. Do not vy w0
understand them. Do not try to use them or redirect them.
They will offer you none of these considerations.

— Kazimiera Zuyus, sculptress, loyalist sorcerer

Maces

They are as old as we are, and 50 are their disputes. In
general| most wizards treat you with a level of respect equal
to that with which you treat them. They are mortals in form,
which makes them inherently fragile, but they have several
advantages over us — not the least of which is the simple
ability w walk in the sun.

Some have heard of me, and mentioning my name may
rescue you from trouble with a — once. Do not use
this privilege lightly or expect it to be effective with all parties.

— al-Ashrad

GHOSTS

thﬂr.chu of these.

Less flippantly: For some reason, we have litdle problem
with hasntings, and few of ws have reason w0 wlk w the
dearly departed. | snderstand that some sorcerers possess a
fatr degree of necromantic aptinude, but all of the names ['ve
heard ave attached o individuals who are sull ar Alamaa.

— Jessica Tate-Duncan, former DEA agent, schis-
matic warmior

DiISCIpLINES

" Aswith any elders, the ancients among the Children
of Hagim have developed their own unique permutations
of the “common" Disciplines that the castes practice.
However, their greatest innovations involve the Assamites'
proprietary Discipline, Quietus. The blood magic of the
sorcerer caste also offers several unique techniques unseen
elsewhere in the Cainite world.

Some Assamites claim that Hagim was a scholar and
that Auspex was his foremost tool. Regardless of the rmuth
of this statement, the vizier caste still wiclds Auspex with
a precision and strength equal to that of any Toreador
visionary or Malkavian prophet. Many viziers refer 1o the
Discipline as "Hagim's Eyes” and use whispered invoca-
tions to their clan's founder to help them focus their
perceptive arts.

ANDA GATHERING (A uspex LeveL Seven)

The power of Psychic Projection allows limitless
exploration. However, many of the experiences that it
mmhdoqu:dgmmmjwwﬂwdmhwm
cannot share them. Other would-be observers on the
astral plane are left blind and deaf. The viziers believe
Anima Gathering originated as a technique for leading
warriog-caste mystics on vision quests. It allows a willing
seer to bring a small group of companions into the astral
realms with him.

System: All individuals who want to benefit from
Arnima Gathering must be in physical contact with the
character who possesses the power or with someone who
is in contact with him — in effect, they must form an
unbroken chain of participants.

The player spends a blood point for each “follower™
the characrer wishes to bring into the astral realm, up toa
maximum of his Wits. He then leaves his body as per the
system for Psychic Projection (Vampire: The Masquer-
ade, p. 152). As long as they remain in physical contact
with the character, all followers are treated as if they know
Psychic Projection, regardless of their actual Auspex
ratings (if any). This temporary power funcrions as if each
follower had rolled a number of successes equal to those
that the “leader” rolled.

On the astral plane, followers remain within close
proximity to their leader — within 100 feet or 0 —
tethered to him by a thin silver leash. They may not break
this connection. This imposes no penalties save for a faint
awareness of the leader's location at all times.

Any follower who loses her physical connection 10
the character instantly retumns to her body and loses a
number of temporary Willpower points equal o 8 — the
character’s Wies. If this reduces her to zero Willpower, she
falls unconscious until the next sunset.

MET System: The participants must be in physical
contact as noted above. Spend a Blood Trmit for each
“follower,” up w0 a maximum of half your permanent
Menrtal Traits (rounded down),

If a “follower” loses her physical connection to you,
she loses three Mental Traits, falling unconscious for the
rest of the night if this reduces her to 2ero Mental Traits.
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CELERITY

Ohne of the most primal Cainite gifts, Celerity has long
been a favored are of the Assamires. Although its mast
comman applications are martial, many viziers have de-
veloped ocher uses for the preternarural speed thar their
bloud can bring them. The clan's earliest records, such as
the Parables of Blood, speak of “catching the wind,” imply-
g that the Assamites have been predisposed toward ic

since their inception.

Precision (CeLermy Lever Six)

While many elder Cainites simply develop their
superhuman reflexes to truly amazing levels, others find
new and vaned uses for the ability — like Precision. This
focused rechnique allows its wielder to apply all of his
intense energy to the smallesr of rargets. He effectively
increases his fine manipulation lities those
of the most advanced mechanical lathes by moving so
quickly astodisturb absolutely nothing save that which he
acrually wuches. Cainite sculptors who have mastered
Precision are capable of creating works of near-micro-
scopic detail by striking so swiftly as 1o remove only the
tniest shavings of wood or stone, A certain medical
specialist of the vizier caste is reputed to be capable of
wielding surgical tools so defily as to be able to reattach
severed spinal tissue,

System: The player spends two blood points and a
Willpower point and rolls Dexterity + Crafts (difficuley 6,
substituting an appropriare Ability for Crafts at the
Storyreller's discretion). For each success, the player may
add one dice o all rolls pertaining to precision, fine
mantpulation or moving something without disturbing its
surroundings. This power lasts for a number of minutes
eqqual to the chamcrer's Celerity rating.

The character 1s in something of a trance state as she
concentrates on channeling all her speed into tiny, flick-
ering motions, Any actions that do not involve fine
manipulation are at +2 difficulty. Even conversation is a
srain. The character may voluntarily withdmw from
Precision before its duration elapses, but all benefits are
lost without a subsequent re-invocation of the power.
Under no circumstances does Precision give any benefits
in combat {though it may allow the preparation of weap-
ons of fiendish intricacy).

MET System: Spend rwo Blood Traits and two
Mental Traits. For the next five minutes, yougain two free
retests on all challenges related to precision, fine manipu-
lation or moving something without disturbing its
suroundings. You lose all ries on challenges that involve
gross physical movement, including combat.

2l

OBFUSCATE

The legendary “invisibility” of the Assamites is a
staple of many rumors about the clan, Most neonates have
heard stories of fearsome assassins who can appear from
thin air and vanish in a rpple of shadow. Many Assamire
historians suspect, though, thar Obfuscate wis not one of
the line's initial Discipline affinities at its Second City
founding, and only one caste was predisposed toward it as
recently as a millennium ago. Tonighe, however, the vast
majority of Flagim's Children are skilled in the ways of
moving unseen. Warriors and sorcerers both hold a blood
affinity for it, and many visiers seek at least basic instroc-
tion from their clanmares. Although most Assamires
know the common name for the Discipline, many have
picked up their clders’ habit of referring to Obfuscate as
“the black veil,” and "donning the veil” is a common
expression for misdirecting others’ gee away from onesell.

BLirue AccepraNce (Onruscate Lever Sin)

Many Assamires undertake pursuits that would seem
less than savory to most observers. Indeed, simply being
known as an Assamite is enough to draw suspicion in
many circles. This Obfuscate technique serves to dampen
the repercussions of its practitioner’s actions to i certain
extent, making anything he might be doing seem much
more tolerble. Bear in mind that Blithe Acceptance has
its limirs: While carrying a rifle down a street might be
overlooked (“]'m taking this 1o be appraised.”), firing that
same weapon into a passing car would alert even the most
complacent observer.

System: The player spends a blood poine and rolls
Manipulation + Subtetfuge (difficuley 7). Any observer
must roll anequal or greater number of successes on i Wits
+ Alermess roll (difficuley 8, reduced 1o 6 if the observer
is actively looking for suspicious activity) to ke note of
the chamcter’s actions, so long as these actions ane not
physically threatening and the characrer does norarempe
to directly interact with the observer.

Unlike most lesser Obfuscate powers, Blithe Accep-
tance remains in effect even if the chamcrer affecrs his
physical surroundings or acts in an obtrusive manner.
While using Blithe Acceptance, he could pick a lock,
defuse a bomb, take money from a cash register or mppel
down a skyscraper in Times Square, and all bur the most
perceptive or paranoid individuals would shrug his antics
off and promptly forget ever witnessing them, as long as
those actions stayed within the observer’s definition of

ening activity. The Storyteller is always the
final arbiter of any given character's definition of “non-
threatening."”

MET System: Spend a Willpower Trait and two
Mental Traits. An observer who wishes to take exceprion

to {or even take note of) any nonthrearening actions you
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rruake must defeat vou in a Menml Challenge inwhich vou
win all ties

QuirTus

The Discipline now known as Quietus has underpone
several shifts in focus since Hagim's judies fisst developed
i -.|u::||._|.: the nighis of the Second City. In s modemn
INCAIMATEION, 1T s a Th*ﬂt‘l["hnr that uses the un JUa e
ties of Cainite vite for two purposes direct martial
applications and the dispensation of Second City-em
;l'l.l\l.ll.l" (1] |IIJ|J.'r ‘:ll]l!l\.‘\ !Il MENY CAEs |r.. Ui
which of these Purpaises any grvien e h:|1|-|:m' MIppoTEs

Initially, Quictus was o tood thar only the judpes used
Few scholars bothered to leam a Discipline dhar was lirtle
more than a series of rechniques used to punish Cainite
criminals. However, after the fall of the Second City, all
of Hagim's Children found themselves in o siouation
“'Ill."![' [I‘ll"\_f WEE mMe l!Lt'l'l. th.ﬂ'l o 1o e thi 1 RS of
other vampires who no longer had a use for overmeaching
lows or the enforcers of those lows. The scholars whw
prevalled upon the former judges to teach them Chuenus
for self-defense quickly found o vanety of diverent sppli
caticns of many of the basic powerni. Any scholar wiho ha
ever entered a nodsy library has wished for peace and quiet
Silence of Death (Vampire: The Masquerade, p. 175)
quickly proved to be useful for more than silencing a public
disturbance or suppressing the pleas of a comered fugitive

As the scholors explored orher manifestations of
Quietus, they began to develop unigue permutations of
these powers, either singly or with the conjuncrive appli
cation of other Disciplines. Some used their own blood v
strengthen tmepliceable artifocts rather than melee weay
ons, while others leamed how to selectively ninsenre an
INTErVIEW .hui‘p:-.! in ardet to encouraee him to only - ek
the truth. Although they did not always have wses for
'L:'.h.”f't“\-'\l F'FII!I:.I.!'\ E'l".'l'l'.r"'. many sOrcoreT .I.!'l.l ViZeET
adopted the Discipline ro take advantage of the suppl

WHAT S A Quier Oos

Players wishing to portray Assamites may wish
to be awiare of the etymology and pronunicistion of
"Quietus.” The Discipline has possessed o varicty of
-I[.“Pr”-ﬂ KOS l}'irmlﬂ}‘mul' its hm-.-n,- The current one
is derived from the Middle English phease quietus e,
which roughly transates to “he i quit” and was used
a8 a declaration of relense from responsibility — in
this cose, relense from the burden of ule thiroueh wn
appropriace punishument. [n moderm wsape, “guierus”
mary mesn fimal settlement (as i thor of 2 debr on
obligation), death, cessation of activity or n thing
that silences or suppresses. Lirernte Assamires pro
nounce it "kwi-EET-s" or “kwee-AY toos,” not

"OUIET s
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thcnitary uses towhich therr peers putie. Inume, the entine
clan gained an affinity for Qhaetus.

Even Quietin’s most basic powers have undergone
several shutts over the millennia. The warrior caste,
whise judge predecessors were the Discipline's origina-
tors, has always ser the tone for Quietus’ primary focus.
As the warrions” general tacties shifeed from overt 1o
covert, sotoodid the Discipline’s martial powers change
emphasis from direct injury to indirect impairment.
lreanically, many of the modern powers, which are less
overtly damaging rthan those practiced two millennia
ago, are choser to the judges’ otiginal tools of punish-
ment and retribution. Additionally, the Tremere curse
rendered ane of the basic Quietus techniques useless to
its users; the Children quickly adapted a less complex
manitestation to fill the voud left in their teachings.

Asmuy be expected, some ancient powersstill exist in
thie Final Nighus. Elderswho leamed them when they were
commaonly accepted are unlikely to fonget them, and these
irndivicaals may bestow these lessons on deserving neo-
nates of they receive suitable respect and recompense.
However, the hierarchy of Quictus's elementary applica-
thons 15, for the mose pan, static, like most low-level
Desciplines. Archaic mandfestations are remnants of for-
gotten nights, not commonplace incamations of the
moderm Discipline.

HroonSweat (Quietus L ever St

Although vampires do noc have functioning scha-
ceous plands, they are still capable of sweating at times of
extreme stress. This “sweat™ is actually a thin sheen of
blood on the Cainite's forehead and palms. Most Kindred
sce blood swear 2 an admission of fear or guilt. The
Assamite whao has mastered Blood Sweat is capable induc-
ing these feelings in o subject to a preternatural degree.
The victim experiences a torrential outpouring of vitae if
he hatbors the tiniest shred of remorse for any action he
has ever undertaken.

System: The characier mast be within line of sight of
the subject and spend three tums in concentration. The
player spendsa Willpower point and rolls Manipulation +
Intimidation (difficulty of the ramget's Willpower). The
target loses one blood point per success. Mortals sustain
njury as if they had lost blood from being fed upon. The
tanget actually “sweats out”™ the lost blood in a sudden rush
of sanguinary perspiration thar soaks his clothes. Lage
amounts may even form puddles at his feer. Blood lost
through this process bs considered dead, inert mortal blood
arud provides minimal nutrition (half nommal) for Cainites
desperate enough 1o lick it up from the floor or wring it out
of towe ls. It provides nosustenance for the individual from
wham it most recently emerged.

p—
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In anddition o the blood loss, the victin is overcome
by a sense of remorse and guile for his past transgressions
(if he has a srong conscience) or an overwhelming
compulsion to brag (if he is of sufficiently coarse morl
character). The severity of this impulse depends on the
number of successes rolled: One success causes o slight
twinge of conscience, while five successes may result ina
proud declaration of the subject’s crimes. This effect is
more storyrelling-oriented than mechanical, and the Sto-
ryteller is the final suthonty on what the victim feels
compelled to confiess or boast.

Naote that this power'sexistence s not widely known.
Vampires and mortals alike tend o shrink away from
someone who begins spontaneously sweating Blood, and
experiencimgsuchanafficrion may panic even the staunch-
est individual,

MET System: Spend three tums (or fifteen seconds
out of combar) in concentration and tssue 2 Mental
Challenge which your tamget resists with his Physical
Traits. You may risk as many of your Mental Traits is you
like in this challenge. Ifyou win, make a number of Simple
Tests equal to the number of Mental Traits you risked. For
each such Simple Test you winor tie, the targer loses one
Blocd Traie (or takes one level of lethal damage if moreal),

Serective Sience (Quirtus Lever St

Although Silence of Death s an effective tool for the
battlefield and the court alike, it s indiscriminate in its
effects. The assassin who uses it in preparation for firing a
shotgun also silences the radio over which her comrades
might wam her of an oncoming guard. The courtier who
suppresses i toom full of dissenting voices is likewise
unable to speak her own mind. Selective Silence allows
the skilled Assamite to overcome these limitations by
silencing only those individuals or objects that she wants
1o silence.

When using this power, most individuals exhale o
thin mist of blood that clings w the selected subjects,
gradually evaporating as Selective Silence's effects fade.
Some Assamites also use a similar technique when invok-
ing Silence of Death, in which case the mist surrounds
them and moves with them.

System: The player spends two blood points and rolls
Stamina + Stealth (difficulty 7). Each success is one
individual or object that the characrer can silence with
this use of the power. Each subject must be within 20 yands
of the character. Objects karger than a man count as more
thanone subject: a heavy machine gun countsas two, a car
as three, and a small aircraft as five, Objects langer than a
private jet or creatures larger than an elephant cannot be
silenced through the use of this power.
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Each subject is completely silenced for a number of
minutes equal to the character's permanent Willpower.
Nothing it docs generates sound, though the secondary
effects of its actions will do so normally. For example, agun
silenced with this power will not produce an audible
explosion when fired, but its bullets still make noise as they
break the sound barrier. A silenced victim can seream all
hie likes and not make asound, but may be able to summon
help by smushing a window.

MET System: The player spends two Blood Traits
then makes a Static Mental Challenge againse  seven-
Tmit difficulty for each object he wants to silence, up toa
maximum number of subjects equal to 3 + his number of
Seealth Ability Traits,

Rippresor THE HEART (QureTus LEvEL S )

According to Assamite lore, this technique origi-
nated with a Byzantine scholar who wanted o protect his
hierd from the thirst of other Cainites. Ripples of the Hearr
allows a Cainite 1o leave emotions within the bloodstream
of any mortal from whom he feeds. Any other vampire
who subsequently drinks from that mortal experiences
those same emotions as if they were his own.

System: The charcter drinks ar least one blood point
from the subject mortal then spends a minute in physical
contact with the subject while concentrating on the
emotion he wishes to leave ml‘ml:rlmd.'l'lwplaycrwuk
a point of Willpower and rolls Charisma +
(difficuley 7 under normal circumseances, 5 if the nhnmc
ter is currently experiencing the intended emotion, 9 if he
is currently experiencing a strong opposite emotion ). The
subject s blood carries the weight of the intended emation
for one lunar month per success rolled. A num:l'sblm:l
can only carry one emotion at @ time.
temipts to use Ripples of the Heart on the same md.h'ldml
have no effect until the previous application has wormn off.,

Any vampire who drinks from a vessel under the
effects of Ripples of the Heart must succeed in a Seli-
Control roll (difficulty of the mortal's Willpower) s soon
as she swallows the first blood point. 1 she fails thisroll, the
vitae-bome emotion immediately overtakes her. The
strength of the emotion depends on how many blood
points she drinks. One blood point results ina momentary
mood swing, twocaise a significant shift in demeanor, and
three or more generate a complete change in emaotional
state. Depending on the circumstances and the precise
emotion, the effects of this may be spectacular or cata-
strophic. A vampire overtaken by romantic passion may
temporanily believe she is in love with the mortal (or any
other convenient bystander). One who drinks from a
hate-infused vessel may rend her prey 1o shreds, and one
whao takes a draught of a mortal rouched with fear may run

away screaming. The vampire remains subject 10 the
emotion for a number of hours equal o the moral’s
Willpower, though she is still subject to other feelings after
the initial rush of sensation.

The mortal who is under the effects of Ripples of the
Heart is unaware of the power's effects on him, though he
is slightly predisposed towand the emotion in question
while the power isin effect. The vampire whoused Ripples
of the Heart on a mortal is immune o any of its effects he
places on targets through the use of this power,

MET System: Drink from the target mortal, then
spend a minute concentrating and expend a Social Trar
and a Blood Trair. For the next month, anyone else who
drinks from the subject must win a Staric Mental Chal-
lenge against a difficulty of your permanent Social Traits
or experience the emotion you left in that mortal’s blood.
The mechanical effects of such artificial emotion are left
to the Storyteller’s discretion, but may include modified
difficulties for frenzy.

PuriFpicaTion (QuiFTus Lever Sis)

Although most moral cultures affix neganive conno-
cations to the spilling of blood, most Assamites — indeed,
most vampires — have quite the opposite reaction to it
For them, blood is an unlife-affirming and reinvigorating
substance. Purification works on this principle, using the
power of vitae to cleanse and restore, Rather than purjzing
foreign taines from the body, Purification allows its wielder
to clean other individuals’ minds and souls of stains,
including those left by the mind conerol of other Kindred
The vampire using this power expels his own blood
through his skin and allows it to soak through his subject,
slowly dissipating. As it does so, it cammies away spiritual
impurities and outside influences.

System: The character touches the forchead of her
intended subject, and both parties spend 4 minimum of
five minutes in desp concentmation. The player spends a
number of blood points equal to the subject’s Willpower.
The subject rolls Willpower once for every extemnal super-
natural influence (a vampiric Discipline, usually, though
other supermatural creatures may have their own unique
powers) to which his mind has been subjected (difficulry
of the level of the power in question +4, with a difficulry
of 7 if the power has no level). A success nullifies that
effect.

Purification has is limits. It can remove directly
intrusive influences such as Dominate-implanted com-
mands, Dementation-generated derangements or the
imperatives caused by elder vampires’ Presence. It cannot
dispel influences that are ransmitted by blood, inchuding
a blood bond or the dispositions imparted by one’s clan or
bloodline, nor can it erase those caused by purely mun-
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dane rechniques such as persuasion, hypnosis or brain-
washing. or genuine emotional states such as love and
hate. It can remove mind-altering blood magic effects, but
either the character wielding Purification or the power's
beneficiary must have a level of Thnmmm[m- -:l.[n.'!l o o
greater than that with which the effect was placed, A
chamcter cannot use Purification on herself

MET System: Spend a number of Blood Traits equal
to your subject’s permanent Mental Traits, Your subjecs
moy then make n Static Mental Challenge ogainst o
difficulty of 7 Tralts for each external supernatural mifl-
ence that he wishes to purge. Succes nullifies thar effect
I'he above limitations apply to this power’s MET version
k) '*C]I

Baar's BLoony TaLows
(Quretug Lever 'SFV'FH.i

Thie toxin j._"'l.'.'ltl..'hllrn.] by Baal's Caress \-f.aml,ﬂn-: The
Masquerade, p. 176) iz not enough to significantly harm
some truly fearsome foes. This progressive development of
thot lesser lt:l.'lmll.i'l.ll: allows i wer w envenom his
weapon with a blood-based poison o potent that it
corrodes the very weapon that bears it, cating away at the
strongest metal in g minute or less. However, its effects on
it victims are spectacular enough to make the loss of even
the most tressured hlades worthwhile. 'ﬂu_;],\.,_m er's effects
are of very limited duration, as the substance it creates will
Ui kly EVAPOie away tF 1t does not newtralize {elf as it
dissolves everything with which it comes in contact

System: The chamcrer coats an edged weapon with
herown blood, as per Baal's Caress. The player spends one
or more blood points and rolls Willpower (difficulty 7)
The weapon now does aggravated damage. It also gains a

number of additional damage dice equal to the number of

successes rolled plus the number of blood points spent
These extra dice fade at a rate of one e Turm s the oSN
dissipares, drips off and reacts with the weapon's material.
Ohnce the extra damage dice are all gone, the weapon's
base domage dice begin to fade at the same rme. The
weapon breaks if used when its base damage is reduced 1o
the wielder's Smength. The only weapons that can resist
lhh CONTUM WO Are l'}'l.{l!-l."' Creane xl 'Iﬁ.'ﬂh a Hli"lm“\ll’]ll poer
of a level equal to or greater than the charicte’s Quietus
rating, and even this is subject to the Storyreller's discre-
Limn

Baal's Bloody Talons is subject to the same limirations
as Poal’s Caress, except the limit on the number of
successful srikes that do aggravated damage. A weapon
affected by Baal's Bloody Talons does aggravated damage
with every successful attack undil it is destroyed.

At the Storyteller’s discretion, the charcrer may use
the venom this power produces for ather purposes, such s
burming through a padlock or destroying an incriminating
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tape. He may not, however, store this poison for later use
— even if a container proves resistant to it, the substance
becomes inert within a few minutes of leaving its creator’s
boxdy.

MET System: Spend one or more Blood Traits and
coat the weapon with your blood. It now does aggravated
damage and gains a number of Envenomed oaits el w0
the number of Blood Tmits you spent, which add o its
bonus traits. On a successful strike with the weapon, you
may make a Simple Test for each Envenomed Trait it
cumently possesses; success is an addivional healdch level of
damage. At the end of each tum, the weapon loses one
Envenomed Trait. When it loses the last Enenomed Trai,
it is clestroved,

ORONTHEWPFLLOFL
Qurertus Lever Seven

Beyond just leaving emotional traces in a subject’s
blood, the master of this Quietus power can now taint that
sime vitne, making it into a deadly poison for any other
Cainite who drinks from that mortal. Some Assamites use
Poison the Well of Life ro guard their own herds against
“poachers” or to ward specific vessels against indiscrimi-
nate feeding. Others have been known to employ it as a
aubtle trap for other vampires, uming herds against their
owners. Rumor has it that this power sprang from the
clan's studies of the Tremere curse.

System: The character rouches the mortal he wishes
to taint and smears a streak of his own vitae on the victim's
skin. The player spends three blood points and rolls
Seamina + Oceult (difficulty 7). For a number of months
equal to the number of successes, any other vampire who
drinks that mortal's blood sustains two health levels of
aggravated damage for every blood point imbibed. This
damage manifesrs as a combination of acid bums and
something akin o woxic shock.

While a mortal is poisonous ro vampires, his bady's
alchemical balance is slightly altered toward toxicity. He
gains two extra points of Stamina for the purposes of
resisting the effects and damage of poisons and acids.
However, his bodily excrerions, especially his swear, are
slightly more noxious than normal, He suffers a one-die
penalty to all Social dice pools if whomever he chooses to
mreract with has a particularly sensitive nose and is close
enough 1o smell him,

MET System: Touch your intended subject and
spend three Blood Traits and any number of Physical
Traits, For a number of weeks equal to the number of
Physical Traits you spent, the mortal's blood is poisonous
o any vampire except you. Any vampire who drinks from
such a mormal sustains two health levels of aggravated
damage for each Blood Trait he rakes.

The mortal in question is up two Traits on all chal-
lenges 1o resist the effects of poisons and acids, but gains
the Negative Social Trait Repugmant.

NGSOF Distant Vitar
Quretus Lever Fiaut)

Many Assamire scholars believe this ancient power 1o
have been in use as carly as the Assamite judges” inception in
the Secand City, onginally used as o powerful technique for
punishing Cainites who fed improperly or with excessive
cruelty. Blood magic practinoners and individuals shilled at
Auspex have long known that vitae can carry residhual impres-
sions of emotion and personality. This power invokes those
impressions 1o overwhelm i victim with “rememberad”
images and sensations drawn from the vessels who held that
blood before the vampire fed from them. Particularly strong-
willed or hardened subjects may shrug off these visions
daydreams, but those who are les sweli-possessed cn be
permanently changed by the experience. A side effect of the
wse of this power is the partial destruction of the vitse from
which the images are drawn. Some viziers theorize that this is
the result of motes of the vessels' consciousness making in
effort 10 escape their usurper.

System: The character touches his target and spends
a tum in concentration. The player spends four blood
points and rolls Wits + Intimidation in 0 contested roll
against the victim's permanent Willpower (difficuley 7). 1f
the target has committed diablerie within a number of
nights equal to the chamcter's Perception, the attacker
gains one automatic success. The result depends on the
number of net successes the attacker rolls, Note that in all
invocations of this power, the sensations that the subject
relives are expressly negative and remifying — for ex-
ample, he experiences none of the pleasure that would
normally accompany the Kiss when he flashes back wo
such an event.

In addition to the successes listed below, the subject
of a successful attack loses a number of hlood points equal
to the number of successes rolled. This vitae erupts from
his body in warm red rrickles thar do no damage bur are
certain to termify onlookers.

Botch The attacker enters a flashback sequence in
which he relives his last feeding from the vessel's point of
view. If the player rolled three or more 1s, the chamcrer
acquires a permanent derangement related to feeding.
Failure The target ts unharmed and immune to this
power for a number of nights equal tw his Willpower.

| success The target experiences a brief {105
ond/3-tum) fMlashback sequence in which he relives his
last feeding from the vessel’s poine of view, During this
time, he is at +2 difficulty to all rolls.

2 successes The target experiences a brief montage
(15 seconds/5 turms) of flashbacks during which his view-
point flashes between various feedings from the vessels'
points of view. During this rime, he s at + 3 difficulry ro: 1It
rolls. Once the initial rush of sensation passes,
unsettled and at +1 difficulty to all rolls until he uimﬁ.
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ona Self-Control roll (difficulty 8), which he may atrempe
e pef scehc.

} successes The targer experiences a composite
memory, assembled by his own subconscious, of the termor
thar various vessels felt while being stalked and fed upon.
He must succeed in a Courage roll (difficulty 8) or in-
stantly enter Rowschreck. If he succeeds in this roll, he is
still ar +3 difficulty on all actions for the rest of the scene
due o the distraction that his visions impose.

4 successes The target is stunned and completely
unable to act for a number of tums equal to 8 - his Self-
Control as he is bombarded by a sequence of the most
terrifying memories of his various vessels, Onee this initial
onslaught subsides, he must roll Courage (difficulty 9) or
enter Ritschreck. If he fails this roll, he must roll Self-
Control (difficulty 8) or gain the Sanguinary Animism
dermngement

5 successes  The target is thrown into a nightmar-
ish reenacement of the greatest fears of every individual
upon whom he has ever fed. He must roll Self-Control
(difficulty 9) or fall into vorpor for (10 - the target's
Stamina) nights, at the end of which he loses half his
permanent Willpowet and gains the derangement San-
guinary Animism. If he succeeds on the Self-Contmol
roll, he enters Roeschreck for the rest of the night,
during which time his greatest fear is of his own image.
At the end of the night, he must roll Willpower
(difficulty 9) or lose a permanent Willpower point and
gain the derangement Sanguinary Animism.

MET System: This is an Ascendime-level Discipline
in MET. To use, fulfill ull of the conditions described
above ond make a Menml Challenge against the victim
{Incimidation counts for retests). If the victim hos com-
mitted diablerie within the past week, the userwins on ties
against him. If the Mental Challenge is succesful, the
player may choose to spend up 1o three Mental Trits. For
each Mental Trair expended in this fashion, the viceim
toses one Blood Trait as the blood pours out of his body in
Crimson tears.

| Mental Trai In adeition to the above effect,
the rarget spends 5 minutes reliving his last feeding from
his vessel's point of view. During this time, he must bid an
additional Trait in all challenges.

2 Mental Traits The victim suffers a montage of
experiences from vessels he's fed upon, assembled by his
own subconscious. The player must win a Courage Test
against o difficulty of four Traits or his character instantly
enters Rieschreck. Even ifhe succeeds at the test, he must
bid an additional Trait in all challenges and loses on ties
for o full hour or seene

5 Mental Traits The targer is thrown into
nightmarish reenactment of every feeding he's ever com-
mitted, agmin from the perspective of his victims. He must
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acceed at a Self-Control Test (difficulty 5 Traits) or fall
into torpor for 10 = half the victim's Physical Trait total,
at the end of which time he loses half of his permanent
Willpower total and gains the derangement Sanguinary
Animism, Even if he succeeds at the Self-Control Test, he
enters Rotschreck for the remainder of the night, during
which rime his greater fear is his own image. At the end of
the night, he must win (not tie) a Simple Test or lose one
permanent Willpower Trait and gain the derangement
Sanguinary Animism.
ONDEMN THESINSOF THE FATHER
FQUIE‘II.H Lever Nine)

Although the Second City's judges recognized that
heritage does not equate to guilt, they also encountered
many situations in which a vampire's entire brood had
committed the same crime. In such cases, the judges often
decreed the same punishment for all ransgressors. This
technigue, which modemn viziers believe to have origi-
nated at that time, allows its wielder to administer such
overreaching punishments. Through Condemn the Sins
of the Father, a Cainite can apply lesser Quietus powers to
an entire lineage. Some rumors within Alamut state char
ur-Shulgl used Condemn the Sins of the Father 25 the core
of the ritual that enacted the Breaking, though no one has
vet explained how (or where) the Shepherd managed 1o
find Hagim to use as the rinual’s focus.

System: After successfully using any lesser Quietus
power on another vampire, the player spends a permanent
Willpower point and 10 blood points and rolls Stamina +
Okculr. The difficulty of this roll is equal o four plus the
number of generations of the original target’s descendants
that the player wants to affect, up to a maximum of 10. If
the roll succeeds, every descendant of the original target
within the specified mnge of generations suffers the same
effects thar the original target experienced, resisting with
his own relevant Traits. The player may exempt a number
of potential subjects from this effect equal to twice the
character's Wits, but the characrer must know their faces
or have tasted their vitae.

Example: Lir-Shulgi is displeased with a certam Ventrue
prince and wants to use Dagon's Call on him and all his
descendants. The prince is of the Sevinth Generation. To
be certain of making a clean sweep, wr-Shulgi chooses o
extend the blight all the way doun o | 3th generation, or six
generations of descendants. Ur-Shulgi's player (and why
the hell are you playing wr-Shulgi, anyway?) must roll
against a difficuley of 10, lfdupinmmaﬁﬂﬁumll every

who can trace his vampric lmeage 1 that prince,
whether or not he's aware of his hevitage, is subject to the
samé effects that the prince suffered from 1er-Shulgi's use of
Dagon's Call.

MET System: This is a Methuselah level power in
MET. After successfully wsing any Quietus power on

another vampire, the player spends a permanent Will-
power Trait and eight Blood Traits, and enters a Physical
Challenge (retest Occult) with the target. The victim's
Traittotal isequal to his own Physical Traits plus twice the
number of generations the Assamite wishes o affect. The
power then affects all of the descendents within the
specified genemtion mnge. Each descendent resists indi-
vidually with appropriate Traits. The player may exempe
a number of potential targets equal to his Mental Traits,
but the charmcter must know their faces or have tsred
their vitae.
ORCEFD MARCH
CeLermy ® ® FoRTiTune ¢ @)

This focused q:lphmﬂm of superhuman speed and
endurance has gradually fallen out of favor in the modem
cra, as aircraft and automobiles bridge distances in asingle
night that would take a man on foot o week or more to
traverse. Still, in the desert nations that the clan elaims as
its center of power, modem transportation s neither
available on a regular basis nor relinble when it is present.
Many elder Cainites also prefer their own two feet toany
noisy, reeking mechanical contraption, so Forced March
still finds use.

System: Forced March may be used whenever the
character is moving on foot for a protmcted period of
time. In effect, it allows continuous rapid movement
without the devastatingly exhausting effects of combat
Celerity use.

At the beginning of each hour of steady tmvel, the
player spends a number of blood points equal to half the
chamcter's Celerityrating. The character’soverland move-
ment rate (nomal human movement rate over most
relatively flat termin can be asumed to be 4 miles per howr,
reduced by rough ground or poor weather) s ultiplied by
her Celerity raring, This bonus remains in effect only so
long as the character is constantly moving, with no more
than a minute's pase each hour — anything longer than
dropping off a letter makes her lose momentum.

Forced March may be used for a maximum number of
hours each nighr equal tothe characrer's Fortitude rating.
It is of absolutely no benefit in combat situations.

It costs 12 expenience points t leam this power.

MET System: You muy reduce out-of-game travel
times by afactorequal ro the number of Celerity powers you
possess. For example, if you have the second Intermediate
Celeriry power, for a total of 4 Celerity powers, you divide
normal travel times by 4. Each hour, or fraction thereof, of
movement costs you anumber of Blood Traits equal to half
the number of Celerity powers you have. You may use this
power a maximum number of times per night equal to the
number of Fortitude powers you possess.

You must have Sutfmess and Mettle to leamn this
power, which costs 6 Experience Traits.
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HADOW Frini
CeLERnyY *® Onpuscate®®)

The way of the asassin is deception, not direce
confrontation. However, even the most straightforward
members of the warrior caste acknowledge the urility of
misdirection in combat. This technique allows its wielder
to slow her enemics’ perceptions of him, leaving their
image of her o fraction of a second behind her actual
physical location. This makes the fighter's moves virually
impossible for an opponent to anticipate, allowing her to
strike with livtle fear of reprisal.

System: The player spends a blood point at the
beginning of a tum in which the character's Celerity is
active, and the chameter's first action for the turm must be
evasive movement. For the rest of the wm, all attack rolls
made against the character have their difficulty increased
by 2, 0 a maximum of 10. This power is considered an
Obfuscate power for purposes of negation. An observer
with sufficient Auspex is immune o ir, as is one viewing
his target through a video camera or other electronic
intermediary.

This power costs 14 experience points 1o leam.

MET System: Spend an additional Blood Trait when
you activare Celerity for the tumn. Your Suifmess action for
the tum must be evasive movement. For every attack on
you this tum to which you respond with an evasion rather
than a countemttack, you gain 2 bonus Traits.

You must have Swiftmess and Unseen Presence to leam
this power, which costs 6 Expenience Traits.

BrLoonp MAGiIc
(ASSAMITE SORCERY)

From a purely mechanical standpoint, the blood
magic that the Assamite sorcerer caste practices differs
lirtle from that wielded by the Tremere. From a philo-
sophical perspective, however, workdsof difference separate
the two. The Tremere force every piece of knowledge they
incorporate into the structured, rigid framework of high
Hemmetic invocation. By contrast, the sorcerer caste's
practices are the result of millennia of adaptation and
melding, and are too truly disparate 10 be considered
“structured” in any real sense.

The Assamites' recorded association with blood magic
began in the Second City. The first Assamite-affiliated
sorcerers were mortal magicians o whom Hagim prom-
wwed eternal life in exchange for their loyaley and service
agninst a cult of demon-worshipping vampires (and, some
would say, other opponents both martial and policical).
Their earliest work, adapting their various ans to call upon
the power of vampiric vitae, established the “ground rules™
of modem blood magical practices, though many laver
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efforts duplicated this work in different ways. Some of
these early blood wizards remained Hagim's blood bound
ghouls, but others requested the Embrace from their
master or various high-ranking scholans or judges. Under
the leadership of Hagim and their eventual master ur-
Shulgi, these latter blood magicians united intoa cohesive
group, drawing traditions and methods from both the
scholars and the judges but remaining a subset of neither
group. Over the next several thousand years, the clan's
modemn caste structure evolved, and the magicians —
though never the most numerous Assamites — rose to
equal their brothers in the Ancestor’s eyes.

The modemn body of knowledge that is Assamite
Sorcery draws its content from a wide armay of magical
traditions, from the ecstatic rites of Kali and Shiva's
followers to the subtle precision of feng shui to the elegant
symbolic and mathemarical transformations of slamic
alchemists and astronomess. In the words of the Amb
philosopher al-Kindi, whom many sorcerers and viziers
revere asa spiritual forefather, “We should not be ashamed
wacknowledge truth from whatever source it comes to us,
even if it is hrought ro us by former generations and foreign
peoples. For him who seeks the truth there is nothing of
higher value than truth itself.”

The sorcerers took this and similar admonitions o
heart, and still pay heed to such advice in the modem
nights, The twin watchwords of Assamire blood magic,
which seem slightly contradictory to many iniriates, are
discipline and pragmatism. Wich so many different ways 1o
reach the same goal, Assamite studies of blood magic often
guide a student towand whichever methods work best for
him, even going so far as to trade an apprentice among five
or six mentors before an agreeable parmership arises.
However, the novice who takes such latitude as an oppor-
tunity to grow kazy or frivolous receives little mercy. The
sorcerers recognize all o well that their tradition’s very
nature allows for many more paths t disaster than it does
tosuccess. Even when practicing those arts that use altered
stares of mind to achieve their goals, sorcerers are careful
to use the experience rather than allowing it to use them.

MeCHANICAL DIFFFRENCES

Assamite blood magic, which is referred w as
Assamite Sorcery when discussing the specific Disci-
pline, is mechanically identical to the more common

. Tremere-codified Thaumaturgy that appears in Vam-

pire: The However, though they work on
similar principles (the use of vampiric vitae o fuel
exertions of conscious will in order to effect change
upon the physical or spiritual world), the two are not
crosscomparible. A Tremere strives to perform his
magic the same way, all the time, every time. An
Assamite may never enact the same ritual the same
exact way twice in a millennium (though some
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Assamites do very well through rote and precision ). He
always goes through the same basic steps, but all the
details between those steps might change to suit his
mood and the situation.

As may be expected, students of Assamite Sorcery
have grear difficulty leaming the practices of other blood
magic maditions, as the basic principles diverge once one
moves past “you are altering the world around you by an
application of your will as the guiding force and your
Cainite blood as the power source.” All experience points
costs to leamn other blood magic paths and rituals are
increased by half (round up) for Assamite sorcerers. In
addition, even once the sorcerer has incorporated these
lessons into her repeTione, d\l.'? are still alien o her. All
invocations of a “foreign” one extra blood
point andall riruals take triple the normal time and require
one extre success for any desired result (MET: one extra
Blood Trait for paths, triple time and two extr Mental
Trans risked for rinuals).

Assamite blood magic should be recorded on the
character sheet as “Assamite Sorcery.” Should such a
character manage to learn the basics of another blood
magic Discipline, such as Thaumaturgy, Necromancy
or Setite Sorcery, it should be recorded under its own
name. Obviously, the player should keep separate track

of which paths and rituals the character knows for
which Discipline.

AWAHENING OF THE STEEL

Although combar mastery ishardly the sorcerer caste’s
primary goal, they have a long tradition of standing ready
to defend themselves and, if need be, assisting the warrior
caste on the battlefield (though they have not joined any
large-scale struggle since the Long Night). Awakening of
the Steel is one legacy of this a path that
some say began with the alchemists who studied in the
forges of Toledo and Damascus. This set of tec
focuses on the symbolism of the sword as the ultimate
extension of a trained warrior's body, drawing on the
mythos that various warrior traditions attached to their
swords and daggers: European Crusaders and their blessed
blades, the kris of Indonesian Pentjak-Silat practitioners,
anl Indian Ghurka and their ke knives, among others.
The practitioner of Awakening of the Steel focuses on this
symbolism as he uses the power ofhis blood to enhance his
weapon and his skill.

A student of Awakening of the Sreel finds thar a keen
undentanding of both the form and the function of a blade
is necessary for full mastery of this path. A character must
have a level of either Melee or Crafts Ability equal 1o his
level in Awakening of the Steel. Those who practice this
path ilso find that its lesons are tightly focused, perhaps

i

1o the point of overspecialization. The path is at its most
effective with swords and knives, and the wielder can only
extend its effects to other edged weapons. Any attempt to
use a echnique of this path on another edged weapon is
at +] difficulry.

MET System: Any use of this power on a different
edged weapon requires an additional Blood Trait. You
must have a total number of Ability Traits in Melee and
Crafts: Blacksmith equal to your level of mastery. Awak-
ening of the Steel uses both Melee and Crafts: Blacksmith
for retests.

® ConrFer WiITH THE BLADE

Although few Assamitesclaim tohave actually spoken
to & weapon's soul, blacksmiths and warriors alike have
ascribed spiritual qualities to hand-forged blades for cen-
uries. Practitionensof Auspex are familiar with the manner
in which inanimate objects can bear impressions of their
own history. Confer with the Blade allows a weapon's
wielder to delve into the events that have occurmed around
his Some practitioners of this power claim this
umkuﬁwmn&elm:“unﬁmﬂir“inﬂmuhm&.
while others speak of the sense of history that an ancient
blade bears. The actual impressions only take an instant w
gain, though many prefer to spend much longer in con-
templation if time permits.

System: The number of successes determines the
amount of information the sorcerer gains regarding the
blade's history and its present stare, as well s all informa-
tion yielded by a lesser number of successes. With three or
more successes, the sorcener may lower the difficulty on his
bynmanmmqphrabkmdmngtﬁmlmdwwmm
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One success Physical information only: precise lengrh
and weight (1o the micrometer and milligram), chemical
composition (assuming the chamcter understands metal-
lurgy), number of damage dice and type of damage (lethal
or aggravated).

Two successes Historical overview: when and
where the blade was forged, the name and face of its smith,
brief glimpses of significant events in its existence.

Three successes Sorcerous understanding: the
type and relative level of power of any enchantments or

enhancements that the blade

supermnatural possesses as
well as the name and face of the individual who laid them.
Four successes Subliminal synthesis: compre-

hensive knowledge of the sword's history. For the nexe
seven nights, the character recognizes the taste of any
blood that has ever stained the blude if she tastes it herself.

Five successes Total communion: The sword
and the wielder become linked at a level deeper than
the physical and more enduring than the immediare.




The Storyteller determines what information the sword
holds for the character, but it may include any evenr in
the blade's history or any aspect of its present existence
and condition

MET System: Make a Static Mental Challenge,
rl'-L.lIa;; up o five Menml T PSR, gainst a difficuley of 7
traits. If you win, consult the above chart, substituting
"Traits risked" for “successes.” The Storyteller is the final
arbiter of how much information any sword ¢ AN Five you

28 Gaaspor e Moustais

The best scimitar in all creanion does its owner no
pood if it's lying five yards away from him. Grasp of the
Mountain srengthens the spiritual bond between the
sword and the swordsman in order o redndosce thie wielders
physical grip on his weapon. A blade thar s under the
effect of this art never leaves ios master's hind unless he so
wills it.

Sysvem: For the rest of the scene, the chamcrer hasn
mmber of automatic sucoesses o resest all pEteTpt (o
disarm him equal to the number of successes wolled. He
cannot accidentally drop the blade (which means his
borches are likely w resule in self-munlacion insvead of an
empty hand). If the chamcrer is somehow disarmed in
spite of Grasp of the Mountain, he may call the blade back
to his hand by successfully invoking this power again
assuming he hos a clenr line of sighr to the senpon

MET System: Spend a Menml Trair. For the rest of
the scene, vou may add vour Menmald Treio tovour Phyvsical
Truits to restst attempits to disarm you, and you will not
sccidentally drop the weapon. If you are somehow dis
armed, you may call the blade back 1o your hand by
winning a Seatic Menmal Challenge with a difficuley of th
number of paces between you and the sword

®® @ Derror STERL 'S SHIN

At this level of undenstanding, the sorcerer can com
1t'|.:11"h‘i l‘.h H.n!t' with such PIECIEION G5 (D strike at an
opponent s physical protecrion rather than his body. The
sword transfers i full fury o the intended et shred
ding even the toughest chain o plare. This strips away the
victim's defenses; leaving him vulnerble to the next
attock. While this power is of limired wtility in modem
nights, as full plare has fallen by the wayside, it remains in
the path’s progression of lesons due o s urility in
destroving other obstncles.

System: For a number of tums equal to the number of
R I-“l'n.;lI ek h LT I.'g"HT.IlI BT i. 1i'|| i i'. IFACTET I |.p.|'-.
inflicts damage on the mepet’s body armor rather than
injuring him dicectly. Armor injured by thispower must be
i |!. I!'!l.‘ !!w!.&] VETELY. "-".-"1.'1'_15 the -,'i'|;|1'.|.. ter makesa SLACICESS
ful artack againa an armored trget, thee player does not
roll damage. Instead, he rolls a number of dice equal o the
sword's damage borws (the number of dice that it adds to
his Strength) against adifficuloy of 7. Each success reduces
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the wrmor's soak bonus by one die. Armor that is reduced
to tero soak dice in this manner is completely destroyed
and unsalvageable.

While Pherce Steel's Skin is ineffect, an attack against
an unarmored mrget inflices half damage (rounded down).
Addivional successes beyond those needed o destroy a
piece of armor have no effect. At the Storyreller's discre-
ton, Pierce Steel's Skin may destroy ocher inanimare
objects (walls, doors, cars, dramatically appropriate ob-
sticles) without significant damage 1o the sword. For the
purpases of this power, Fortitude counts as part of the
target’s Stamina, not external ammor.

MET System: For this rum and the next three rumns,
iny successful attack you make with the weapon destroys
two health levels’ worth of armor protection for every one
health level youwould normally inflice. Arthe Storyteller’s
discretion, you may cut through inanimate objects that
your weapon would not normally damage, with dramari-
cally appropriate effects.

*e0 e Razon's SHiEeLD

Many sworndsmen hold that the duel is the ultimate
test of the wamor because it places all opponents on an
equal footing: Death is only three feer of steel away, and
only the skill of the combatants determines who walks
away. However, observers who are more pragmatic than
roenantic note that an enemy with a mnged weapon, be it
borw, sling ar gun, has the advantage of striking from much
farther away than amm’s length. While Awakening of the
Steel cannot completely counterace this advantage, this
powet allows the skilled sorcerer some measure of defense
as the swond interposes irself between its master and
artacks from afar,

System: For a number of turns equal 1o the number of
successes rolled, the character may attempt o parry pro-
jectiles. This requires une action for each projectile that
the player wishes to hlock, and the character must be able
to see the shot coming (Heighrened Senses allows visual
racking of bullets). Each parrying attempt requires a
Dexterity + Melee roll, with a difficulty determined by the
speed of the projectile. Thrown objects have adifficulty of
6, arrows and crossbow bales a difficulty of 7 and bullets a
difficulty of 9. Each success subtracts one of the artacker's
successes on his artack roll.

Razor’s Shield does not allow the character to parry
ranged artacks thar do not incorporate solid projectiles,
such as flame, liglumng OF Spat blood.

MET System: For this rurmn and the next three nums,
yout may use your Melee Ability Traits to retest in chal-
lenges where you are subject to mnged artacks. You must
be able 10 sec the projectile. Bullets require Heightened
Senses or a compamble power.

o=
——,

888 ® Srrme AT THE TRUE FLegy
Although pacifists may find other uses for blades,
wrning their swords to plowshares, a warrior knows that
swords were created for one purpose: to carve an enemy's
flesh into bloody ruin. Serike ar the True Flesh invokes the
very essence of the sorcerer's weapon, reducing it 1o the
embodiment of its very definition (or, as the more classi-
cally minded would put it, invoking the Platonic form)
while simplifying its target to a similarly basic level. The
resules of such an invocation are usually devastaring on
both a philosophical and practical level as weapon and
victim momentarily lose all supernarural actributes.

System: The effects of Strike at the True Flesh last for
a number of tums equal to the number of successes rolled,
and they end with the first successful attack that the
character makes within this time period. The sword
inflicts only the base amount of lethal damage that a
weapon of its size and type would nomally cause, disre-
garding all enhancements that it may have received
(though sugmentations to the wielder's strength or speed,
such as Potence and Celerity, still have their normal
effects, as do extra successes on the ateack roll),

However, all the target’s supematural defenses (in-
cluding Fortitude) are likewise negated — he soaks the
attack only with his base Stamina. If the negation of his
powers and defenses renders the target unable 1o soak
lethal damage, he cannot soak the armack ar all. Body
armor does protect against this attack, as it is a mundane
form of defense.

MET System: Expend two Mental Traits in addition
to the power’s Blood Trait cost and make an immediate
attack with the swond, which counts as part of this action
For this attack, the sword loses any supemnatural modifiers
it might otherwise provide for accuracy and damage,
inflicting only the base amount of damage for its type
(though your Potence, Celerity and similar powers still
affect your own strength and speed).

Your victim may not use any supernatural powers o
absorb, negate, redirect, or otherwise affecr this damage
(including Fortitude powers). Any extra health levels are
bypassed — if all of a target’s normal Healthy levels are
crossed off as a result of this attack, he instantly loses all
“extra” ones and any further damage from the same artack
isapplied to his Bruised health levels. Body armor provides
its normal degree of protection.

MeRITSAND F1. AWS

AGICAL ADDICT
3-0R 5-p1. Prvsicar FrLaw)
Whether a weak will, a lingering anomaly
from your mortal days or overuse of rinal components like
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kalif, you have become addicred to the alchemical psycho-
sctive drugs that some sorcerers use to focus their blood
magic. Going beyond a mere physical or psychological
addiction, thisdependence goes so far as to affect your very
mastery of the powers at your command. Your compe-
tence with Assamite Sorcery isdependent on the frequency
at which you cater to your addiction.

1f you take this Flaw at 3 points, suffer a +2 difficulty
to all rolls related to blood magic, including (but not
limired to) use of path powers and rituals, whenever you
are notunder the effect of your drug of choice. For 5 points,
you are completely unable to focus yourself enough
perform even the simplest blood magic if the dnug s not in
your system.

Only characters with at least one dot in Assamite
Sorcery may take this Flaw. Non-Assamites may take this
Flaw if they somehow receive tutelage in the Discipline.

MET Svystem: If you take the Flaw at 3 points, you
must bid two extra Traits on all challenges related to
your blood magic when you are not under the influence
of your substance of cholce. For 5 polnts, you may not
use any of your blood magic powers or rituals without
the aid of your preferred chemical. You may not take
this Flaw unless you have at least one basic Assamite
Sorcery power. For the assistance of the terminally
stupid, we'll say this explicitly: Roleplay your character’s
drug use, don't actually do it yourself.

UnBroken (3-pt. Supernatural Flaw)

For whatever reason, the Tremere curse was stronger
in you than in most of your clanmates. This was no great
liability while all of you were so afflicted. However, when
ur-Shulgi cast the Breaking, the great rinual’s power did
not fully cleanse you. You now share your caste's thirst for
Cainite blood — but for you, the very substance you crave
is still a poison.

The Tremere curse that once affected your clan has
been weakened in you, but it is not complerely gone.
When you drink non-Assamite Cainite vitae, each blood
paint enters your blood pool normally. However, on the
way down, it inflicts one automatic, unsoakable level of
lethal damage in a combination of unnatural toxic shock
and internal acid bums. On the plus side, all your difficul-
ties to resist the warrior caste s addiction are at - | difficulty
— think of it as aversion meammm
vizier, this Flaw is m:ﬂhmmldmml {for a voeal
ol 4), but you gain the warrior caste's addiction m addition
0 your own caste's weakness,

MET System: You take one health level of lethal
damage for every Blood Trait of non- Assamite blood you
ingest, though these Blood Traits doenter your Blood Pool
after the damage is inflicted. You may not use Fortitude
powers or other supemnatural abilities w reduce this dam-
age. Yougain one free reteston every Self-Conool challenge
dealing with the warrior caste flaw.
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We few, uy |'t.|;']'*‘= few, vwe band of brothirs
Fir he tiv-day that sheds his blood with mae
Shall be ms brother

i;.'ﬂ"“\ Iin... ..".'|.'|.'. ]15... ?'-L che 1

Three castes. Four facoions. A houndred tongues
Ten thousand yeirs of histony

\\\..I'.ril l|:| | ||.|.'1-|.' TOC TS, Categereay thie ||!I:|1H.‘1l |
Hagum becomies an impossibie o wk. Nevertheless, somm
attempt i, The following chamcters may be seen s
represenatives or mexceptions, depending on the view

Wy Even observer foiboes, Sonme are remdy hl1'|.h,. fresh

from the Mountan and ready to prove thewr wonth
qust season thew histones and Trais, Ohhers howe

witnessed the passage of countless contunes and shouls

not be mrifled with, lest they dmin the inrerloper dey ol

leave his desiccated corpse on' o mountainside as
warning to others
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ContRACT LAWYER
Ouiote: Whee! Your weme me w0 kill womeone for wou® Ona of the
question. | o't dho haar somt o theng. I¢'s vmciviiend. (ponee) However, |
cho hepen s o severad indidiass who cccomsconadly sewdeveade that sort
of distamneful enploryment, and I'd e hapgry o conmect oo one of tham.
fior 1 pevoesmnge of the oommesaon, of coume
Prelude: You were always o very proper gl (some saad
“peculiar”). The elegance of an organized system appealed to you.
Irdidn's particularly matter whist the system wis — mathematics,
ke, computers, business — [ pou could analyze it and see how
its component parts worked topether to ereate a whole greater
than their sum, you were happy. You almoss bécame an accoun-
rane, bat a pood scholarship offer led you into the legnl profesion
imspead. As soon as you passed pour exams, you went into criménal
prosecution. determined to bring order 10 a chaotic warld.
Three years in the Hamburg courts ground you down to a
shired of your former self. Every day brought a new armocity, a new
beast in human skin in the courroom. You couldn't see yourself
making any difference in the world. One nigh,
cwvet drinks with o few colleagives, you realized
” what you were doing wrong. Rather than
attempting to enforce onder, you shoukd be
- retnfoecing it You ook a leave of sbsence
~ and beipn studying contmct low, Within
| =-" e six months, you were working for one of
‘ the larpest arms munulacturens in Ger-
) J muany, writingconircts for billionsofmarks.
During particularly tense negotia-
vons with a Middle Enstern
conpomtion, one of their
represeniatives
upproached
| you with a
very lucra-
itive offer.
He'd ssd-
ied  your
work, he

| sid, and

t he
clarity
and
preci-
AlOmn

with which you stated your side’s terma in an agreement. His
company could use someone of your tlents to represent them
when dealing with vaniows Old Weorkd powess that had linle
respect for Arabs. The salary offer was twice what you'd consid-
ered asking him for. The health plan thar came laver wasn'T

Concept: The Asmamites’ warmnor cate ho long had a
reputation for performing mercenary work, be it bodyuarding,
assmssination, or more esoteric tasks. Someone has o represent
those warmion' intchests 1o cosure than they aren’t disgraced by
unfavorable terms or trapped in 0 no-win contract. You're a
professional negotiator, and you wually tum a ndy profie by
brokering deals that would never have come about without your
assistance. With the Schism, you've become dispossessed, buryou
still maintam a wide enough net of contacts to negotiate con-
rcts for warmiors on all sides of the dispute

Roleplaying Hints: You see yourself as a necessary intertace
between the “service providen™ of the warrior ciste and the
*clients” who require their assistance. Always put loeth o propet
professional image and sneer condescendingly at anyone who
dhoesn 't undemstand the terms of your contracts. You're definitely
on the side of the Children of Hagim (though ot on the side of
any particular clan faction). This lends youa listhe bit of arogance
— you may not be a killer by nature, but bots of your friends are,
and they'd be very displeased if anything happened 10 the man
who ets them work.

crocodile-skin briefease, obwcenely expensive

wardrobe, folders full of blank contracts (assassination contract,
bodyguard contract, security consulting contract, peychological
warfare contract.... ), IMI Desers Eagle .50 (never fired ), cell phone
with a doten other wamon’ numbers on speed dial
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CHARACTER ASSAsyiN

["h:uﬂr.' Ml
fomalruh ..1-_l“.|:ﬂ' [T Lt ..' Trl'.'--.'li iy ..ii- .‘:-mjt:*.,_' wobi wthowt a
! wricr . Bt | overheard weerds m Elvitum :.-lu'_lF” rh.u J fL'!r

prosce, | am It o recenly released noonate ard

. L e T

[Ty Ploms - m o (e Wit -
- o N e - L )]

iromy diry, o wor bval ibject, o bring to your attention

mmimnaibiately

G T T -
Proelude: The youngest child of a Saudi il magnate, you
were bom into wealth and privilese the likes of which most

: T
people would have difficulty imagining. From the time you

Wi i -|-:1.l.- '-I-.:'lll Lih RieeT, Yo were ]l.']lr|.l!'1'ln;_' 1.|.'|1i'\. r_|:1r- {'||!|.-

of the Middle East and the Mediterrancan basing, el -setting
LT RS b'*ll'- LR |.||...! o l'.IfI'l“l'\." ‘-_ Wi l-ll,l'.i...'- IiT'. _|||.1 “‘|I|J|.I.EI"-1
Ax you grew older, yvou realized that wealth, once it punsses i
certain point, becomes irrelevant

a miere ool with which to

b ecquire other tools, The real

- T curtencyof the world is repu
7

tathon and credibility | — EEER——
.Miu’]h“# ~ By the time ywou were El:- R e—,
%' d "'lli."-lllilq'rl.l"\-\.h-.l W, yom Vi
f were -||lr|l|.||:-i-, ac . _'.-
L quainted with half a Hinsan —44 -—
diovicii b 1’1.|”,1 i - =g .
power. Your father'soone FeEE— -
nections allowed you S {
pecess 1o cmbasy recep-
rions and corpotate
4

events wherever he did
business, nnd you he-
gan to bulld your personal power. People hung on your every word, vying for your
company, and that was 4 good start. If someone offended you, o carefully placed
sentence could blacklist him for years. Ir was all 5 game to vous, and vou excelled
af

Midway through university, however, you grew bored with your pastime
Something was lacking, and it took you several months to realize what it
was: a goal. You could make most people yours with a few minures of
conversation and the promise of future favors, but vou didn't have any
grand plan toward which o work,

Then one night a1 an st show tn Tel Aviv, someone offered vou the
chance to move to the next level of your game. When you sccepred, you
found o whole new set of rule — and, within them, a poal

Concept: A former dilettante, you're still something of a spoiled rich
bt Your sire Embraced you in the hopes that you'd be able to assisz him
indd his allies in making inroads into the Camarilla’s closed sociery, and
you've performed admirably so far, However, you're beginning ro lose
taith in the "grand scheme™ that he proposed to you, nnd you're looking
for ways 1o cement your own pensonal position in the city, The
Canmmurilla suits you far more than Alamut ever could have

Roleplaying Hints: Sncer when things go vour way. Pout when
they don'r. | despite their lack of hormones, many younger VAMpires
we still susceptible o vour raw sex appeil, and, of course, the morals
still ore. You can play the smrus games of Elysium far betrer than
many Camarills neonates can, and prestation is a better weEapon
than a rifle. Your're obaessed with social dynamics, with the give and
take of favor tmading. If the scales aren’t exactly balanced in your
oyes, you'll do whorever it takes 10 even them — or gain the upper

hand.
Equipment: What do possessions mater! You buy whatever
you need when you need it

Joog )
s Astaum
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ARCHAPOLOGIST

Quortes Well, ks vt Second Cliry veribage.. . buet of fuast sy b
from Carthage. Soe the svmbol exched o the aabler hewe? [1'y a
devivative of a certon Prugah elder's personal s, Neowe bl ene the
eromeel. And waich where you e woner hand scrctiinet they
uaiky

Prelude: There's wanething abour holding s piece of
Pustory in your hands, wanching it come alive again, pradually
cleandng it and reassembling it and fmally betting iv go our imo
the *"li-J-'l'-!l‘l'L“-]l s ilenim |ILI'I:'-r*'-lL;.:-qu1r|-1..n1-.! you have
b= of chiibditen ot thire, scatterod from Mew York 1o Losdon
tor Cmino 0o Bombbary 1o Banghook

Yower Lot anip v thee Apnbian Penbmouln wes
o be your final expedition before you re
tuarmied to tesschng foe st her brve vears. Yo
wer determined o make this ong count, to
|'r|r'r.; back the find chat would secure o
place in the hissory booke. Savellite mdir hud
"H'!I!-PIL‘.I I-||III'I|"'|1."| S | Fl'li."-h‘u'l.iL |-||,.i|.l.._.,L
-."rnirlnl.-. .|“I!'Ii mT Fiaain wis t.-I"!l_' first My Rl

Thiree weeks of digging vielded linte of sib-
wance: B few pots, some houschold wools, nothing
sgnificant. Your colleagues began 1o despair, ban
yins remrnined resoduee. Cerminly the next cham
ber, the next shamered house, would viekd
..:-uq_'r_.l:.'n.,[ lllll.lt“l.'!'tl.lﬂ'ﬂ"l-\.qu"'l1 Yima Loy
work through the nights, sleeping for
3 bewr haowes at the hestghe of the doy's
hear before forceng dovwn another
tastehes meal and plunging bBack ineo
the duss

Then, bersarh the rumbled wealls
of & temple to a lomotten god, you
found u «© Ty, il for countless
centunies before a chance shifting
of rocks had brokeen i lid. Tak
mng a -'i.n-ht:'.:hl and o wvideo
commera, you eopet iy descended
heedlcas of the desd air and ha:
ardous Tooning within

And then you were not alone
in the darkoness, Ari iron gripaeized
voun A rmm:;i VOU e lhr'
walls, and tcy thaoughts probed { o

yiuir mbred. Then a volce spoke,

hatsh from a millennium of disuse, in o
tongue you'd only sudied in theory. It
made you an offer: your obedience and
your knw wiodge of the modern woedd in
exchange for all the anvwers for whisch
youi d mever even known the questions, O
coaprne, |t aloeady knew ying answer
Concepts Youonly comsideryourselfaChild

of Hagir in an scademic sense. You're doing
mmsch the same thang newe thae vou did when you
were ale, but your assdstants have 1o camy more
of the load: Every s O LE, Voul sihe calls (LR e T

for an exchange of knowledie
Yoo explain s par of the world
that it doesn’t endersmnd,
aml It gives ou Ihr III\.I". o
another em of history It
watched unfold, It seemita
be working toswand sume
o] — you wish you coukd
prece topether whai it s
Raoleplaying Hints:
Yiour're noy ewos- Bl idven
turer like thet Jones fellow
in the cinema. Leave that foolish-
nusis to the wirmion — your prey
knowledge, and the mviges of
Line are your enemy. L ainie
polivics bore you. You've
fallen in with these
Camarills chaps because
they provide enormous
arnounts of fimding, and they
have the pull to keep those
Setush fellows off vour back
Equipment: ruckaack,
sheopring bag, pick, shovel, varl
iHB Sﬂi-l!lﬂ EXCavating ’.l.‘"Il.
lantern, notebooks, maps,
handheld GFPS, crumpled grant con-
firmution letmens from theee museums




ParianDoo

Quote: Go find your own alley. This one's mine. Want to
fighs Jor is!

Prelude: You were bom on the street of New Della
literally on the strect, if your mother’s half-coberent stories
were 1o be belleved. Your carliess memories were of the leg
of pasershy and a8 beggzing bowl thar was as empry as your
stomach. Asyougrew older, you lenmed how o do more than
beg, First came theft, m.u;nl-,. i‘n.'hrl'.? L kets or sna 'r1|'.|.'.;
food from strect vendon® carts. Then came fighting, the
gradusl resulr of more beatings than you could count. And
when you got good enough ar fighting, you leamed ro kill
anyone who threatened you or your family

Yous weren't pood enough 1o sve them from the mon
viets, though. Durtig the last malny season, you hesed siories
of things in the night, avamm of the pn'tn.:lru r.-::-.-nlxh the
wicked. You shrugped them off & more of the things that
drunk old men sid — until you cime home one moming 1o
find your maother and sisters strewn about the shack Hike so
many broken dalls You couldn't pay the priests for funeml
rites, 80 youl simply set the hut on fire and prayed for the fimt
me in vour life

Two nights later, your own luck ran o when yvou
wilked into the middle of a fight between the monsters, One
30 you1 bit
it right back, You were going todie anyway, right? Escept you
didn't. Well, almost didn't

of them grabbed you and tore your throat open
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Embruce was A CE h!l':1r_1h.|' j’n:'\u'l! il _|\I.ll"1'r'.' |||.I ._'E-.wF-q-r.n 1y
feeding by a Child of Hagim fighting for his lile apaing
amething else. You've only met one ather vampire since
1I:|.1 'II{' ConveEral iion |.|-er-i | [F34 |.||||: |'r:|.--|.'-,'}:| I‘.:r ol B et
thie mowt basic informution on what vou are. She told vou thar
Inchin iano longer bospitable toyoue kind, and you're think ing
thour moving west. After all, one dirty street is s poid
imdrther

i

Koleplaying Hints: You're uneducated, illiverate, un
washed and balf-feral, bug vou're mis stupsd, Youi're just used
tor sprviving in comlitions that would tum mosr Americsn
street people pale. “Future® is o difficuls concepr for you
becuuse you're so accustomed o focusamg on “tonighin, ™ Were

od bef to yimir own devices, you'd

b (Juile content to ke our a
:||ﬁfE“ FO-TUENT EXINENCE ON
the styes 18, l--.'|I|.|I:|.:|.;' L
caste mortals for blood
iivd mioney, You're ob
sessed with vomr own
wifery, but you're als
TR T, Wi h
may lead you into
tunning with a c«
verie o lewen mhiote
aboun whar vou
ure
Equip
ments sty
knif |8

!’E'|.-|,,|| [
riahy dogs
burl i
wck full
ol sk
I & |
odd
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WrrcH-Husten

Quorte: W can do this the ey wiry or the Aand wiry. Jtdoem'i
rrucatter reoach fo me . Tt choerse o rrmach fom o woms todie wdsh
1o exactly howr much you com endhine

Prelude: You fira became aware of vampires in college
Actunlly, they ried to recrult youi, The Insoructor for the
evening section of Anatomy & Phystology you were tabing was
i il i, sickedy-booking okd fellow who buad a reputation for being
rather eccentric. When he asked you to mect him in his office
for s “conference,” you WETE CARCigE some soft of hoomtiu mescual
proposition. Instead, you were treated toa display of something
he called *thamaturgy.” Then he offered you an appeentice
shiip. When you efused, he mied to do.. something. . toyou, ki
i’y ke, aned vou ran

Yousperit the restof the sernester a nervous wreck, sleeping
during the days and spending the nights barricaded in your
room. Your grades plummeted due to noniattendance, and youi
really weren't surprised when the school expelled ywou. Wiih
W --'-'l‘ll'l'l." w L ] |i"1‘! I."..! -\.!\ 'wr'.'A':I.l'J. '..JJ'Cl.lL'rh i SETIES O .lﬂ".!h!

end night jobs that kept you anound enough people to lend the e
ilhmion of safery ‘”‘:.: i
Two years later, ywou were tending bar in Marmakesh when oy
you s o familiar face come through the door. You almos S———— - e
dropped the bortle mnd bolted for the back door, but your fomes tasem

professor’s eyes met yours and vou knew you'd never make itin
tume. You grabbed a bar towel with some half-formed thouggha
of making a Malotov cockiail, but before yoo could find o
matchbook, someone else struck. The windows bew in with a
deafening thunderclap and a flash of lightning and suddenly o
man-shaped torch was shricking aod Hatling in the middle of
the roomy. As the bar empoied inon panic, you simply stood there
and watched ns rhe thing you'd been running from for reo yeans
barmied

i I|!'||1I”!|'E"'11|U‘l' (11]
the vapue hopse of sk
T ] positive
comiribatson o the maoe
Ax the Mames died, you felc a presence ot your shoulder tal workd
Before you conld tum, 5 volce whispered i your ear, *If you
want o spend the rest of your life waiting for his nends u
appear, walk away. Iyou want 1o lesm how to keep the world

safe from them, come with me.”

Concept: A formermedical student who sumbled
et the existenee of vismpites through sheer mis
fortumne, you were ripe for recruitment with the
right alfer — the opportuniny to strike ow
agEinat husnanity's Calnite parisibes
Youi've thrown yoursel§ intoyour
sudies with a fervor thar im
[rcasest .-lhql-,j.ll.'hulil !.I.llll'l.“!h.l
hivve centuries more CXPCTl-
ence than you, and you've
slready sliin two Tremere
blood-witches in single combst
The warlocks are your favored
s, both becase your former nemesis wis
ofie und becsuse of the threat they represent 1o
your clan

Roleplaving Hinta: You're a fanstical con -
wert, but you're not a '.Iu|;'-|-.] one. You know when
o restrain yoursell and when o go all-out. Many
Camarilla neonates have mer you withour ever realiz
ing what you were or how mauch el weanitedd to scaticr
their mlws. Some part of you still bemoons your loss
humanity, ond you've reumed your medical sudies

Equipmeni: flare pistol, Nomex
lonves paramedic’s kiv, medi
il s, notebooks hll o

olwervations on cther

Ve olen
Thuinatureical
par ||'h|"r1|. ila
thue you don 't
uniderniand

vt

Cma (0




Proprer or Came

Queoste: Do net despuar, my beethren! For even though our
ranks are bkasened, we grow soomper dhrough owr oadiorous
aerirs” weshrien | Know that any who fall wonight will arise o
shi again an Firual Night, omd we will prevtl, for cur coune [ " frrws o

PR b g Pt o Crem

i
gk
o thaer aof Frevdom

Prelode: Yo were barely 5 man when the Master came
o v village, s he had every fourteen yean for generations
You never l.'l[w‘:rl'.‘. 0 escape {rom Ih-|_- \.““i'hrr |_||,.— ol o
shwpdiesd and barely believed that the Master was more than

i tale your mother had told o frighten you. But when vour Sy
turn came to stand before him and gaze into the mimoer he e
hield, wou did not see your own fece but the image of a buming e
mountain. Then the Master passed his obsidian hand across — v v
your face and the vision fided. "You will learn,” he sid, and —
towk wous away, And for eight years, you lesroiad " T

¥ ot firse yoor as a "!Ill.illll |[.r.|1|"|'| h.u! '|!*.1r1'|'. |'-“I~|'.]' » T

M - - Funarn iy e ETy
when wr-Shelgl awoke and rent the Tremere curse like amg st o= it P
e ' . L addw by (L)
¥isu feelt ehe horribli MArge Oof power l.l.tl.:l.ru:l.u'l..:ufllhu.j_ wd
yous krvewe the rruie stpength of the tmmoroale. And if ur-Shulg
wins rruly “l.pt:l i herald, then vou could never heed the &
Ancestor's will, for Allah could not forgive you if vou noened i b L
1 4 )

iy broen Bm, SO0 You i, fan Rar ﬂ'mu};h that your s s
vire's voice in your head could not call vou back, min -
'1'\:!'!:; LB I-I !-".!l.l'la'.' rhi' s

wiituds that the Eldess
et b bring down all those like vou. And whien

you were starving in Milan, penniles and
bespetate and unable to evenspeak the local

Laryz the Lasombea who found vou ex-

: faomily thar the Children of Huggim nevet
tended a merciful i'nn-!, il 1l --.-\.r,gl iRl Ihr- WLTe, |1‘|-.:| voru e hully devoted 1o the I'.'__':‘l'
glorv of the Sabbar and I!ul.j yiu ol I!I.'r

At ediluvioms rreacheny

mninst the Antedilovians. You prefer o

concentmite on the A

b liowalings, me yvir
have more personial experience with the threas

thar Hagim's pawns pose — the Camarilla

A Adbady weill Bomerve voulforwoig
studies of Caine’s power. Does he not
comurenid you m seek knowledpe ! w purely & secondary considerntion
Conceptz You are s dual anomaly though one your're willing 1 ke
withiinn the Saldwat: an Asalliite sof-
cerermnd a Mustim. Most Moddises
apperoach the Pathol Caine with
Eurcpean ord ']'.:L-::.m.n.'-rur:“-
PO, VOUR interpretation of
maand of s fendts |I'|-'i|‘.:|:§'..
i

o pecount i s sugpesled
Equipment: doyp-eaned
copy of the Quran, ph
LOC O ped heal el
Mocddisr research ma
'l'!1.l|. Ir-l Wy 'EI.1| sl
s 1"” of materials

1 ir |

wical facs from an

lalamis perspective Or @ i

|
P yoni imto frecquent igrudilis vitsie, prayes

febate with moee e rug, paperiag k

Arabic-English
dleviomary, AK
4 with
folding stnck

W frag

-J.:lll-'rl I| -.I:I.'l irs
Your packmares
iprestlin  sine of
vour beligfs, b
they reas WL i
L !E'l! J"Irlll.ll b|r art n.lt. mentation
the ponck prerunde
Releplaving
HL11.1I-: Yiui've seimed
wpon the Path of Cane
s n1H|I'||1|r|'1"|1hl et
u replucement for, Vour
taith, The Sabbat b the







L LEANTR

Quiote: Jommy, | swear o God, if you make me comne doun
e oo mnare fuckamyg time, you' e gonna be drinking your dinner
throsgh o straw for @ month. Mosw shue your yap and grab chat
I You made ome ."!.111.:I “';H!JI l!htliu-rrm Lu'r o i3 Py here amd

I
R T

| this shat uf by sl

jr"l-""-'l*'-'|= u |'.rl|. YO Werhs a Llul, Yong I.,I:Ilj\'}lgu‘l' at ||! 'l!|i,
mevies ahout the mob. Mone of the Haollvwood image was
true. Anvone whio'd been thar o areless wouldn't have | |n.l|.'||
"J‘-t'-'li I ”'-'-'-'l}:-lllt-' 1w T“l'“'l'- e o thl'}'ll.llll' LL] .il"l'll.!I‘il.i:\
fouti 't e L T T 4T .'\ll-.l frosms the worpd "i;nlr' Vil WeEhT etnil-
nently deninble. Your baby face wus & corstant source of
irritation, but it made you look inmos ont i.'ll.-.-.“::lq AR 1 ---..E
SCTUTInY A few ag IINE COvirse2 in '|."|Il'i.:'|:' ['.1"“! I.ll]ﬂi‘l. ]
i gy i a drama class pets more ass chan o totler sear)
g1 ',-'|I-fl W nn nlre l-i'.'l!l'lltl.ruﬂ|._'.I||"1I|I'l. 1.lf'1|.'||‘-i||! VLT
wiry out of nearly any sttuation

You started off doing smalltime work, a littde bir of
money launderin e enforcement there, One
nighi, you got a panicked call from Frinkic Angelou, who had
n st on his hands and the hear on his mil, You did some st
planning and gave Frankic a roundabout route to mke to your
place. While he wi on the rosd, you were stealing the ten

porint buck that your neighbor had dressed out and hung from

back yard. You llh.q"g':'.l the deer for the ¢ e
vl sent Frankie home with eighty pounds of vendson and
your granddoad's hunting rifle in hiscuer. Tharexplained all th
blisd sombkeed o fill" Caf iih'l\ V) I'Il.nid.‘ a qln.l il 'r~-. ]
chemmical plant in your old neighborhiood mnd found & half-
full waste deum 1o diech the dead dude in

the 1ree in his

Alter that, you were in busines. People came o you
k

W

ey hadd shir to hide. Bodis &, Funs, cars, drugs, money,

girls... once you made an 85-loot yecht vanish, mnd you're
never telling how you pulled that one off, When o dead guy
walked inmo your office with n new job offer, you laughed a
hl.rn Ii'hm I'h’ 'hh-l'h.l.'-.i you a few ":I'II.'L'1 l!'l.'l.l :||..J...’p|.' g L up
and take notice. [ Mauppearing froom plain sight! Climme some
of that

Concept: When you were Embriced, your first priority
was covering up the evidence of the warrior caite's violent
epinodes. Now you're working for an archon, covering up
Masquerade breaches — which makes for s kot more work, but
1 lot more variety. Mothing bur sshes and bliodstaing was
gerning riring. You still keep in touch with the organization,
because they're family, and the occasional exchange of favon
uin't out of the question

Roleplaying Hints: You mlk a lor of shir, but you really
div kinow

what vom're d.'\-l::l'.._' Mafin comnee f s r:n.l.Lr_ e a
cemain amount of image and mtimidation factor, though
people keep thinking you're one of those Giovanni assholes
Chive everyone around you good-natured (or plain malickous)
cibal jihuse i there's no crists 1o deal with, but you're all
usines when the hammer comes down. The iony of work -
ing for what amounts o a Camarills cop doesn't escape you,
and you're rather sarcastic abour char

W
b

Equipment: body bags, bone saow
sledpehammer, indintrial cleaning
chemicals, stolen keya to the back
Jl.l-.l:‘n'I' W .|:I'1.n:'u.|‘.¢.'n|| |1].h ] I_I.1r1-.]
Ir“, Incineralor, mortuary... ).
mibberized lab coar and oo,
box of mugical gloves, binck
mrits, black Cadillac, hiack s

|

I'.'I'"‘”-". cellular F'h-.'-n.. .

policesband scanner, Ruger P93




THe HeilRsoF HAQIM

RBeApERSOF THE WHIRL WIND
(SIGNIFICANT W ARRIORS)

Jamar, Fiest MARTYR OF THE SCHISM

Jamal rose to smntrme the Children of
Hagim in the late 1 2th century. Al an elder then, he
had been involved in the Holy s long history of
warfare since his breathing when he came from sub-
Saharan Africa o follow the s call. Lacer, he led
the warriors who participated in the establishment of the
Abbasid caliphate. Jamal made his haven in the Abbasid
capitol of Baghdad until the crusades, when he moved
west to take the field against the French. During the
centurich of batxle, he distinguldhiod hiowedf an a leader
well as a master swordsman and archer.

During the Anarch Revolt, the Eldest sent Jamal 1o
destroy the Tzimisce elder Dracula, who opposed the
Tzimisce alliance with the Children of Hagim. Jamal
disappeared for nearly a century, reuming w ut
bearmg the scars of a vicious battle. He 10 NO One
T e e R B e
t parties ever i . Five years "
after the signature of the Treaty of Tyre, the Eldest
committed ritual suicide to expiate his shame. Jamal, then
the oldest active fourth generation Child of Hagim,
assumed the Black Throne in 1497,

Jamal proved a cunning and effective Eldest, though
his open practice of the Muslim faith troubled many Parh
of Blood adherents who could not reconcile the tenets of
amortal religion with those of their own codes. The Eldest
had no difficulty, reminding many warriors that
Allah, like Haqim, is merciful and just to those who
deserve such considerations.

In the end, Jamal's faith proved to be his undoing.

APt st b i o b j e
o i

s, O Sndt el i, depoping el

im. Ur im, T
bady above the Black Throne for a month before draining
his blood into a clay vessel and scartering his ashes across
the sand of Petra. The intended message of absolute
obedience did nor come across as well as ur-Shulgi had
intended, as Islam has a long mradition of holy martyrs.
Many Muslim Assamites now use Jamal's name as a
rallying cry in the Schism.
TARIOTHE SILENT

The Camarilla fears Tariq above few other Childeen of
of ur-Shulgi's existence and — but not. No
other Cainite has i
as Tariq, nor has any
for the destnaction of more Camanlla vampines.

The Sabbar, too, fears Tariq, but for different reasons.
His capture by the Tremere antitribu was the last major

accomplishment of that bloodline before its destruction.

Several archbishops ot Tarig of, if not slaying the
Tremere m@h:mm'huu ar bt pI:ﬁng.l
key role in their destruction.

In truth, Tarigq would have slain Gomatrix’s entire
band of followers if he could have, but other matters
occupied his artention at the time. The Seraph Djuhah,
himself an Assamite antimbu warrior, had assigned a pack
ofhis childer and grandchilder o follow Tarig, obeying his
every commans as if it came from the Eu:r;);:?nmwlf Ths
fostered the impression among the Sabbat that Dyuhah
had accomplished the fear of recruiting Tang to the
Sabbat cause, which in tum gave Djuhah the political
leverage necessary to csuhuf ather permanent Black
Hand units and cells.

Whille this tactic was highly effective for four vears,
buying Djuhah no small amount of maneuvering room, it
eventually ended in disaster. One of Tarig's “followers”
was an overly loquacious indrvidual. Fascinated by Tang's
reputation, she approached him, engaging him in re-
peated one-sided conversitions despite his inability

. Over the course of several months, she allowed
enough of Djuhah’s scheme o slip for the broken-spirited
Tarig o piece it together. The night after the realization
struck Tariq, the pack awoke to find him gone. Two weeks
later, Djuhah's Is found his remains pinned o the
will of his study with a spear through the left eye socker.

Tr'a‘s current whereabouts and loyalties are un-
known. Ur-Shulgt is doubtless interested in secuning the
allegiance of such a rencwned warnior, but all actempes by
Alamut’s sorcerers to locate hum have met with failure.
Tariq hasnot appeared inany Camarilla ciey since Dijubah's
death, nor have any Sabbar reported encounters with him.

FatimaaL-Fagam
Like her sire, Thetmes, Fatima al-Fagadi was widely
Ef.nhd:umufdk most proficient killens among the

ildren of Hagim. Like her sire's long-time rival, the
former Eldest Jamal, Farima was unwavering in her dedi-
cation ta Allah for the state of her soul, taking Hagim as
merely her guide for affairs on carth. Combined with her
oft-denied love for the Lasombm elder Lucita, these
factors led 1o her estrangement from her sire near the end
of the crusades. Since then, Farima has operated IJn]ztl s
a free agent, reumning ro Alamur only when compe II:J by
the bonds of loyaley.

Farima's last contact with Alamut was shortdy afrer
the Breaking. She retumed at the request of al- Ashrad o
evaluate the training of severl neonates and to gradgingly
accept an assassination contract on the Lasombra Arch-
bishop Ambrosio Mongada. During her execution of the
coniract, Fatima received a waming from her sire that she
must choose between Allah m.iuhmtm or face destruc.
tion at the hands of the Eldest. Fatima execured her
contract, then vanished, not even returning to Alamut o
claim her rewand. Ur-Shulgi subsequently declared Fatima
tobea s, subject todestruction at the hands of any
Child of Hagim who could bring her down.
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This distinetion causes Farima little distress, After o
yeur's meditation in a cave near Mecea, during which
Lucitn was her only visivor, she has reconc iled her conflice
ing loyalties and renewed her commitment o follow
."l.“.lil. 4 & |‘-l‘r'l-llh!-i:.ld l._'.l.._!'['l.d“ll_ﬂ TITLIES, Tl‘u: h:r:nr:r | I.md
of Vengeance has vowed to find her own truth in Haqgim's
fo hll“.ﬂ .]I]II (L1 ".'11."1"'\."'1" atten ll_'l‘u 00 OOREACT [i‘“_"
mystenous Inconnu in hopes of dealing with any ancient
Children of Hagim among their ranks. She currently
considers herell dispossessed, maintaining neutral rela-
vions with nl-Ashrmd himeelf but none with hisschi=matic
followers. Those loyalists who have attempred w engage
her have found themse lves staked and shipped 1o Baghdad
with the waming “mercy is shasper than any knife” ringing
in their ears,

THETMEY

Background: As a young man, Thetmes was con-
scripted into Prolemy’s amy 1o fight against Cleopatra
and her Roman allies. After Prolemy's defear, many of the
survivors of his forces were sent to Rome to fight in the
gladiatorial games. Thetmes found a tlent for single
combar that had eluded him in the chaos of the bartlefield.
As his star rose, the young Egyptian caught the eyes of
many wealthy spectutors. After changing hands several
times, Thetmes found himself in the employ of a Syrian
cloth merchant who extended him the opportunity o kill
all the Romans he could ever want. Thetmes eagerly
agreed and began his indoctrination into the Web of
Knives within the year

By the early 12th century, Thetmes had risen to lead
the Web of Knives through a combination of skill and
opporturuty. He had not confined himself to Web busi-
ness during the intervening centuries. Indeed, few warrions
who had seen more than a century did not know him. To
meiny, Thermes cprik mized the 'F'H_‘iplll;.'l.l' stercotype of the
Assamite sssassin: He was no longer a soldier or a gladia-
tor, but rather an artst whose chosen ot was death,
Every new warmior, Thetmes believed, had something o
teach him, and e had some knowledpe o share in rerum.

With this outlook, few were surprised that Thetmes
was appadlied by the disastrous assault on Vienna in 1529,
which saw the destruction of nearly thirty warriors and a
dozen sorcerers. He retumed to Alamur and challenged
the Caliph with the words, “a thrice-blinded Salubri
healer with the leaderhip skills of 2 camel could com-
mand the rafig better than you.” The resulting unammed
duel lasted for precisely the amount of time required for
Thetmes to sharrer each of the Caliph's major joints into
dust before twisting his head from his shoulders and
presenting the crumbling skull to Jamal.

Duning Thetmes' tenure as Caliph, he was constantly
at odds with the Eldest. Thetmes never adopted Islam and
saw Jamal's adherence to the Muslim faith as an affronc o
Hagim's own glory, Many among the silsila believed thar
only the common bond of warriorcaste blood kept Thetmes
from challenging Jamal for the Black Throne, However,
he never censured any warrior of lesser rank who professed

Muslim i,\;‘hrh, L1 Lll|.:¢||.|l “in the 1::111.1“1". VM) CIm I-:n.l
o your own soul os vou see fir”
Thetmes disappenred from view soon after the ap-
searance of ur-Shulgi. Fora time, be was rumored 1o have
sen destroyed in a manner similor to that in which Jamal
rrished, though none could say whar Thetmes could
!:w“lnru- to oftend the new Eldeat. More recently, rumors
have placed him on a varety of covert missions for the
Eldest. Many warrioes claim o have encountered him
shortly before or immediately after making decisions as to
where they sood in the Schism.

Image: Thetmes carries himself like o hunting cat
cyes constantly in motion, body perfectly still, ready m
SrINg INMD ACOION 0f @ moment’s notice. Some have
I.'I'Ilﬂl"illnl his mannerisms to those of ur-Shuli, and they
are not far wrong, His natural features are those typically
ascribed to Egyprisns and other North Africans, bur he
often prefers to blur them with Obfuscate. Likewise, he
often lightens his jet-black skin with cosmetics when
I.I!:':lllnq.'_ \L’IH"- non-Assmite '\'.Ifl'h'[lll'l..'.‘f_ \L HATLPLI-'-. ng |i1'1-
age and clan in order 1o creare a folse sense of wounity

Raoleplaying Hints: You are ur-Shulgi's right hand in
preparing the Children of Hagim for the Ancestor's
riturme. This is not the blind obedience you see in some ol
your younger subordinates, but mther o cancfully cileu
lated position based on a thousand years of dealings with
other vampires. You nre occasionally roubled by the gags
in your personal experiences. One of the many periods you
spent in torpor spanned the poing at which Hagim lefr the
clan for the last time, and the facr that you were never able
to offer him your respeces prares on your conscience. In
some way, you feel that service 1o his hemld will atone for
this shorcoming.

If & Chitld of Hagim feels the need to separate himself
trom .|"'|i:ll'|-l'|.|t1 allow hln] o g0 |!'|r; I'i;h made hl\. chionce,
and eventually he will suffer for it. To those who are sl
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questioning their loyalty, be as accommodating as your
considerable patience allows you 1o be, giving them any
guidance they may beg of you. You only want allegiance
based on reason, nor thut which comes from a moment’s
passion or n mercenary’s hunper for power and wealth, On
the rare occasions when you deal with other vampires,
allow them one chance o prove themselves honorable, If
they do so, treat them with all the respect you would show
o a fellow Chald of Hagim — within reason, of course. |
they do not, disabuse them of any notions of equality they
Y Prossess

Sire: Shathin

MNature: Visionary

nl."mrﬂrluﬂ F.lll.ll'll.

Generation: 5th

Embrace: 25 BC

Apparent Age: enrly 20

Phy=ical: Strengrh 4, Dexterity 6, Stamina 5

Social: Charisma 5, Manipulation 3, Appearance 2
Mental: Perception 4, lntellipence 4, Wiz 6

Talents: Alermess 6, Arhletics 4, Brawl 4, Dodee 4,
Expression 3, Intimicdation 4, Leadership 7, Subterfuge 2
Skills: Archery 5, Eniquerte 2, Firearms 2, Melee 7,
Performance 4, Security 1, Seealth 5, Survival 3
Kﬂmﬂ:‘d‘w: Academics [r'i.lll‘H st Al H'ul} f!l,, In\'q*\uhr,ﬂ W
4, Linguistics 4, Medicine 2, Oceule 2, Politics 3
Disciplines: Auspex 2, Celerity 6, Fortitude 4, Obfuscate
6, Potence 4, Presence 2, Ouienus 8

Backgrounds: Allies 8, Clan Prestige 8, Contuces 8, Hend
3, Influence 2, Retuners (ghoul mercenanes) 8
Virtues: Conviction 5, Self-Control 4, Courage 5
Morality: Path of Blood 8

Willpower: 8

Janmn

Background: Janni wias bom in 1947, one of the fine
children of the new Jewish homelimd. Her father's stories
of the Shonh inspired her to make her own vow of "never
again,” and she became involved in patriotic youth groups
s soon s she was old enough. Her fervor and rsturl
intelligence brought her to the attention of the nascent
Liraeli intellipence services, and Shin Bet recnuted her
during her first year of college. Her later accomplishments
brought her to the attention of another force as well, and
it Persian warrior elder Embraced her in 1970,

Abandoned by her sire when she refused w adopr the
Path of Blood, Janni quickly associnved herself with such
nictmbles as warmor Amarnis bar Anelnand sorcerer Gerdhorde
von Eich. She quickly proved to have a natural apritude
tor weapons of all types, from slings to guided anti-tank
imisstles, caming the coveted warnior caste ritle of “Mister
of Weapons™ within five years of her Embrace. Her utter
refusal o back down from her heliefs {even after being
beaten into torpor several times) and her innate profi-
crency with the tools of warfare earmed her the respect of
the newer generations of warmors, and the personal regard

of several bundred Assamites e wides comsiderable i it
cal leveruge.

Ohkdly enwnmgh for one of her rock-solid faidy, Jannd has
not declanad schismaric allegiance in the witke of ur-Shule's
appearance. She remains koyal o ALomut, though she contin.
ves to punsse her own agendas across the Middle Fass,
foreuleing the pursuir of Craverilla blood over the destruction
of Setites and the ocoasional Lasombea, For irs par, ur-Shulis
seemsockly rolennt of thissscendane neonare and hasnot ver
surmmoned her to Abmut o i iess her alligance Lam
abowve all others, Indead, the Eldest has mentioned Jann in
pessing when isked abour possible condidiates for the title of
Caliph toreplace the absent Thetmes “In o century or thee,”
it says, and makes an expression that would be 2 anile on
ancther being

Image: Janni is of strong Mediterranean blood: dark
eyes, wavy dork hair, dark skin. She con it in vireually
anywhere except the Far East. With o few adjusrments
her posture, clothing, hair and expression, she can appenr
two be any age beoween 14 and 45. She oypically wears sireer
clothes suited to Western middle-class fashion unles the
situation calls for something else.

Roleplaying Hints: The Shin Bet gave you the
CPpPuErtumaly b destroy the enemies of your |"|.'1"|'|l. . The
Assamites promised you the oppomunity 1o destroy the
enimies of al P le. T be sure, TR hawd some chances
to do s, as your drawstning bag full of Serive fangs proves,
bur many of the Children of Hagim seem to huve lose sighe
of the lofry ideals they aspire w, and you're under a great
deal of pressure to fight the clan’s enemies rather than yous
o Your're having difficulty with your dual loyalties, and
nightly you pray for guidance.

L ‘H' RARISE, YN |.Llri.1 .i":'l'n\' ANy « o l|'||\. (] '\.I']I W Ol IJ“
ouside. As far as anyone you meet is concemied, you ane
flu;rh;q.'th' COMmpx wed, |"ll.‘l.'bl.'!'| j‘-rll:'p.!n:l' and eminently
capable. When not taking on o temporary identity (not
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your favorite thing, to be cemain, as you slip away from
your own self too easily ), you prefer to s your time on
the streets of Tel Aviv among students like you used to be.
Theres always a chance that a former colleague will
recogmize you, o o new Shin Bet operative will know your
face from a memorial wall, but you consider that an
acceptable nsk w sty in wuch with the reasons you
accepted the burden of immorality,

Sire: Anastasius the Axe

Nature: Perfectionist

Demeanor: Architect

Generation: Yth

Embrace: 1970

Apparent Age: anywhere from late teens to early 40s
Physical: Strength 2, Dexterity 4, Stamina 3

Social: Charisma 1, Manipulation 3, Appearance 2
Mental: Perception 3, Intelligence 5, Wits 2

Talents: Alerness 2, Athletics 2, Brawl 2, Dodpe 2,
Empathy 2, Streetwise 2, Subterfuge 3

Skills: Archery 4, Drive |, Etiquette |, Firearms 5, Heavy
Weapons 3, Melee 4, Performance (piano) 5, Seealth |
Knowledges: Academics (mathematics) 4, Investigation
b, Linguistics 3, Medicine 2, Science |

Disciplines: Auspex 1, Celerity 3, Fortitude 1, Obfuscare
2, Quiierus |

Backgrounds: Allies (other neonates) 5, Clan Prestige 4,
Contacts 2, Mentor (vanous elders) 9, Resources 3
Virtues: Conscience 3, Self-Conol 4, Courage 4
Morality: Humanity 5 (but slowly dropping)
Willpower: 9 (but, likewise, slowly dropping)

CompanionsTOOwis
(SIGNIFICANT VIZIERS)

Mata Hanmt

Margareta Gertnud Zelle was bom in Holland during
the late 19th century. Daughter of a Dutch shopkeeper
and his Javanese wile, she was thrown our of reaching
school for having an affair with the headmaster. At 18, she
marmed a Dutch naval officer and moved 1o the Dutch
Eust lnddies with him, bearing him two children before
divorcing him in 1905. She then relocated ro Paris, taking
the name Mata Hari (*Eye of Duwn™) and the identity of
a Javanese princess and deburing as an erotic dancer.

During the Great War, French intelligence apents
recruited Mata Hari to spy on the German crown prinee,
with whom she was pessonally scquainted through her
dancing. However, duting her joumey to Germany via
Spain and Holland, her ship was stopped and she was
interrogated by British officials. The British wamed her
that her mission was compromised and that she should
returmn 1o Spain. Upon doing o, she entered into an affair
with the German military attache ro Spain. When her
lover tired of the affair, he betrayed her to the French by
sending a message 1o Berlin prasing her value as a double
agent, using i code that he IE'.:-w the Allies had cracked.

Caeooe: Assan

Mata Hari wais amested upon her retum to France in
{:ww 1917, Despite the lack of direct evidence against
y French and British counterintelligence agents had
amassed sufficient circumstancial evidence o conduct o
closed court-martial. She was found guilty and sentenced
to death.

The nighe before her execurion, Mata Hari received
a visitor in her cell: a distinguished Turkish officer whom,
she knew from her performances ar the Oriental Studies
Muscum in Paris. He confessed that he had been@smitten
with her fiom the first night he saw her and that such
beauty should not be wasted by mere mortal authorities.
When she stood before the firing squad ar dawn, she
refused a blindfokd and blew the men a kiss before they
fired. Other soldiers, ghouls of her sire, hastened her fallen
form away before the sun could fully rise over the walls of
the prison.

Since that duy, Mata Hari has been one of the viziers'
most valued spies within Cainire society, feeding the clan
information on the most sersivive ;tﬂ!lin of immormls
across the globe, The mlents that lfe never gave her a
chance to cf:‘-'l.‘]nf.l have blossomed fully in death, und she
15 now one of the Kindred world’s most adept infil rators.
A mistress of disguise and | isacion, she has a score of
idenriries within the Camarilla, the Sobbar and various
independent ¢lans and seets. One of her many faces holds
the princedom of a city in the American Midwest, while
another leads a Black Hand pack in Chile and a thind
enjoyed i brief stint on the Red List before her “destruc-
tion." All sides of the Schism claim Mata Han as i loyal
member, and all of them may be correct.

Treovrius

Background: In his breathing days, Tesyrins mde
with Alexander the Great's ammies. A former cavalry
officer, he was forced o working as o ribune and
mercenary liaison officer when his mount fell and crushed
his leg. He received the Blood from a nameless Child of
Higim who claimed to remember the nights of the
Second City and the role the judges had played. Tepyrius
ook such a role for himself, wandering the world for
centuries, serving s an anonymous neurml arbiter in
countless Camite and mortal disputes. Some ancient
Ventrue and Malkavians remember his presence in the
court of Justinian, watching s that emperor codified
Roman law. Orher Cainites remember his presence at
larer events: the bloody battles over Constantinople, in
which he prowled smong lesser vampires like a hunting
wolf, slaying with apparent contempe for his victims,

After the sack of Constantinople in 1204, Tegyrius
served one term as Vigter before disappearing for several
centuries. Some reports placed him in torpor in aforgotten
sewer of Rome, while others stated that he had gone east
in search of the knowledge that Saulor had once found
there. Whatever the case, he reappeared in France in the
late 1 7th century in the company of the surviving mem-
bers of his tine-em coterie. After sertling whatever
business had brought wpether thar disparate group of




clders, he journeyed to Alamut at the request of the Vizier
to claim the Seat of Dust and Bone on the Council of
Serolls.

In 1801, the vizsiers again elected Tegyrivs 1o lead
them. He remained ar Alamut for maost of the following
two centuries, though the Tarver half of the 20th century
saw him make sporadic rips o the World Courr in the
Netherlands. The abrupe deop-off in vizier involvement in
the 1927 ond 1990 elections reportedly discournged
Tegyrius, and he entered month-long torpors on many
occasions,

Ur-Shulgi s awakening and subsequent sssumption ol
power galvanized Tegyrius 1o action. While reverence
towesind Hiaggim wie acceptable o the Vizier, blind worship
of him as n penocidal pod went against every legacy of the
Second Ciry. Shaking off the lethargy of centuries, he
conspired with al-Ashrad o confront the Children of
Hugim with the proof of thesr long-ignored herimge as
fudges and defenders of the momals. Many Childeen on
both sides of the Schism coisider Tam o be ooe of the
primury architects of that rift.

Tonighe, Tegyrius is firmly entrenched in the schis-  jeny
matic comp. His exace whereabouts are unknown, LT
srezumably oz protection against ur-Shulg's loyalises, but

is hand is visible in cvery Camurilla city that welcomes
the schismarics. Some viziers who were close to Tegyrius A
hefore his sssumption of the Vizier's mantle whisper that ature: Jucge
otte of his ancient assocites now sits on the Camarillas ~ Demeanor: Traditionalist
Inner Council and al- Ashrad’s bid for Camarills alliance ~ Generation: Sth
would have failed had it mot been for the Visier'sconnee-  Embrace: 330 B.C
tions. To date, no one has hid the cournge to directly Apparent Age: lae 208
inguire s to the oruth of these numors. Physical: .‘:tn-n;;lls 5, Dexterity 5, Stamina 6

Image: Tegyrius still maintains the short pointed  Social: Charisma 6, Manipulation 6, Appearance 2
beard he wore in life. He was Embraced near theendofhis — Mental: Perception 7, Intelligence 6, Wits 7
milivary carcer, and _thr gray banir in his beard Jn'.n.i at his Talents: Alertness 6, Achletics 4, Brawl 4, Dodee 5.
temples stands in sharp contmst to the pure black of his Eiiiokchv & Exvaemilan 7. foctmidaticn 5. 1 sedoobis B
skin. He still walks with a slight limp, the result of a qihl 2T S TIENRREOR: S FICIAIONION G, Lendemtng 5

} ' : Subrerfuge {(Caimire polivics) 7

shattered thigh that never healed properly, but centuries Skills: Archery 7. Crafts (blacksmith) 7. Drive 1
of practice allow him to minimize its effecrs. Tegyrins isa Do Afchery 7, Lfts \Dincksmit "'J, {, Drive 1, Eni
master linguist and any accent that a listener can detectin. 9Uetie 4 f‘m::nm‘k: ' M:EI"' 7, Stealth t: 'I'H"r:'f"l 0

1= 15 A CONsC -1 s (B . = Ium“klh L TS O, RVCSTREIEO O, Lanw O, L INgauisiigs
» R:'lﬂphﬁ;; :;t:h;fLJ!L;t ::1:'::: r.:nd the recent o ,M““'.W Science 7, Occult 8 h-'.i kics 7, Sclerwce 2
conflict within your clan is one of the few things that can Disciplines: *"':““'!“" e *"'l"':“"-" + Donuinate 3, Forrinade
capture your intercst long enough to keep you from 6 Obfuscate 2, Potence 4, Presence 5, Quictus 8
slipping into torpor out of sheer lethargy. For the present Ih"kﬂ“‘"f{d‘- Clan Prestige 7, Contacts 8, Influence 5,
nu:l{m you're mrent on secuning the Children of Hagim's Resources 5, Status
position within the Camarilla, and you will do whatever  Virtues: Conscience |, Self-Control 4, Cournge 5
it necessary to preserve the tenvous alliance. If anyone Morality: Humanity 3
.asks your opinion on o marter that requires more than s Willpower: 8
moment's thought, you tend to become lost in yourself as
you cite countles precedents and historical minutin.  BROTHERSTO DRAGONS

and willing mentor, so long as they refrain from
slighting nny of the grear penerals with whom you claim
personal acquaintange.

Sire: unknown

You're not exactly senile — more like overloaded — but - A0 . — . .
that's the impression you give at times. (c-;“'NIH( ANT SOR( {'1“'“"'}
The only other thing that truly captures your atten-  NAR-SuepTHA
tion i a military matrer. You were a soldier in life, and you Background: Nar-Sheptha, curator of the Great

still consider yourself one — and to their own personal
chaolce of hells with any warmrior who .1.1:: differenitly!
Anyone who discusses milicry history with you finds an

Library for three cenmuries, was the first Asaamire sorcener
0 COHM q‘ KT CXIETSIVE exXperimenis into i TSI !I“."'
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power of lightuing. This Babylonian princess met Final
Deearh in her ninth century of unlife when an attempt 1o
harmess 2 storm spinit went horribly wrong, lea ving only a
small pile ofnshes used into the sundstone ofher labr: ory's
floor. The embirtered survivors among her apprentices
removed that section of looe and placed it in the Grear
Library in the Gallery of Folly, a small chamber in which
the sorcerens and viziers keep various reminders of the
msfortunes thut i |‘~.'f.l" i L.llrit."ﬂ maghcian.

Inn early 1999, Sarah Schneier made contact with the
remaining consciousness of Nar-Sheptha, using that sand-
stane block as o muterial link. On Final Death,
N-Ir--";ht'[‘ﬂl.l':- soul hud not gone on o the usual Cainire
rewand, but had instead remained suspended in the skies
aver Alamut, victim of a last croel jest by s vengeful Spirir.
Schwier prooised Mur-Sheptha on escape from limbo,
though the alemative might not be much o her liking.
The Babylonian, secing a release from over o millennium
of bosredom, agreed readily

Schneier powderad the chunk of sudstone (hosomringe,
using alchemy to incorporate itsdust e the CDEROMs dhat
she wis using to store os musch of the Gireae Liboarny's contents
asshe coubd. She then bound Nar-Sheptha's consciousness o
the disks and charged her wath their aCHEC TN The st
agreed reachily; her centunes s PI"I‘..":!IE:'.I! punrchian of the Crent
Library had prodisposad her rownrd such o sk, and she had
never been foned of ur-Shulis, Tonight, Nar-Shepthasenves s
thie final means by which the schismatic scerems protect their
portable tomes from the predations of cusidens who woulld
steal their secrens, thoueh she i unwilling wo disectly strike at
other Assimites. This has allowed the Lovalists 1o recover
cight sets of disks. However, Nar-Sheptha recognizes thar,
becwse she & now imevocably bound o the disks, their
destruction is hems ss well. Thus, she retilioies with her full
strength gt any attempt vobam o ser. She s also known
0 hune down and “chastise™ Schismatics who e cireles
enough to allow “ber” disks 1o fall inte the wn i hands

MAR-SHEpTHA THE GUARDIAN

Note to Swrvtellers: the followmg Traies are meamit as
paklelmes, not ahsodutes . All Storyteller characters should be
able to do whatever your Pl requares them o dis — andd, mone
mnfortantly, shosdd be smable to do whatever your plot requares
them to be snable to do. However, Nar-Sheptha is a special
cose, hecomse she's the disenbodied  soul uf a f-I:IHM eliler
vampire, which is something that nome of the wsual rules cover.

Nar-Sheptha was o sixth generation Assamite sor
cerer ot the time of her discorporation. Her current form
lows hier access to lintle of ithus power with l}wrxcu!\tum
of her knowledpe of blood magic. She & immune
notuggravated physical damage save for arca effects (say,
those which would affect a cloud of bleod droplets, such as
an inchestrial exhius fan ). 1 dhe s reduced o the Maubed
health level, she will attempt 1o flee into “her” disks,
which takes her one full v,

For purposes of Discipline use and healing, Nar-
Sheptha has the blood pool and expenditure limits of a
sixth generation vampire. She typically replenishes this

through the use of Thett of Vicwe. She s immune o

Dominate, Presence and blood bonds, though she s

susceptible to Disciplines and blood magic effects thar deal

'lﬂ'llll SPinies, -.m'h i l]"ll' r'-l'l |'| t"'f.:"‘-T"inl M.m;lmi_“ forn. =he

still has the mentality of a vampire and thus is capable of

freneying. She cannor make physical attacks, and she is

subject to noemal limies on Discipline use in 2 um. Her

Celerity raring is for movement purposes only. In non-

combat conditions, she can make fine manipulation

atvemps using her listed physical Artributes. The Abili-

ties given below are dwme w which she has acces. Skill

with a sword maters licthe when you can't wield one
Lmage: A swirling choud of blood drophets that cocasion-

ally manifests in an approxinwately humanoid shape. When

MNar-Sheptha speaks, it dos o through telepathic contact

rathwer than actunl vocaleanion. Tes maentml "voice" sounds Like

that of the most feared woman in the bistenier's life.

Nature: Traditionalist

Demeanor: Bravo

Physical: Strength 1, Dexterity |, Stamina 3

Social: Charisma 1, Munipulation 2, Appearance 0

Mental: Perception 5, Intelligence 5, Wits 3

Talents: Alertniess 3, Dodge 2, Empathy 1, Intimidation

5, Subrerfuge 2

Skills: Etiguerte 2

Knowledges: Academics 4, Computer 1, Linguistics 7,

Medicine 3, Oceult 3, Science |

Disciplines: Assamite Sorcery 7, Auspex 4, Celerity 4,

Presence 2, Quictus 5, Serpentis |

Assamite Sorcery Paths: Hands of Destruciion 2, Lure of

Flames 5, Movement of the Mind 3, Neptune's Might 4,

Pach of Blood 5, Path of Technomancy 2, Spirit Manipu-

lurion 3, Weather Control 5

Virtwes: Conscience 0, Seli-Control 2, Courape 5

Momality: Humaniry |

Willpower: 6
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N AamME: Nature: CrEpERATION;
Praven: DEMEANOR: Sine:
CHRONICLE: ConcepT: Haven:

ATTRIFUT S we———————————
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Strength 0000  Charisma 0000  Perceprion 80000
Dexterity__ @0000 Manipulation__ #0000  Inrelligence OO0
Stamina______ #0000 Appearance ®0000  Wirs SOO00

—_—AH[] IT IE’E‘;___—._

TALENTS SHILLY K roOwL FhaGes
Alermess 00000  Animal Ken 00000 Academics 00000
Athletics 00000  Crafts 00000  Computer 00000
Brawl 00000  Drive 00000  Finance 00000
Dodge 00000  Eriguette 00000  Investigation_ 00000
Empathy_____ 00000 Firearms_____ 00000 Law OO0
Expression 00000  Melee 00000  Linguistics 00000
Intimidation 00000  Performance 00000 Medicine 00000
Leadership 00000  Security 00000  Occule 00000
Strectwise 00000  Stealth 00000  Politics O0000
Subterfuge 00000  Survival 00000  Science 00000
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BACHGROUNDS DHSCIpLINGS ViRtuey
00000 00000  Conscience/Conviction @000
OO000 OOO00
00000 00000
00000 00000  Self-Control/Instinet__ @0000
OOO0O0 OOOO00
OO000 OO000
00000 00000  Courage ®O000
m
Mermms/Fraws HusManmv/Pati Heavtn
Bruised |
. OQO0O0000D00DO0O0 Hurt 1 0
Injured 1 0
WiLLpowER Wounded 2 0
0000000000 Mauled 2 0
oooooooooo {.Zripplml 5 0O
Incapacitared O
BrLoon Poot WEAKNTSS

Ooo0oo0ooooo
O0dooooooo

Easily Addicted to Vitae
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00000 O0000 OO0
00000 00000 00000
00000 00000 00000
QO0O00 OOO00 00000
00000 00000, 00000
00000 Q0000 00000
Q0000 QOO0 OO0
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The clans of Caine have only recently seen the true face of Glan

Assamite. UInce assumed to be mere assassins, the Assamites have

thrown off the Camarilla's debilitaring ciirse and theirmantle of

silence. A diverse clan of noble warriors,‘erudite scholars learned

sorcerers and murderous diablerists, the ¥Ssamites have stepped
torth to claim their legacy in rhe Final Nights.
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Clanbook:Assamite
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levels of their clan structure
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® A look at the wide-reaching influence of the Assamites, from
N - ’ e - " v

the borders of the Middle Kingdom to the shifting tides of New,

World polirics B K ~—

Y -

. ® New Assamirte Sorcery, high-level Discipline powers and the
o

truition of the Assamirtes’ plans in the modern nights

VTHE MASQUERADE




