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Marvin Jenkins was in that antuning siate ai the
border of sleep where he fele like a man in a braken
ebevaton His head would Jluup anid his mind sink AWy,
omly oo be jerked back up into consclousness a second
Inter, and then he would sink sgain, and jede awake Bgain.
This wias nir good = he still had thoee howrs to go an his
shifr, Time for another coffes.

He srretchied and yawned, picking up his coffee mug, It
left a twwry ring on the desk calendar. StarBrive Motel, che
calendar proclaimed, s did the mug and half the things in
the lobby, including the magazines. The remainder of his
fnsst cup of coffee had tirned into g brown s|:|du|: ar the
bortom. He slokhed it around in distaste. He didn't want'to
be hyper later, Maybe what he nesded was some ale

He had srxrred o heave his middlmgl:d body our of
the chair when an obnoxious, piercing beep from the lictle
speaker in froat of him signaled & customer wanring in. He
relled forward and squinted o see through the plare-glass
window. A young couple stood there, overnight hags in
hand. He bumed them in. They opened the door; an icy
breeze rushed pust them and stirred the things on che desk.
Marvin held up a preemptive hand.

“We're all booked up,” he sid, *Soery."

Meither of them weemed capectally surprised ar dhe
news, it they exchanged glances and pushed inside any-
way. The young man came forward, deopping his duffel bag
on the desk with a thienk. He was askinny kid, nerd type. His
parks meady swallowed him whole.

"Didn't you see the sign’™

"Yeah, | saw the sign,” the kid answered, brows coming
together slightly o annovance. “But listen, we've been all
up and down the row, and nobody has anything.®

"You picked the wrong weekend.”

"L know. Actually, | didn'r pick i, but—" the young
man glanced at his companion. She said nothing, staring
our lmee the night through the mransparent wiellsof the litcle
receptioniet’s. vestibule, Peering, actually, and ghifting
around, as if looking for somebody. Somebody she'd racher
not run inre. Marvin frowned.

“You know," the kid finishad lamely. "Aayway, we
were just hoping somebody might have canceled, or
checked our.”

Yeah, checking out ac four A M. I'm afraid oot
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L. *L sk, "l persiseed, “where else are we suprposed togo
r l:_r " icould try oo the et side,” Marvin sasd, "There's
Lo O, n Motel 6-and 2 Duys lnn.”
B By i's four A M. You said it yourself, And it's cold,
we're on a motoreyche, and my wife—"
i eally feeds 7 hotel foom Tlghr now,” the young
o dntermapted i 8 belldike voice. She rumed
seownd, Pale, hollow-eyed and stringy-haired, she looked
i ke i addice. Marvin lec his gaze travel down her frame
and sporved the bulge under her puffy, quilced overcoar.
She was ripe.

“Chit," Marvin exhaled,

8 ™ thyeyoning man exclaimed, taking his consterna-
ton 22 4 sipn of susrender,

[ Murvin felths heartbum faring up again as he resched
| derien imcova desk drower and putled out a fresh check-in slip.
4 11| q-IB;h:_ I've got a room," ke gabd relscrantly. “Mot a
B ¥
“We'll ke ie.”
“ sirme Finish. There isn't & bed in it right now: This
¢ 40C-pound lady sat on it and broke it, so we had o order a
L new ane The toiles doesn't waork too good, either. And it's
-1'*-11'-1! But sering a3 it's the holidays, end if you really
"_'h'l'lﬁﬂ-! o go unl.l'pla:e ehie, ['ll bex o have ic. Sa it
et say there was no room at the inn..., you know.™ He
" E:ﬂ:l a weak m‘l.llt
o mo We'll take i, Thank you. .. thamks so much.” The
i starred soribbling furiously on the slip. The voung
P womon put g hand over her burgeoning belly and swayed a
Tierke, eyes closed.

*Hey, the's not gonmna drop it right hete, i shel”

*Ma, no,” the kid said, oo hastily.

Marvin ignored him and leaned forwaed, addressing

B ||.'r| *Lia‘am. You in laboi? Should [ call the |'|ﬂ~'-'-'|'-‘|ti|!
E for you™

Zhe just shook her head.

“It's nok time yer,” the voung man assured him, "They're
Braxton-Hicks, we're pretty sure.”

Marvin wasn'e sure how sure they were, but he ghook
his hieads “Ofkeny. 'l gee you a couple of roll-aways inalicele
kit They're better than nothing.”

“Thanks. Really, you have noidea.”

%0h, | do. T remember when my wife was pregnant.”
Marvin's gaze fell on the young woman's left hand and
couldn't help nogicing thar it was bare. Wife, huh! Oh, well.

“That's 44 dollars, bur simce the-toom & coap, I
make iz 30.7

They paid cash. "Merry Christmise,” he said as they
hurriedly picked up theis bags.

“werry Christmas” they echoed, He handed them the
key and buzzed thein our

“That was pretty good,” Leila commented as she
struggled up the swairs, “Twasn't even sure you'd remember
what Braxton-Hicks was."

“I'm doing good o remember my ovwn name,” Pete sabd
His hands shook as he eried to ger the key inte the lock.
Finally he managed ro-unlock dhe door

Thie night manager hadn't been exaggemting. It was o
dismal room, Stripped of its centerplece, it looked empry,
depressingly boxlike., The rectangle of industrial carper
notmally covered by the bed was a decidedly beightes
orange than the rest. Anaging radiatorhissed inthe comer.
The smell of high-tar cigarettes and other less pleasam
subsrances sruck Do every surface. Cheof e |15“|1.I:E'-LIH:H.| biad
burmed .

Pete took off his parka and spread it against che wall so
Letla eould e down insomething less than hellish dbscom-
fort. He added a coople of towels from the barhroom o pad
it furthis. Then he locked the door, deadbaolt and chain. He
looked out the window before pulling the drapes clossd. He
didn't se= any headlights, but he knew now from perional
expertence. thar vampires could drive through the dark
without them.

*Hope those roll-aways show upsoon,” be saad.

“Mlor too soom. ™ She was pulling oie of the drawes free
of the burena. Ar first bt wouldn't come, but she gave it a
good yank and it popped out. She took off her coat and
mmanged it insde.

“What's that fos?™

W ell, where else are we going ro put icwien it comes”
Ohh, | mvose be close. Feel me, see if I'm close,”

“Jeaus.” [t was not exactly a job Pete relished, bur he'd
done it a few times already. He slowly lowered her v the
floor, reached under die pitifully thin fabric of her God-
I'm-a-whale dress and peeled off her panties. The skinof ke
thighs was like ice, beaching warmth swiiy from fingers he'd
thouphtcouldn't be frozen any stiffer, Pere made a face like
he rasted something bicver

"Pete. Pece, am | close!™

"Mow should | know™ he smapped. "Tell me wha
about this has been nosmal ™

“You bnow what [ mean. Am [ open!”

“Premy wide np:n."[—lzwuh...l:-:whlﬂmp.-:rs afnd eleaned
them with acheap morel washcloh. “Good thing we didn't
prand around any lomger, you really might have deopped it
in there."

“Bullshit," she growled. She zat up, hodsting her un-
gum.]'f body into a crouch

"L eila, what are you deing! Lay down, rest, it's probably
going o be a while.”

"1 want o squat.”

"Fine, squat phen." Pete got up and looked our the
windeow again. Mothing. This would be the worst parr, just
sitting here thinking aboir everything that could happen.

Pzt (b L » Chaves [ Biomw

3




Beehimd him, Leila groaned and moved from squatting o
lyimg and back again. He satdown a the table and smoked
a clove cipnmette down to the filver, then another

“Pate, et over berel™ Leila ealled ar Lasr.

o hae™

"Check me again.”

o'l have o hold sl Srop rockinip. [esus.”

“What's the matter!"

“Ie's the, whatsir, the sac. Jesus, | can see the sac, Lis dowm,”

"] don't wanr to—"

=i doom! "

th .-:hu;'ldrr:d amd g'rl:lu.nﬁ! s & Cofifacion CRinE,
her Bony frame ensing, her eyves dilating and going dis-
tant. Her mouth opened slightly; her fangs peeked: out
kenerth her lips. He took her under the nrmgrits — she fel
addly hight, considering — and propped her back against
Tht '“-'rl”

"I'scoming now," she slghed, *Fean really feel iv. Pere,
plrrﬁ.-r — help met

Pere saalbowed 1o force back the rancid vaste nsing in
hiz throar. He'd been steeling hims=lf for this for weeks.
He'd even known thar the circumstances would noc be
grear, But ic was onlynow, inthe foce of i — his dead-but-
walking lover sprawled on 8 dinty fleor, about to bring ingoe
this world o thing thar shouldn’t even extar, and begging
him for helpy for fuck’s sake — that he was traly impressed

with hisown incompetence. There was no answer 1o make
He started babbling,

ey, look," he said. "1 dem't core what ypou siy. 'm
calling %11."

ol Perae.

Leila, baly.™ He smetsthed her hait back. Her fore-
head was already slick with a red swear. “We have no idea
what we're doing hete: We're just a couple of stupid kids. 1
mean, whatever else yoo are now, you're a6kl a soipid kid,
Andd even if the they've never seen anything hike this
before, they've got o know' betrer than either of 1,

"Pere—"

"I"m doing it, Pm calling.”

“Pete, come back!” She grasped at him us he stood @
@i o thie phone, but she was in no posidon o stop him

“You can't call,” she protested weakly. “They won't
underarand this...."

"l don’t cape.”

“1 might be done before they get here!"

He dialed and waited. The line did nothing for afew
seconds. He waited some more. Evenrually i starred
beeping at him. Busy? Coald 911 be baisy? Mo, this was a
tast sy signal.

“Even the poddamned phome's noe working[" he
growled, threwing i against the wall. Some of the hblood-
strengeh Leila had given him kicked ing he didn't nysan for




g0, but it did. The phone crashed in the dingy plaster,
mm;airrﬂ.lkm then falling ro the floor with a clang,
The cord, poen from s socker, lashed around like an adder
“or i halfsecond before coming to rest.
“Lhiel yowdial 9 1o et out ™ Leila ssked when icwas over.
He was too faf pone even o feel sheepish. [t was just
onie more blow to his psyche at this poing. *Mo," he saad
stupidly. Hie went over to the cord and examined it. Sure
encugtt, it had left its htele plastic attachmens behiknd.
W ives eeailed cor uselessly.
FThen thar swhy.” She was actually smilimg a linte now.
*Dammir, Leila—<"
Lok, Pete" Her eyes were lnminous, bright wich
L exertion and pain. “We don't need them. For all we know,
' this wsothe it ime this has ever happened. Ever in all
hiseory. All in cook o make thar was yous and me."
"Sex | know how to do," he complained
e c'r'r.-.l.||.|f1. fewr this oo™ :lw]'\-ﬂmuﬁ:l-".‘:'{. COMTHE L
- Tlml: whs the end of that arpument. S-u_'l whw[ i[ [hl:
yampires busted down the door? So whar i the manager
came in with the roll-aways and got all pissed? He let
-~ himselfbe coaed back, sinking down ar her side. There was
- pnew odor now, the powerful, yensty smell of birh, min-
* gling wirch the other scents of mildew and dist and vampice
b and Love My Carper,
*Whar do vou wane me o do?™ he asked helplesly.
“Help me breathe.”
“Help you tremthe ™
Ui whatever! Tell me when o push.”
=1 think starting tuow would be a good rime.™
"N, ook and tell me when.™
*I'm looking. Thar bag's in the way. Should 1 break 65
“on'r. 161 beeak imsclf.”
“Whae if it cloesn't 'O, There it poes. O, Jesus. .. gros”
She serained horribly, The crown of & tiny head
pecped our. He could see wisps of hlack hair, the mame
shade as his. He thought to himself, it may lock like me,
burirs oot going to be like me. Ar nine months, it's
already h.:-1|..;h.-:':r. Surl.'ivi.ng in a cold womb, rindmg L]
' gwn breath and heartbear with no motherly chythms o
meensure itself against. Even unbornitwas ahell of a ching,
anl who Enew what it mighe do once it wis cuw? He
cheered it on mengally, Come on, liedle whatever-you-are
Clome on pact for Daddy. Dvm'e ke whae I'm going o da
with woae, bur ler"s ger this thing pomg.
Theey hisard a knock ax the door,
Hefroze. Leila lifved hier head, seill fuot quite far enouph
alang to be oblivious,
"The manager!” she whispered.
Pete shook his head, Could be. Could abo be their
death knocking at the door. Either way, nothing could be
done whour .

Then another rapping came at the window, and »
volee, faintly audible chrouph the placs. [rwes 2 woman's
voice. He couldn’t make our the words, bur Leila's
senses were funed o good deal higher. She listened eo i
for a minure.

“See who it is,” shie said,

W hat if 1it's one of them ™

1 dom’t think it is. Opan the dooe”

“Whar about you ™

“I'm fine. .. need 1o rest in betwesn amphow,”

Farbe it from him o go against female inouition acsuch
a time. Pete gor up, rehuctantly, and opened the door. A
voung black woman in a Lufdpdise jopging suic hunkered ai
the window outside, shading her eves, pressing her nose to
the glas. She srraightened up immedingely

"Who are you!™ he demanded

"Who do you think™ she replied. He made the
classic mistake for the second time this week and met her
swift glence. She said, “Seep aside, honey,” and he felt his
feet hl‘l“ﬁ“ﬂj! back so she could siep past him inte the
room. & moment later his body was his own Agrin, but ir
was oo lare.

Leila stared at the stranper: lose to modesty, she made
o ATEmPE 1o 0 up o compose hemelf, *You'te one of 1w, ™

Thewoman nodded. T'm one of us. Thin-hlooded, fike
yoal. Chitesse, like WML

Peie insrantly felt another surge of adrenaline, bue she
didn 't seem intent on doing anything hastile, 50 he juse
stood there and quivered, The woman paced from one end
of the room to the other, looking all around.

“And thisisit,” she murrmured, “This s whot we sw.”

"What are you talking abour!™ he enapped

*This was the vision. We've never mied: it tooether
befare. We had no idea bt would be so much eledrer. Pissant
motel room, no bed, L"lr.lngl.' CRrper. Leak stain in ohe G
commes.” Her guze followed the irems on ber checklisr
mocing esch in ourn with the same ksen appraisal "V aripire
in labar. Clueless mortal bovfriend. Even the broken wol-
umie knvob on the TV ser. This is ic.”

“What vision! Leila—"

The woman spun around, went back out the open door
gnd shoured: “Boys! This s it! Let’s bring in che stufl™

" har souffT"

She just smiled over her shoulder and walked away

Pete ran hack rohis lover's side, his brain spinning
a stunted, frantic network of stra regies Hu-.-:m_; i woman
in her birthing chroes was out of the question. That
flimsy door would-never stand up o a ging of the
undead. The lasevampire he'd shot with his pawnshaop
A8 had a{[uu“'.' Jaup’]'.ed. Bur ke had a Lippe In his
pocker, and somewhere in his duffel bag was a can of
SPTaYy paint.
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As he despemiely ummaged threugh it — amaging
how the thing mest needed always managed o sink 1o the

botinm — two men appeared ar the door. Easier cotel] char
thiey were of the undend; they were ns chalk-whiee as Leila
Chne of them had 5 bulging grocery bag in his arms; The
other held a baby carrier,

They came im and unloaded their ]:ug oty B Thoor b
||'|.r.- mibdle of the s

“1 think we goi everything here,” said the older-look-
ing of the two. “Some formuka, just in case. Hot plate o
worn it up. And some chunky beel stew for Daddy — how
lomg's i1 been since your |ase square meal! You can tear the
label off and cook it right in the can. Baby blanker...."

“1 don't understand,” Pete stimmered: Ledla was inche
middle of another prodigious contraction, howling and
digging her heels ingo the carper. He took her head in his
lyanide arwd srroked her :I:mp hinir. *1 don't understand, what
mre you Jl.l1r|..1_,'. I don't l].l'l:]lil'il-al'ld-"

“Thiese might want toowaika while.,..™ The woman's
imperturbable voige walted in with the cold air. Shehod a

Toa o Tomi Buoos
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mmll stack of foil-wrpped presens tucked under her our-
stretchied chin. The men hastenesd to unburden her. *Sun’s
coming up soon, And well have e hit the road the minute
it gees dark again.”

e

e, we. You gonna strap a newhorm baby o the back
aof a mororeycle in thie freezing min! And po where? [ Lefi
this' unwrapped.” She dangled a plasric hanger on one
fimger. Tiny, foored pajamas drifted on che wineergusas like
a minkanere flag. Pink pajamas,

“Who the kell are you!™ he sacled, knocking it aside

She looked at him, Her expresbon hoversd kn some
ineffable spoce berween pity and beatitude.

“Santn ond his elves.” shie said ar base. "The Theee Wise
hen. The Tooth Fairy, Dioes it meatter! 'We'ne the ones who are
biere mow, Thie cess whio come at the time when we're nesded.”

She gazed down ax Leila, gueping snd contorting, at the
birth of & new moe and noc fust of the baby hidden in the
compass of Leila's belly.

"And i thme"”
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But God hath chosen the foolish things of the world o
confound the wise; and God hath chosen the weak things af the
wirrld to confound the hings which are mighty.

— 1 Corinthians 1127

The World of Darkness is a world of glanes.

For ages untold, the Kindred have walked chat
world, mighriest of the giants. The very eldest of them
are indistinguishable from gods. The weakest of them
con stand against many men. Mow safely hidden
behind the veil of human skepticism, they have in-
ginuated themselves into every mortal institution.
Cities swell under their atrentive influence to provide
ever more disposable vessels for vampires' endless
thirst. Although wise mortals and other desperate
creatures fight them every step of the way, they con-
tinwe to flourish. Nothing seriously threatens the
prominence of the undead.

Until now.

In their hubris and selfishness, the Kindred have
finally exhausted the etermnal Curse of Caine. When a
vampire of the 14ch generation attempts to create

L

i

another of his kind, he has a substantial chance of
failing; and even should he succeed, his childe will
mever be able to sire a childe of her own. Fifreen is the
utrer limit. The Final Nights are upon us. We have
entered the Time of Thin Blood.

THEEVEOF GEFHENNA

This book fulfills i ritle in two different but
closely related ways. First, it describes a setting, the
world into which thin-blooded vampires find them-
selves Embraced: Kindred society teetering on the
edpe of apocalyptic chaos. Second, it describes the
thin-blooded themselves, giving an explanation of
their nature and role in the World of Darkness as well
as mechanics for creating a thin-blooded characeer

Whar is presented here for your delecration is not
Gehenna itself. Instead, the idea is to push everything

Sem




that much closer to the brink, to sound the echoes thar
|:'='-r|'|[l.|..l||.'r' |'1':I:|H the avalanche. This book examines
the millennial hysteria presently gripping the Cainire
race and provides sugrestions for chronicles ser on the
eve l.|F':._;l."'hl..']'I|'|..'|.. ]I'l l.l[]'LL'f u.u-rds. ir dan'e the L-nnl. |rr|_|l,-'
the beginnming of the end

Things fall apart, as the poem says. Peace and
cooperation among the Kindred are historically frag-
ile ar best, and it never wakes much o make them
crumble. Undemeath their rational, cynical facades
and their smug assurances of supetiority, the Kindred
are terrified by Noddist prophecy. The Book of Mod
rells them thar their time is now short. Moreover, it
tells them that the very least of their kind, the clanless,
thin-blooded masses, will be their undoing. Hemmed
in by their own paranoa, they are ready to lash out at
any scapegoat, to follow any messiah, 1o resort to any
stratagem. And as omen after omen manifests, things
can only ger worse

THE HAEDR’S EpnGe

.[.Eli' |I||:'I'I"'Ilh.'l.ll.'l.l.I "|Lm'r|rl;'ﬁ -\.I1 Eht‘ I*[‘h and
| 3th Crenerations, are the obliviows instigators of all
thiscontroversy. | heirappearance heralds Gehenna.
Their weak blood, which often lacks the potency
even to bear the full Curse of Caine, earns them the

fear and contempt of other Kindred. Their ignorance
of vampire lore and customs makes them SITANgErs
fat only to their osm kind, bur also vo themselves,
Worst of all, a few of them bear the dubious gift of
visions. These waking nightmares intimate ancient
mysteries and a dire reckoning to come. Possibly,
they could be of use in averting the doom of the
Earth, but only if the reluctant prophets can survive
long enough to decode them.

Make no mistake: The last generarions are pa-
thetic weaklings as vampires go. Although, like ather
clanless, they can sometimes creace their own Disci-
plines, they can attain only middling proficiency in
any power of the Blood. Moreover, their diluted vitae
can barely sustain their bodies, 1o say nothing of
fueling supernatural feats. Their unique abilities are
much more useful for perting them in trouble than o
of it. Most thin-blooded know they aren’t long for the
world: hell, the world isn' long for the world.

However, a thin-blooded character is also a unigue
roleplaying oppormunity. Of all the Kindred, the weak-
lings are chronologically and biologically elosest to
humankind. Thus, their temptation is commensu-
rately greater. They walk the razor's edge: On one side
is the mortal life they haven't yet had a chance o leave
behind; on the other, the Kindred, the deadly and
inscrutable immortals who hold the secret o their

Towe: O Tiame Buoo
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ﬂhmu Here is a chance to look at undearh
vith new, innocent eyes.
Mn, ite their ourcast status, the thin-blooded
are inextricably linked ro the changes taking place in
', World of Darkness. An anarch or aurarkis can
[ in skulking at the edges of Cainite society for as
g j_ 1S I'u: wishes; few really care. But many thin-
! bloaded, whether they like it or not, find themselves
ht up in something far larger than themselves,
simply by virtue of their part in the ancient prophecy.
h‘ have no power, no control, no answers. Whart
| they do have is destiny.
e ﬁqukknntl: on vocabulary: Kindred of the clans
n use the word vagranes as a general term for all
s troublesome, benighted vampires who refuse 1o
mrticipate in the traditional order, whether of legiti-
mate or illegitimate siring. Anarchs, autarkis, Caitiff
mithn'u-hhmiedhfe al]L;dm:Enr.LThEel phrase drf*;
w pmHern is being ied about Elysium wi
e frequency as disaster looms ever nearer.
Oner Twice Damned examines the bio-
| Bogical reality of what renowned Malkavian sanguinarian
Dir. Douglas Netchurch refers 1o as “Thin Blood Syn-
 drome” It also contains certain rules systems for
| thin-blooded quirks, such as altered blood point costs
A and information on the “half-vampire” dhampis.

_ﬂ

e :

Chapter Two: Alas, That Great City explores
the social aspects of the Time of Thin Ellﬁd. It
explains the perspective and the survival strategies of
weakling vampires, then discusses the Kindred reac-
tion to the thin-blooded and other portents of doom
(the picture is not a pretty one). The scourge — a
bloody reincamation of an ancient Kindred office —
is expanded and developed.

Chapter Three: A Stain on the Soul provides
mechanics and suggestions for creating vampires of
the last penerations, as well as systems for the curious
power of Insight.

Chapter Four: Written in Red offers conceprs
and advice ro Storyrellers for building chronicles set
on the eve of Gehenna, particularly with thin-blooded
player chamcrers.

Chapter Five: New Blood gives five plug-and-
play templates for thin-blooded and dhampir
characrers.

Finally, the Appendix: The Week of Nightmare
looks at the terrible toll the Time of Thin Blood has
taken on the World of Darkness — and one clan in
particular. [t seems that Gehenna came early this year
for one of the Cainite clans. ..

Proceed, then, with caution, into the hirth of a
new and darker age....

bemcoucnow: Tre Dam S
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For a minute I lost myself.
— Radiohead, “Karma Police”
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_-expend maetoaﬂgmen;theu strength. From the number of times participants
vztac or(agaﬁn} the change in body weight, one can calculate vitae efficucy.
Str: ngthhefemhehelghlens hisstrength. Participants
il. Statistically valid results demand many repeated trials.
y some B:sc;p]ine thatcﬂnsmncs v:tze, until they reach the

dmpi "Tbm Bmd Syndmma- For vmnpires of the Hﬁ:and 15th Generations, the Vitae
t always -

; cale. fully smd mpires of the 13&1 14th and 15th Generations all contain the sameé number of
110 mghls. y reach minimum weight and exhaustion of vitae; onthe I 1th night, signs of physical deterioration
the 13:@,;&31:& they enter torpor. Tests using the other scales, howe ver, reveal severe restrictions on vitae umge -
1 and ﬂ;—gr,neraﬁun vamplras In the course oftcst.mg., three distinct populations emerged.

pULATION T: “NORMAL™ 147H GENERATION
Eve thn sated, these vampires could regenerate wounds or augment their strength only eight times before needing

again. Despite thi theykeptareserve oftwo VEUs. They could use thisteserve vitae only for the autonomic function
h.evermg Iifuund il ntlmr measmtablﬂ hantﬁcap int this population.

lﬁmmmgemram or qmcken only four times. Whm they exhausted their ability to use vitae, however,

a reserve of two VEUs, usable only for waking, Careftﬂ measurement of changes in body weight while
ing vitae revealed the reason for this diserepancy: Kindred of this papulauon expend vitae at double the rate of other
pires. More detailed testing. alsorevmad other handicaps relating to vitae usage.

yT1oN I “‘THN-B ESme&RmQN
 Kindred co en a{xlzmunws i fully sated at the start oftesting, btﬂlmptammcoffeur\fﬁu«
for wa 'g.’mey m.exgmﬁad%ﬁ&ﬂbhth:mw

- Mara detmlsd testing of my research xubjeuis revealed lwn other dmalnliues arising from Thin Blood Syndmme
aﬁﬁecduml evidence suggesr.s a third.

GHoULs
The Ghoul Scﬁemedwmplmfymapphnableio Populaqm ITand 1. These vampires could not create or sustain ghouls

Catall Pﬁpulanm'l vampxres could sustain ghouls normally, even with their last two “reserve” VEUS.

- THEBLoOODBOND

Vitae Efficacy Units : 'i Nor could Population IT or IIT vampires bond mortals to
: - them. Several research subjects eventually volunteered to

Dr. Netchurehs has, of course; discovered the blood
Hnt. {rn ba.:n; terms, vampiteswhoactually havethe Thin * ageept blood bonds from other subjects, in the interests of
Eloud Flaw have double blood point costs for healing  S€ience, None of the vampires in Populations Il or Il could

wounds, boosting their physical Attributes and fueling. * - blood bond another vamp:re Kindred of Population I had no

Disciplines (those Disciplines that cost blood points, any- miﬁcul!y s TS GE S e F o

way). The cost for nightly rising, however, remains one = Vampnesafﬁllth&apupulunons,howevcr provedequally
Bload point. (}:mpan:d to other vampircs. mpm with SIEccpﬁbIc to blood bouds ﬁm Pﬂpuiﬂnon I or “pnormal”
Thin Blood Syndrome can hardly use their vitaeatall!  * vampires. Theycan beblmdhonnd just like any other Cainite —

. areassuring discovery, in View of certain other of their abilities.

Crarmer One: Twice DamneD
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Alternate Rules - THEEMBRACE
Why do only some vampites of the highest genera- Thin Blood Syndrome affects a vampire's ability to Embrace:
tions have T‘hm Blood Syndrome? Why not all of them? ~ montals. Two of my “normal” [4th-generation vampires (Population |
o' Storyrellers who wanttomake the thin- 1) had sired childer (one of whom herself became a test subjectin my
blood ]m[ ¢ part of their campaign can rule that in research). One of my Population IT subjects claimed that she oncetried
cheir W O',d" d.“pm" every 14th-generation vampire has mmmmmmmmvmﬂ
the Thin Blood Flaw (but have a better chance of siring muummmmmm-
hilder — say, 50 percent instead of 20 percent — or there - incidents of 14th-generation vampires failing to sire childer. For
ain't gonnabe many 1 Sth-generation vampires!) Ortheycan | Kindred of the 14th Generation, the overall chance of siring a childe
rulethatonly Cairiff receive the compensations of thin blood — seems o lie between 40 and 60 percent. What's more, popular reports
(personal Disciplines, Insight, etc.), but the generational claim that 15th Generation vampires cannot sire at all
limit doesn't apply. Or they can rule that only vampires with I suspect that success at the Embrace would vary between
the actual Thin Blood Flaw get the special benefits. Ul Popuhﬂms!anéﬂ—ﬂm?thﬁon!vmmﬁm
mately, as always, the decision restsin the Storyteller'shands. ¢ with littie or no incidence of failure, while Population IT would
suffer almost certain failure, just like Population I Kindred. |
L5 would like to determine exact percentages under laboratory conditions. Unfortunately, the concomitant ethical
 problems make testing very difficult. I will tender a complete report once I have located a large enough supply of suicidal
or socially negligible mortals to act as test subjects.
~ Questioning of thin-blooded subjects also revealed a peculiarity about their own Embraces. As we all know, the change
- from human to Cainite takes a very short time — usually less than a minute. Several subjects, however, claimed that longer
_periods passed between their exsanguination and their rising as a vampire. The longest hiatus reported was 15 hours. During
 this period, as far as their sires could tell, the subjects were dead.
- Only one of my Population [ subjects claimed such a “delayed Embrace.” Three of my Population Il subjects did so, as did
fourof my Population Il subjects. (See the appendices for a complete tabulation, but the data setis 100 small for statistical analysis.)

DisciPLINES
The highest generations may also have a reduced capamy for developing Disciplines. That none of my test subjects
hadmlmaly mastered any Discipline is perhaps not surprising, considering their yonth. None had been & vampire more
seven years. Among the 15th-generation test subjects, the oldest had spent just 14 months as a vampire. Obviously,
of them had heard of a 14th or 15th-generation vampire ever fully mastering a Discipline. Several reported a rumor
mm&elﬁm-bhodndcmﬂmua&sctpﬁnem]y if they lowered their generation through foul diablerie.
~ Icannot yet corroborate this rumor. To confirm or refute that the thin-blooded can never master a Discipline will take many years.
mwmlllmebm numcrous thin-blooded subjects for statistically valid results. I cannot add such a program to my
research schedule without increased funding and resources. Perhaps some other Kindred cugenicist might take up this challenge?
-~ lcanrepor, however, that the latter generations leam Disciplines more slowly than vampires of lower generation (though not
] so slowly as a ghoul). T leave it to other researchers, with greater experience at educating childer, to calibrate this deficiency and
ﬂf&bﬁﬂmhndmilcmlmswiﬂ: genuine Thin Blood Syndrome or whether it occurs among all vampires of the highest generations.

‘THIN BLOOD DEFINED
~ From these test results, one can construct a precise definition of Thin Biood Syndrome:

- *»Thin-blooded vampires must expend twice as many VEUs as other vampires to heal wounds, increase their physical
_ prowess or fuel certain Disciplines. (1 conjecture that the Might Scale results for strength will also hold for reflexes or
 resistance 10 damage. Unfortunately, Maxius has not yet published detailed experimental protocols for measuring these
“aspects of physical augmentation.)

Thin—bloqdad vampires cannot create or sustain ghouls at all,
‘Thin-hlwdad vampires cannot blood bond mortals or other vampires.

Anmgﬂﬁn—hhnded vampires, ability to confer the Embrace is greatly reduced, if not completely eliminated,

: Populations IT and I1I suffer from Thin Blood Syndrome in full measure. Population I does not. All three populations, however,
%mmumammwmmwwmmmm

THINBLOOD ANDTHECLANLESS

- Contrary to popular belief, notall Caitiff fit this proper definition of thin blood. I believe that this misconception arose because

i mmmﬂsh-mﬂmvammdonmmmeuc}anmaestrymdcum Some do not even know what a clan is!

o
-
-
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it knowledge of a Cainite’s ancestry, determining her clan membership becomes a detective’s puzzle. One can
recognize 4 Nosferatu Caitiff with relative ease (see my notes on that peculiar anomaly in Dr. Reage’s
of the Nosferatu® paper). but in other cases, the clues may be slender. The Disciplines that an ignorant neonate
up” seldom give an unambiguous answer. Many of the special weaknesses and foibles we regard as so
of our lineages may not be obvious. Nor can we regard them as universal, A strong-willed Cainite can
ny of the hereditary handicaps. I myself am Malkavian by ancestry, but no insanity has ever tainted my
e rational processes of science. Conversely, a vampire may show handicaps or obsessions quite unusual to
for instance, a Gangrel with the dietary exclusions of a Ventrue, or a high-strung Toreador with the temper of
refer the curious to my august sire Trimeggian’s Encyclopedia Heamovoria for a full discussion of the methods
of determining an unknown vampire’s clan affiliation. .
these difficulties, “Caitiff”* very often means “lineage unknown” and nothing more. Were they closely
ind their ancestries known. no doubt many “Caitiff” would stand revealed as members of one clan or another.
ly did not receive training in their clan’s affinities. culture — yes, and foibles.
must still concede that many of the highest generations do seem to be true Caitiff. Atleast, asizable fraction
s display no Discipline affinities or weaknesses so strongly that one could assign them toaclan. | have never
aKindred of the 15th Generation whom I would confidently place in a clan if I did not know his ancestry (most
), At least half the vampires of the 14th Generation defy classification as well.
 does not show any greater preponderance of Thin Blood Syndrome among the clanless (or “clan-unidentified”)
those who clearly show a clan heritage. While thin blood and clanlessness are certainly linked phenomena, their
ENSATIONS OF THIN BLOOD SYNDROME
snveniences, Thin Blood Syndrome may offer at least a few small benefits to its unfortunate victims. Indeed,

oft attributes some quite marvelous powers to the thin-blooded. Two such claims I regard as proven: one remains
Finally; one is proven, but with such far-reaching implications that T must describe it in a separate section.




—T_—-_a

RESISTANCETO SUNLIGHT?

I was as skeptical as anyone about tales of “Caififf rabble” walking by day. I know from experience that even Methuselahs
must fear to walk by day: Despite their fantastic resistance to other sorts of damage, the elders may bum within minutes, even
on a cloudy day. I can verify this from witnessing my grandsire Addemar’ s suicide in 1877. Addemar is said to have taken a
cannonball to the chest without harm, but in sunlight he caught fire in %smmdsandbumedtcash 12$econdsﬂ1mﬂer
{Naturally, I estimate those times as accurately as possible.) - i

As a scientist, however, 1 keep an open mind and put these stories to the test. I, six local necnates of various generations
and several of my high-generation test subjects briefly exposed ourselves to sunhgltt at various intensities. Only the left
hand was so exposed to a narrow beam of sunlight, carried into the laboratory via a fiber-optic cable. Chaining the sul:gecls
to vivisection tables eliminated the possibility of phobic reaction (Dérn's overwrought “Rotschreck™) spoiling the
experiment. I must particularly thank my ghoul assistant, Dr. Reage, for her invaluable help with test subjects who could
nof stay awake until the experiments. Fenunataly. wakefulness or sleep had no discemible effect on test results,

1 myself am more than usually resistant to sunlight, having cultivated supra-physiological resilience (what my sire,
Trimeggian, dubbed “Fortitude™ in Encyclopadia Haemovoria). Despite this, exposure to full sunlight burned my left hand
to ash in short order. Most test subjects exhibited similar responses (complete data, with statistical zmn!ysns. appears in
Appendix Two). Among my 15m-gmm test subjects, however — and only among them — trauma from sunlight
progressed ata slower rate than it did with 14th- or lower-generation testsubjects. Laterexpanmentanon showed no further
evidence of general resistance to other forms of extreme damage among lsm-genmuon vampires. Chemical combustion
damaged their flesh as quickly as it did the tissue of other vampires. Likewise, violent removal of large masses of flesh from
limbs or the trunk caused equal reduction of their ability to perform various physical and mental tasks.

I also exposed research subject tissue samples to sunlight. These in vifro experiments permit a more precise
measurement of 15th-generation resistance to sunlight, since the tissue samples do net struggle, scream or expend vitae in
attempts to regenerate themselyes. At high intensities, incineration progressed at almost the same rate as for other vampires.
At low intensities, however, incineration took much longer for 15th-generation tissue samples than it did for the flesh of
other vampires. [f a 15th-generation test subject could stay awake during the in unvive tests to augment their resilience with
vitae; they could resist sunlight even longer. For all other vampires, vitae expenditure does nothing to resist sunlight.

What is more, these subjects could heal the damage as easily as they healed punctures, small incisions, broken bones
and other conventional wounds. Theoretically, a 15th-generation vampire with well-developed “Fortitude” tmght resist a
mild exposure to sunlight (as, for instance, on a heavily overcast day) for several minutes, and could easily survive briefer
exposures o more concentrated sunlight.

This is hardly the “immunity to sunlight” of popular rumor. As we all know, however, tales grow in the telling. I now
have two 15th-generation test subjects repeatedly exposing themselves to low doses of filtered sunlight in an effort to
developtheir “Fortitude.” In a few years, Thope to provide graphic andmantmvamhle proofthat I Sth‘genermf‘mvampnes
can develop such remarkable resistance. % -

NOVEL DISCIPLINES?

Wild tales of vampires with unknown Disciplines are certainly nothing new. Nor are they confined to rumors about the thin-
blaoded: In the last two years, some quite absurd stories about the vampires of the Orient have gained wide circulation. Until
recently, these “new Disciplines” prmrad elusive, Like the vanishing hitchhikeror the poodle in the microwave, tbeyware always
seen by a friend of a friend, never in an Elysium with a dozen reputable witnesses. (I refer interested parties to my sire's attempts
tolocate avampire with the alleged Discipline of “Bardo.” He concludes that the Discipline does notexist.) How could one believe
that a neonate should generate a new Discipline, when even Methuselahs find it a labor of centuries, if at all possible? -

(Again 1 refer to the work of my sire, who concluded that our dead flesh and static states rendered such creation
impossible. Although I have noticed aberrations in the greater
condition of vampires; particularly those of the high genera-
tions — see below — vampires do seem to be inclined toward
stasis rather then evolution.)

Almost a third of my research subjects, however, clearly
displayed “Discipline” powers notdescribed in Encyclopadia
Hemeovoria. These occurred in all three populations. Allow
me to describe three of the more interesting cases, (For
complete descriptions, see Appendix One. All names are
pseudonyms Lo protect the privacy of research subjects.)

The "New” Disciplines
Some of these are actually Disciplines from other
supplements. “Jason” and “Jeff” have Sanguinig; de-
scribed in the Guide ro the Sabbart. “Jinx” comes from
the Dark Ages Discipline of Maleficia, described in Dark
Ages Companion. See below formore on using “old” bt
obscure Disciplines and Thaumattrgical Paths as “new”
Disciplines for the thin-blooded to invent.

Time of Tran BLooo
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- “Carlos,” a 14th-generation Ventrue (Population 1), preferred to feed from sleeping yessels as 4 matter of convenience (in my
um thi is no Jonger necessary). He’ﬂfsvelnpeda literal hypnotic power, putting mortals to sleep simply by staring at them
g i -action or any awareness of Carlos’ presence on the victim' s part.
on' and “Jeff,” twin l4th-generation Cmtﬁf(l’cpulahon[}whaslm ablood bond, can healeachather’s wounds from
1 _50 meters away, solongas they can s&ee&tﬁn other. They claim they dxscave:edﬂus ability withina month after their
In the course of experimentation, they also found they could miake external body paris mt:h as arms or eyes vanish
1 one of them and appear on the other's body. (As yet, they have not found any use for this pawer more constructive lhan -
a5 they put it, “grossing out” my other subjects and research staff. Not all these anﬁmalqﬁs powers are uscful ) :
“Mary,” a Ism-gemrauen Caitiff (Population ITT) and enthusiastic gambler, had an unusually subtle power. She could
'hervmorymanygamef chance... or rather; shccauldgﬂmanmahe:oppmem s defeat. More than that, she found she
ke anyone fail in their next clearly defined task, if it had any aspect of chance or uncertainty of success. For instarice,

Uiy T

[ll: |

Fr%ﬁiﬂd not make a pair of dice roll a specific number but she could make a person lose a bet about whethier the next number
-wuu]ﬂ be even or odd. Her mark bet wrong more than 90 percent of the time. In the same manner, when she concentrated on a
tarpet-shooterwho normally hit a bull’s-eyeata given distance 70percentof the ime; hisaccuracy dropped toless than 10percent.

f: NorWﬂBthéa&thaoccamemi freaks of vampire physiology, neither teachable nor heritable, that one sometimes encounters

among the Kindred, 1 myself have learned Carlos’ “Sleep Whammy.” Jason and Jeil have taught their wound-healing trick to
- another pair of mutually blood bound Cainites. Mary, alas, met Final Death before she could share her probability-influencing
“‘jmx' with me and so render my research self-supporting (or rather, involuntarily funded by Las Vegas and Monte Carlo). ;
. The evidence is overwhelming. The thin-blooded can create new Disciplines , obviously, and other vampires can learn them.
m;tﬁngmmy sire, vampires who devise new Disciplines once received the title of inceprors. Hitherto, only Antediluvians and
 gither elders of low generation received this henorific: Despite the outrage to sensibilities — and my siré became quite voluble when
' I'made the suggestion to him — we shall have to get used to. spealcmgefﬁnn-b]ﬂodﬂd. neonate mcf:pmrs

' CLAIRVOYANCE?

Rumors of “Caitiff prophets” and thin-blooded “seers” have becnma m;aﬂj' as common as tales nf anomalous
' Disciplines. This rumor has proved more difficult to confirm or refute.

Todate, four of my research subjects have claimed thal they experience prophetic dmams,mlmoyant visionsorsimply
hunches which proved uncannily accurate. They have groupedall these phgmmnuaundenheidaelnf “insight.” Such claims
,acma.lfy seemed quite plausible. Initially, I believed that they had devekqpe& the Dzscxphug my sire has dubbed
(uncharacteristically poetically) Auspex, but did not understand its significance.

Standard tests for Auspex, however, failed to show the characteristic powers so Cﬂl‘ﬁfﬂﬂ}’:ﬁﬁﬂlﬂlﬁgﬂﬁd hy my sire and
farmhar to so many of us. Only one subject could augment sight and: hv:armg to superhuman levels: None could perceive

auras. All failed at the Zener card tests that would have shown use of telepathy or remote viewing. -

My secondary hypothesis was another new@mﬁhne perhaps a variation of Auspex appearing widely throughout the

thin-blooded population. With the assistance of the local Skeptics’ Saciety, Dr. Reage developed several tests for precognition
and clairvoyance. Once more, results fell below a statistically significant rate of success, ‘well within the mngeafmare chance.

Test subject “Wendy'* claimed that her so-called “insight” only dealt with the present, past and future of other vampires, At this
paint, Tcanfess I suspected lhe “cold reading” tricks employed by mortal foriunetellers (o dupe the gullible. (L myself can perform
cold readings of other people’s history, character and interests. These seem guite astonishing to persons who do not appreciate how
a trained observer can extract information from even the tiniest clues; Anability to pull information from “nowhere” is claimed for
the Discipline called Dementation, which has now become all too well known — but I of course do not practice that Discipline. )

During a visit by two ancillae, however, three of my self-proclaimed “seers” spontaneously made shocking claims about
the visitors” past activities and connections to senior Kindred. As my patron well knows, these claims not only greatly upset
both visitors, it led to the murder of one, the execution of the other as the killer, and the current prosecutions by the scourge.
(May I share my outrage over the accusations of treason against your dear childe. T cannot believe them and am sure that
investigation will lead to full exoneration,) Siill, the investigations have borne out most of the specific claims by my “seers.”

One demonstration, however, doesnot constitute proof. The entire situation could ha\*e been a setup, with mfurma;mn
hypnotically implanted in my subjects’ minds by parties unknown, precisely tocause such turmoil. ®

Subsequent attempt to evoke this insight pmved inconclusive at best, biatant failures at worst— with one: E?XCE-pI] on. Dr,
Reage suggested that the stringent protocols against tampenng used in solo tests might have an umﬂudatmg, negative effect
on fest subjects. A'more sympathetic group setting might cause less anxiety and give better results. Although this smacked of
the “bad vibes from skaptms" that psychics use to e.xplmn away their failures, it seemed worth trying at least mme DI.’ Reage:

Criaprer One: Twice Damnen
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also suggested using the placebo effect— some harmless flimflam — to increase the subjects’ confidence. Normally I dislike
decm:vmg my test subjects, but Dr. Reage supplied abundant precedent for such techniques in psychological research.

My honored sire, Trimeggian, paid one of his all-too-rare visits just before the séance. With his permission, I made him part
of my “placebo.” Before the test. all four subjects consumed blood that, unbeknownstto them, contained a small dose of ketamine,
Inmortals, thisdrug produces a dreamy, suggestive state: inablood solution, it has much the same effect on vampires. The subjects
and my sire sat in a circle around a table. I told the subjects that my sire would use his awesome mastery of Auspex to open their
‘minds to the future. My sire then sonorously counted to 10 in Old Church Slavonic as T lowered the lights,

‘Seldom haye I seen such shared concentration. Tmust confess to amoment of superstitious dread as my four “seers” cried
out the name “Lamdiell” in perfecr unison. Still speaking as one, they described a small lake surrounded by mountains — then
three owls sitting together on a tree branch — and then a naked youth rising from the waters beneath a blood-red moon,

Asiswell known, the power to read minds seldom works upon ane’s fellow Kindred. Nevertheless, Tmade a supreme effart and
was rewarded with sucoess. I entered the minds of my “scers’ and.. I saws I saw the youth— a'boy in his early teens — cast a silver
butlerfly ata greattower marked with arose, and the tower falling. I saw myself standing beside my sire Trimeggian asthe cast-iron doar
tohis sanctum broke into thousands of scuitling beetles. I saw my sire’s precious books take wing as birds, 4s the youth stepped through
the doarway, blooad dripping from his hands. Tsaw him pick us up— we were no larger than mice — and swallow us whole,

I'beg my readers to forgive any lapse from scientific objectivity. It was a shattering experience. Severe as it was for
myself, it left my seers (I can no longer use the quotation marks of doubt) in torpor. One has not woken up yet.

Letme repeat that I still have only anecdotal evidence for this prophetic power of “insight. In s¢ience, no single eyewitness
reportcanconstitute proof. We must have reproduction of results, or at least somie sortof corrobaration. Trimeggian hopes to prove:
the vision's worth by finding the Lake of Three Owls and that youth, his grandsire, Lamdiel. whose portrait he inherited from his
sire, Addemar. Yet I fear the search will prove futile. and we will know the vision’s truth only when itis far too late to take action.

ANOMALOUS B10LOGICAL ACTIVITY

The final aspect of Thin Blood Syndrome seems to have escaped populac report. If my research subjects are typical, most thin-
blooded know so little about the Cainite condition that they do not recognize their own anomalies, Other Kindred notice the highest
generations’ vitae handicaps and strange paranormal powers, They miss the subtler effects of Thin Blood Syndrome. I however. have
made detailed observations of the thin-blooded for two years, under a wide variety of physiological stresses. As a result, T have
- discovered a phenomenon so unprecedented as to call inte doubt our mest fundamental understanding of the Curse of Caine.

. The stasis of our corporeal form is so well known to us that we often ignore it. It is a truism that we Cainites do not
‘age; more than that, our bodies do not change at all, except for a slight increase in pallor as the centuries pass, When we
‘awaken each night, our bodies have restored themselves to the exact condition and appearance they held on the first night

. of the Embrace. Mortals grow and age; we do not. ' i

(Icanatiestto the powerof this stasis. As a neonate, newly entered upon my trademark research, Iunderiook to remove
~atattoo from a fellow Cainite, a former sailor who found the vulgar mark hindering his new courtly ambitions. In the end,
T'had to excise nearly a pound of flesh to keep the tattoo from reappearing on his regenerated skin.)
Thus, when I noticed that rescarch subject “Jason™ bore an unaccustomed five-o'clock shadow on rising one evening, [
-suspected one of his jokes. When I told him to “wash off that fake stubble.” however. he seemed genuinely surprised to find
itthere. Iamashamed to say that we exchanged heated words, butin the énd Jason appealed to my scientific objectivity, inviting
“me to inspect his whiskers for myself. Words cannot convey my surprise when I discovered that Jason spoke the truth!
My second hypothesis, that a Tzimisce impostor moved among my staff, T rejected within moments. If a flesh-alteri ng
Fiend had infiltrated my laboratory, it would haye struck ina far deadlier manner, I was 1eft with the improbable — insane!
- —conclusion that, as he slept during the day, Jason had indeed started growing a beard.
The most minute examinations on subsequent nights showed no further activity of Jason's follicles, but from then on 1 kept
special walch for other evidence of transitory metabolic processes among my thin-blooded subjects. Over the following six
_months, I found several instances of anomalous biological activity. Specifically. I found five instances of hair or beard growth
~ by up totwo millimeters; three instances of nail growth by halfa millimeter; three instances of perspiration (mortal sudation, not
the “blood sweat” we Kindred sometimes experience under extreme stres): two instances of sun-tanning; and one menstrual
period. Three instances involved more than one formof hiclogical activity. (See the case studies in Appendix Three for details.)

- As the case studics show. each biological episode followed a period of intensive vitae expenditure. Five oceurred i

l during or shortly after convalescence from vivisection. Four occurred when the subject repeatedly fed to repletion then

expended vitae 1o exhaustion as part of Vitae Efficacy Unit testing. The remaining two episodes (the sun-tanning) occurred
dum:gthe sanlight exposure tests. All biological episodes lasted less than 12 hours. Four episodes occurred among 14th-

generation test subjects and seven among the 15th generation,
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stron may well wonder why I make so much of these peity examples of cellular activity. I know that many Cainites
their corporeal stasis, they come to find mortal physiological processes faindy repulsive. A slight growth
rivial. At most, does it not further show the weakness of the highest generations’ blood, that it cannot
change? In my research, however, [ found two other forms of anomalous biological activity in a thin-
 One such instance was not of short duration, and its consequences were far from trivial. :

now to perhaps the most surprising and momentous discovery inmy researches — perhaps the most astounding
he history of the research of Kindred physiology- _
s of my comrespondents reported that the Kindred of Cleveland were in an uproar about a masterless ghoul.
y my past reports, such creatures exist in greater numbers than most Kindred care to believe. My
‘brought this young ghoul to my attention because he seemed not to require monthly infusions of vitae to
unnatural state. She hoped 1 could explain this impossibility. i
wediately recognized the creature as a revenant, a hereditary ghoul. (I have never traced the origin of this odd
1 leave that task to the etymologists of our kind. ) In case the passing of time has dimmed my patron’sredoubtable
1 shall summarize my last report. =
ry rare occasions, a ghoul conceives a child and bears it to term — most fetuses miscarry upon the mother’s
»f blood. Such a child, continuously exposed to Kindred vitae while in its mother’s womb, might not only be born
ed, but may sustain that peculiar state by itself, without consumption of Kindred vitae. 5
schanomaliesbreed amongst themselves, their children may become self-sustaining ghoulsin turn. The loathsome Tzimisce
families of such “revenants” for more than a thousand years. To date, I have only examined specimens from two families
.mme_BmhchmmmOMymmmMaMr.Mmhaspmﬁdpmed in a detailed series of
(My attempis 10 breed a revenant of my own have so far met with failure. I suspect that the process may involve other
yetunknown.) The prospectof anotherrevenantto examine did muchtoassuage my lingering griefatMr. Zantosa'sdemise.
y, my immediate missive to the Prince of Cleveland proved influential enough to prevent this new revenant's execution.
 several months. young “Michael Smith” (not his real name) proved an enthusiastic associate. His willing participation
ion, once its purpose was clearly explained, puts the lie to claims that the younger generationof mortals hasno interest
I am sure that his unannounced departure during the day was due tourgentand unavoidable responsibilities elsewhere.
: test 1 conducted indicated that Michael was indeed a revenant. Although carefully monitored to prevent any
him ingesting Cainite vitae, he displayed typical ghoul characteristics, including the ability to augment muscular
reflexes, pain resistance and healing. Under my tutelage, he not only learned to resist the_'effi_icts of grave somatic
i.e., Fortitude), he learned to extend his senses, thus gaining the rudiments of Auspex. A meritorious boy, indeed.
claims that he felt “different” and set apart. Michael seemed in most ways a normal, contemporary American
r. Reage assures me that such feelings of alienation are virtually universal at Michael’s age.) He displayed none
aberrations which at times strained my relations with Mr. Zantosa. Michael claimed, however, that his mother
vampire. Not a ghoul who served a vampite, but a vampire herself. : il
. ful],,MJchaai said that his father alone raised him in Cuyahoga Falls. Ohio. He would never speak of Michael’s mother.
When “Mr. Smith” remarried, Michael found the changed domestic situation unpleasant and ran away to nearby Cleveland
 in search of his other parent. He found her, and she revealed her secret to him as an explanation for why he was “different.”
Her naive attempts to introduce him to Kindred society brought about the uproar that brought him to my attention.
* Tlinvestigated despite the manifest absurdity of the claim: A scientist must always remain open to startling claims, atleast
fiﬁmmﬁc evidence is promised. I verified the identity of Michael s father, a drugstore manager in Cuyahoga Falls. “Mr.
ﬁfw denied any peculiarity in his first wife. but I swiftly recognized the signs of memory alteration. Whien I removed the
" mnemonic blocks, he confirmed Michael's story- ' : 5

| His first wife, he said, was indeed a vampire. As with so many American families, however. the birth of a child strained :
 their relationship (which must have been rather odd to begin with), and they separated. In a praiseworthy show of concern for

the Masquerade, “Mrs. Smith” blurred her ex-husband's memory, leaving him with the belief that she had merely pursued a
nocturnal lifestyle whose peculiarity became intolerable. I myself find such mind-tampering morally repugnant. but when [
explained my quandary to “Mr. Smith” he quite rationally accepted the importance of the Masquerade for both Kindred and
 kine. Ina stunning display of altruism, he adopted his own conclusive solution to the problem. I salute his memory.

_All that remained was to locate the former “Mrs, Smith” in Cleveland. Alas, she met Final Death the week before I
 arrived, executed by the same scourge who had harassed her son. (Let me tell you, I gave the self-important fool afew stern

Crarrer One: Twice Damnen
23



words when I found out.) Queries among the rabble of Cleveland's Kindred, however, confirmed the identify of “Mrs
Smith" as a vampire, believed to be of the 15th generation. I must regard Michael's remarkable parentage as proven.

Itappears, therefore, that two processes may generate revenants. They may be “bred up” from ghouls. Alternatively, revenants miy
be “bred down"” from vampires, For reasons Lshall explain below, I believe this can happen only among vampires of the 15th Generation.

To prevent confusion, such offspring ought to have a distinctive name of their own. The Gypsies of the Balkan Tegion
have legends of such creatures; they call themn dhampirs. Although these legends are surely mere coincidence — perhaps éven
the result of old disinformation to protect the Masquerade — I propose using this name for the living offspring of vampires,
It is a name we shall need: Michael may well be the first dhampir, but as the thm—bloodedpmhferate. he will not be the last.

I very much hope Michael returns to me. I must confess to acertain avuncular or even parental regard, parucularly now
that he is an orphan. I console myself that Michael and his father had already severed lhe:rre!atmnshlp

TowARD A THEORETICAL FRAMEWORK

Granted: The thin-blooded have both special handicaps and special abilities. Their appearancc in the highest
generations can hardly be mere coincidence. Thin Blood Syndrome is no mere disease, however; itis a change in the nature
of the Cainite race, It raises deep questions about the nature of the Curse of Caine itself. For example:

Why has Thin Blood Syndrome appeared in the highest generations?

Why can the highest generations manifest new Disciplines and the prophetic or c:lmn-'cyant ablhty of tnmght'?

Where do seers get their visionary information?

What is the precise nature of the power within our vitae, and the peculiar physical stasis it maintains?

How can the thin-blooded break that stasis — enough that some of them can have children?

MywmlwmmmﬂymmlmﬁﬂnmhmwMﬁMvmmmﬂWwdeﬁnmmwm
True comprehension of the highest generations will require decades of labor.  hope we have those decades to spend on tbequm

(GENERATIONAL MUTATION

Dramatic though the differences between thin-blooded and normal vampires ma_',r be we know of other generational
schisms, equally dramatic, within the Cainite race. To wit:

I the Third Generation, the Cainite race divided into clans. Caine himself had no clan According to the Book ofNod
our ancestor knew all Disciplines and had no specific, identifiable weakness. He merely endured the vulnerabilities to
sunlight, fire, f cetera, that all of his progeny now share. Legends of the Second Generation speak of them as “Enoch the
Wise, Irad the Strong and Zillah the Beautiful” but do not specify any difference in their- ahilities. (One of my test subjects
argues that Caine and his direct childer fulfill the technical definition of Caitiff. An amusing conceit.)

The division into clans parallels a phenomenon from evolutionary biology called cladism. In this process, one species
evolves into a cluster of related species. The process occurs when geography or habitat divide the parent stock. Darwin’s
finches on the Galapagos Islands are the most famous example. A parent species of finch from South America split into
more than a dozen new species in the islands, each one adapted to live off a different food source, in a different habitat.

Of course, nocomparable mopammvmm Evolution hyna:umls&lemonmqmmlmndmdsofgmanmmpmmcc
anew species, Cainiteinheritance, however, isLamarckianrather than Darwinian. Acquired characteristics very often pass toour childer,
permitting a different sort of evolution that can proceed far more rapidly. Witness the phenomenon of minuscule bloodlines such as the
Daughters of Cacophony. My sire also documented Jarge-scale changes within entire clans that result from selection of childer for the
Embrace and one Discipline becoming favored over others (once more, see the Encyclopedia Hemovoria for details).

Legend attributes some clan arigins to a curse from Caine (the Nosferatu are the most familiar example). Other clans, however,
have no such legend; nor do their Discipline affinities or distinctive weaknesses make much sense as punishments for ancient offenses.
I have never met Toreador who reganded their obsession with beauty as acurse. Aninconvenience at times, yes, but one they bore gladly.
Much clan “'speciation” seem 1o derive from nothing more than the ruling passions of their Antediluvian founders, fixed in the Blood.

Some may consider speciation into clans suspect on grounds that we cannot prove the historical existence of Caine,

the Second Generation or even the Third. Some revisionist scholars ‘even argue that Caine is mythical and that the
Antediluvians were the true First Kindred. Others go further and cast doubt on the Antediluvians too, arguing thatif we
do not need a single progenitor to explain the Kindred race as a whole, we do not need a single ancestor for each clan either.
that as it may; such arguments lie beyond my competence to judge.
Skeptics may alsoargue MemﬁCamammedeﬂuWMed.mmabmrywmmmmMMqumfyﬂmabmnm
them inadmissible as evidence for ascientific inquiry. I can only bow my head and reply thatparabiological literature is scant.
researcher can only refer to what he has available — even compilations of legends such as the Book of Nod. The skeptic is also
cred to Heinrich Schliemann's excavation of Troy, an archaeological triumph guided enly by the “legends”™ of Homer.
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included the prior statements at risk of offending my patron, yet I have done so out of scientific necessity. I
of my patron’s — and indeed, the Camarilla’s — argument against the existence of “Antediluvians,” yet
ture requires some point of genesis for the Cainite race. Believe me, if I had the option of discarding such
theories as “Biblical curse,”  would, yetnothing in my research has indicated otherwise. Until such time comes
such florid nonsense aside, I must indulge what little faith I have left.)

rious objection is that speciation has continued after the Third Generation. [cannot deny this. In some cases,
alled bloodlines to still-extant elders (see, forinstance, my sire’s case study of the obscure Kiasyd lineage
ceptor, Prince Marconius of Strasbourg). Speciation among every member of the Third Generation, however,
fundamental shift in the nature of the Cainite race.

second wide-scale disjunction among Cainites comes with the Eighth Generation. All vampires of lower
can, given time, create at least one or two varialions on powers within their Disciplines. Many Cainites regard

he true measure of Discipline mastery. Vampires of Eighth and higher generations, however, lose this ability. Such
s can manifest only a limited range of powers within each Discipline — as my sire has proved, the same range of

every vampire who leamns that Discipline. This mutation occurs in every clan, whenevera Seventh Generation

s & childe. It must be something intrinsic to the Blood and the Embrace itself.

With two such examples before us, is it so remarkable that a wide-scale speciation should occur again? The changes at
and Eighth Generations both imposed limits upon our race, a restriction of abilities. The change responsible for the

generations at least has its compensations. The Blood has Jost much in power, but has gained much in versatility.
A« further evidence, 1 point to the Caitiff. T have examined several dozen Caitiff of the 11th, 12th and 13th Generations. Only
Caitiff manifested an unusual Discipline —in contrast with the nearly 30 percent of my highest-generation test subjects — and
addamning black veinsin her aura. She eventually confessed toreaching the 12th generation through diablerie (and, may I inform
-aders, she has met her well-deserved fate from her prince). Nor have I found a vampire of 13th Generation (or lower) who
The evidence strongly suggests that Discipline creation and insight are unigue to vampires of the highest generations.
‘mass appearance of Caitiff in these latter nights another aspect of generational adaptation? 1 believe so, but the
sction is not so strong or certain. Most Caitiff — of any generation — apparently do have neglectful or grotesquely
ant sires. Such disgraceful Kindred could hardly have trained their own childer properly in the ways of their kind. On
hand, mere ignorance does not suffice as an explanation. In these sorry latter nights, childer of surprisingly low
ion are sired and abandoned, or they run away. Yet these vampires rarely become Caitiff. What is more, many within
v Sabbat actively repudiate their clan culture and sire with wild abandon... but the brave souls who dare to study the
report no wholesale breakdown of clan identity into Caitiff mongrelism at every generation. The weakening of the
certainly predisposes the siring of Caitiff, but it seems that good training can compensate until the highest generations.)
Tfone grants that certain “mutations” automatically appearas the Blood weakens with each generation from Caine, one must
ks Whatis mutating? What, ex ly, isit in the Blood that carries the Curse of Caine and how does it ransform kine into Kindred?

' THENATUREOFTHEEMBRACE |

 Jamsuremy readersall remember their own Embrace. Ishall never forget when my sire gave me death and immortality.

.;ﬂacﬁﬂxacew so transcendent (for both sire and childe) that few truly scientific studies of it have ever been done (1 believe
‘anumber of Tzimisce study it intensely, but I 'would hardly call their lunatic experiments scientific). Divine or diabolical

L’I he Embrace may be — or both — but that does not mean we must close our eyes in holy awe and refuse to gaze upon it.

The light of scientifie truth will never strike us blind for our presumption.
~ Something passes to the childe from the sire’s vitae, but what? Pure biology cannot explain the transformation from kine
* (o Kindred. No virus could spread through the nascent childe’s body sorapidly, or wreak such a profound metamorphosis. Nor
has any study of vitae, however detailed, identified any distinctive chemical or biological agent that could cause the Embrace.
 Inaphysical sense, vitae consists of nothing more than the degraded remains of cells, platelets and other components of mortal
blood. The agent that transforms mortal blood into immortal vitae cannot be material at all.
. Kine science knows only about Matrer and Energy. It does not accept the idea of “spiritual” entities. (And it will not, so long
. s my distinguished colleagues retain their influence in mortal academia. No matter how much we might enjoy a wider collaboration
s yilhammtalcuu&agtwathemsqumadamﬂstwneﬁmL)WeKmdmd, however, know fromabundant personal experience ahout
' whole other categories of being. When I project my sensorium out of my body, instantly sending it to a location hundreds of miles
away, | cannot deny that consciousness may exist apart from corporeality. When I meet another such psychic traveler and tap him
on the shoulder, T must even accept the existence of the soul as a vehicle for consciousness distinet from the body.
Therefore, the lack of any physical agent does not push the Embrace beyond the reach of science. The Embrace merely
draws science into new fields of inquiry, into the nature of the soul and its interactions with the body. It would seem that
the tiny quantity of vitae given in the Embrace is merely a physical vehicle for a spiritual agent of tremendous power.

Crarrer One: Tice DamyeD
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Although no physical virus passes from sire to childe, viral infection remains a frmtfni metaphurfoﬁ the memca, A 4
virus invades a cell. usurps its genetic predisposition, and thereby transforms the cell into & birthing chamber for more
viruses. which can infect other cells in turn. Viruses are also.used in genetic engineering to implant benign genes, sué:"has'
a gene to make insulin. In a similar way, Thypothesize that the Embrace passes a spiritual “*virus’ fmmthe smeto ﬁg cﬁiﬁfdi: '
This transfusion of supernatural force swiftly transforms the childe’s body and soul. Q' m;f

I need not dwell on the obvious changes to the body. The changes to the soul are equal]y dram%mc unpam m ?
ferocious instincts we personify as the Beast. My ghoul colleague Dr. Reage has made extensive study of the Bﬁaﬁtra‘lh:w
me o summarizeherpapers on'thesabject. - - & - - o S aa o0 e

Dr. Reage sees no justification for viewing the Beast as a demonic force intruding on the psyd:e fmmouts:ﬁa. lmsmmm;;; -
unfortunately, all too human, Normal, properly socialized humans keep their vicious, instinctual “dark side’ B
how heinous the acts some mortals may commit, most humans do not go about killing, robbing and raping emehutha—buﬂhmrgea
do exist. Freud dubbed these repressed instincts and personality traits the Id. Dr. Reage prefers C. G. Jung’ smﬂlcShédaﬁf e

In the Embrace, the Shadow gains a terrible, monomaniacal power. The conscious mind can no ienger l?mly rgpre,sg ]
it. Among montals, the Shadow can actually evolve into a complex personality in its own right. Among Kiny T,
the Shadow seems o concentrate into hun.ger, rage and a primordial fear of fire and sunlight, the forces that most swﬁ%q :
destroy our kind. In some ways these instincts act to protect the vampire, but the Beast’s inability to plan,negonatbnfﬁngﬂ‘gﬁ
in-any sort of rational or social activity renders it deeply dysfunctional. Dr. Reage speculates that therapy on the ]unﬁ;gnff*
model might help Cainites and ghouls re-integrate the Beast and thereby weaken it — but thatis a sub;ectfor aﬁmheg pa:&r

On the other hand, the infected. mutated soul gains tremendous paranormal powers. OurDmmp}mes (so many«nf them
explicitly psychic, concerned with influencing the mind or soul of others) can have no other source: In most cases, no
physiological change at all eccurs in a vampire using a Discipline. Most Disciplines do not even involve moving the Blaod ¢
about. Nor is it the heart that pushes the Blood into our limbs when we heighten our physical prowess.

The viral metaphor continues: The childe’s abilities resemble the sire’s. One cannot deny the :mpm:tance ﬁf
temperament and early training in determining a childe’s propensity for various Disciplines, but one also canpot deny thla =
power of the Blood. My research subjects prove that weil enough: “Carlos,” for instance, knew nothing of clans. but I could
identify him asa Ventrue from his inability to consume blood that did not come from a Hispanic vessel (see my pmwaus
paper on clan identification for the double-blind procedures used).

The “vampire virus,” however, never replicates perfectly. Each infected soul carries less power thar the soul Lhalmfenmé”
it. This culminates with the 15th Generation, where the “Cuise of Caine” becomes so weak that it cannot transmit itself at ali:***

The “vu*us can mutate, as well. I have already mentioned the oddly *'pre-programmed” changes atcertain guﬂer&ﬂanﬁ
Rare mutations also cause new “bloodlines” to appear. Exposure to powerful, paranormal forces seems to causearlcastmme
of these spontaneocus “mutations.” (The Kiasyd's founder, for instance, is said to have mutated from consummg lm'ge
quantities of “faerie blood” — if one can believe such rusticism.)

The viral mode] also seems to-explain many traits of ghouls. The “virus™ can also infect the souls of ]ivmg"hémgs a.ndat
least partly mutate them. Living beings, however, seem far less susceptible. Neither body nor soul change so radically. Gmﬁe
one hand, although the soul can prevent the ghoul from aging, normal phyaologmal and metabolic functions also gpnﬁnué
Since the ghoul’s body does not transform so drastically, ghouls lack Kindred vulnerabilities to fire and sunlight. On the othep
hand, the ghoul receives far less paranormal power. The ghoul’s domitor must even re-infect it at least once a memh
Apparently, the connection (o a living body grants the soul an “immune system"” that eventually purges the supcmamralﬂms

The soul of a developing embryo, however, may be much weaker. Someone ghouled from conception — urwhe;wvarmaihal
the soul first mantfests — might gain a permanent partial infection. (Let me repeat that unknown factors might influence: wtmm
ornot this occurs.) Such an individual is arevenant. A dhampirsuchas “Michael” would gain the infection from his vamplncmthgr
If, as T suspect, a male vampire can father a dhampir child on a mortal worman, the virus would travel in the father's semen.

The viral hypothesis raises many unanswered questions. For instance, can one create an analogue to a vaccine? This would
renider a mortal impossible to ghoul or Embrace (though the benefit to the mortal is dubious at best). Can some pmc&s induce
the permanent low-level infection of a revenant or dhampir in a mortal adult? Can one re-infect vampires to chfmgé their clan grsf
remove Blood-bome weaknesses? [suspect that at least some Nosferatu and Samedi might like to “transfuse™ to ana;herclan, as'
it were, and regain their human appearance. Can the Embrace even be reversed? I myself have no faith mardesii% fora® cm'e" !
but a serum to change vampires back info mortals would be a powerful yet eddly humane weapon ag:unsl one’ *stivals,

UNDEAD OR UNALIVE?

The most obvious axp]huauon for our peculiar nature, then, is that the infected, transformed aﬁd a’mpﬁmt&ﬁ soui
animates the new vampire's body. Without that animating force, a vampire's body is merely a cadaver. The soul himm;;_e :
prevents decay (or suspends the body atan appearance of advanced decay, in the case of the Samedi) and repairs any dag;age“
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mm:mse Fthal'pea_th gut;‘ight This h&s been the canvenﬁaal wisdom, Cérminly, the body of a vampire who has

. -any real metabahsm Supposediy, the chmere knaw rifes 10 restore a sembiance of hﬁ: in Vanoui ways.
i :!‘mmerecausems to let Kindred science scrutinize theserites, | will presume that they do not involve: any ge:mﬁ}s
mvuy ¢ithier. So how can the thin-blooded break a stasis against which even a Methuselah stmggles mm’
4 weakened curse should permit the fires of 1ife (o flicker again, however faintly or briefly, suggests anutherm%
jon: We are not cadavers animated in a semblance of life. but still-living ¢reatures held in a deathly m‘ﬁyﬂx(}ume
o maycﬂnmderthls a “half empty/half full” distinction. We receivethe Embrace when we hoveragthg}pomt
even for mortals, death itself proves. surprisingly hard to define. The tissues of the body do not die at once
r. Under optimum conditions, a person can seem utterly dead for more than an hour yet medical science can.
jer. It appears that we Cainites truly are caught in a perpetually arrested death, neither truly alive nor truly dead.

: thin-hlooded, the Curse of Caine cannot hold the body in perfect stasis. This is no mere speculation on my part.
m&cens shows that the thin-blooded are still at least partl],r alive, but with a greatly retarded meta.holzsm_ =
y Kindred scholar knows the difficulties of studying vampire tissues in vitro. Without constant infasion of wt@
torotorcrumble into dust. With a specially constructed microscope, however, one can examine tissues while they
illin the body. 1 chose the inside of the cheek for initial examination: In mortals, cheek cells reproduce constantly (they

sa conveniently large). Each night, each test subject had one cheek split and everied. Teams of assistants watched
s usly through the microscopes. Nota night went by without at least one cell caught in the act of mitosis.
r are cheek cells the only ones demonstrated to reproduce. In subsequent experiments, fingernails were tmnove&

he fast-growing cells at the base of the nail could be abserved. Here too, seattered mitosis takes place in thetﬁiu—blddde& -
' mile;ﬁy, cell reproduction proceeded ata much slower rate than in mortals. Processes that mortal cells 2 phsh
mnw.s, require hours for the thin-blooded. T have documented dozens of Kindred cell reproductions using umlapse
atography: I will send copies to those who are interested.
~ This hypothesis still has one great flaw: When the thin-blooded meet Final Death, they crumble into dust just like augc
¢ vampire, I can only speculate that however the Curse of Caine holds bacl the effects of time and entropy, the soul’s
nt departure causes some sort of entropic backlash. I find it significant that while a dead ghoul crumbles to dust’
it has built up many decades of deferred aging, a neonate who meets Final Death a few nights after the Embmac
rates as thoroughly as the most superannuated elder.,
- Onee more, these slender results suggest remarkable possibilities. Is it only the thin-blooded in' whom cell mpmducuqn
nues? Or does this take place in all vampires — but at an even more retarded rate? The technical difficulties of dﬂcmneuuug
s that might take decades to complete are formidable indeed. Yet some night, somehow, the experiment must be done.
\ rwe Kindred exist in a state of arrested life rather than arrested death might seem like philosophical hairsplitting, redolent
‘ol angels and pins. May I remind my readers that the divisibility of the atom once seemed like an obscure trifle as well? %
~ [fnothing else, the half-living state of the thin-blooded renders the dhampir somewhat less miraculous. if avampire’s
body tissues can revive for a short ime, it becomes conceivable that they may reactivate for a long time. If a cheek c&]l tH.'
hair follicle can revive, then why not a womb? 1

~ Lam the first 1o admit that it is a great leap from a few hours of hair growth to nine months of pregnancy. (The late “Mr. Smith”
EWR& ‘Michael's” length of gestation. I cannot explain why a ghoul’s pregnancy should triple or quadnuple in fmgih—asmm:g
lnijduesmnmmnate—wm ‘Mrs, Smith’s” didnot )IcanOMyspauﬂatemmhwngemhwmelfsumhowpmhﬁgsmeuwﬂm
' alfthe womb. I regard Di. Reage’s caomment never to underestimate the power of the maternal instinct as needlessly flippant.
. Fiyeofmy female test subjects have agreed to try conceiving children. T know of alocal procurator whose gigolos wotild make
“adedquate (and. if necessary, disposable) sperm donars. | require only an assurance of continued funding to begin the experiment.

I'would also like to try breeding a dhampu' the other way, so to speak. For a somewhat higher fee, the procurator will

p]:ﬂml me toretain several of his 'girls™ in sétw on anextended basis. My experiments in conscious reactivationof biological
:fﬂm:tnOn Jed to the final instance of anomalous biological activity. Male vampires of the 15th generation (butnio others); can
pmdw: a sort of semen containing motile (and, I assume, viable) sperm suspended in vitae.

~ Thisisactually one of the easier biological functions to activate (Dr. Reage's comments on this were both crypm‘. and,
' "1 believe, sarcastic). On two occasions, test subjects even reported the activity as pleasurable. 1 leave the details to. Appendax

Four. 6is | have no desire to turn this paper into a Cainite Kinsey Report. e

THE SOURCE OF INSIGHT

We must consider insight separately from other aspects of the highest generations. As a smenust 1 cannot nffer
c;xplanauons for a phenomenon whose very existence I cannot prove. Most of the time, I must take the word of my seea:s ﬂ!ﬁt

o
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Hello. I am'Wendy. Dr. Netchurch says I shouldn’t tell anyone my real name. Dr, Netchurch
acgked me to tell you abcw.t my visions. We call them insight. Mamma said to thank ‘pecple
who do things for you so thank you Dr. Netchurch for keeping me safe and letting me write
to so many important people. And thank you Dr. Reage for helping me with my spelling and
being my friend.

Sometimes T know' thmgs but don’t know how I know them. Sometimes I see whole picturea
like a TV. It’'s always asbout other Kindred (Dr. Reage tells me that’s the ‘polite word for
us) or about people who serve us or things one of us uses a lot. It's never about other
people or stuff. I think that is because I am a Kindred and other Kindred matter most o
me. If I was still a normal person then other people would mattar most to me. But if I
was Living I wouldn’t haye visions at all go the point ismoeot. (That's samethu.ng Pz, Reage
says a lot, It means it doesn't matter.)

Mostly I see TV pictures of other Kindred s past, especially what they did tc.» athe}:
Kindred or what other Kindred did to them. & lat of times these aren't nice t:hlngs Somt:.mes =
I see pictures of a Rindzed’s fututre and these are alw.aya bad thinga a7 think a lot of
us are going to die. I don't know when but soon.

I don’'t like seeing these pictures but I can't change channels or turn off thn ‘I’V bec&uae
it is in my head. I asked Dr. Netchurch if he could turn the TV off. He says no, he doesn’t
even know what turned the TV on. He says the insight is very important though and T should
tell someone Or write down my visions whenever T h&ve them. Dr. Netchurch is very smart
and a good man so I will do this even when the visions are baa

I think I know where the visions come from. I camnot. prove it because I am only one
person (that's what Dr. Netchurch says) but I know fez: myself. After we all had the v:r.smn
about Dr. Netchurch and'Mr. Trimagain we all slept a long time. When I woke up Dr. Reage
hypnotized me to help me remember my dreams. I also remembered what happened when T waa
Embraced because it was the same thing.

When I was Embraced I didn't wake up at Eirst the way Dr. Netchurch says most Kindred
do. Instead I was asleep for a whole day. My boyfrlena Kevin must have thought I was really-
truly-dead because when I woke up next night he was gone and I néever saw him again.

While 1 was asleep (Dr. Netchurch calls it torpor) I dreamed I was in Seattle (my horie
town) but it was all dark and broken-down and rotten. Then the streset broke under me and
I fell into a big storm. wWhile the wind blew me around I saw lots of things. I dreamed
about lots of people and old-time cities. Dr. Reage showed me pictures from bocks and I
think what I dreamed looked like Rome and Egypt and other places.

1 5t111 can’t remember all the stuff I saw in my dreams but I thnﬂcwwplctuxes ccxne frpm-.
then. Somaone or scmething mmlnds me ot what I saw and I remember bits of it. T guesa other seers_
fell into the storm and saw things too. When Mr. Trimagsin helped us all remember together, we
must have remembered lotes more because many hands make light work like Mamma said. .

The last thing I dreamed was that the storm blew me into another city. This was all
skyscrapers of black and stone and iron. There was a parade of pecple all chained tqgethez:
walking toward a king who had a burning mark on ‘his forehead. I got scared and looked around
for Kevim buf T didn’'t ses him. I ran around looking for him until T bumped' into a nice
old man who called himself Captain Doshus. He said that I was early and had to go back.
He pointed which way teo go and then I woke up,

When I was in torpor again after meeting Mr. Trimagain, I dreamed I was back in the storm.
I saw more stuff then but even with Dr. Reage hypnetizing me I can’t remember much GETE.
Just that I saw a lot about other Kindred and the older they were the more there was to see.
Dr. Reage says I was asleep for .a week but it didn’t seem very long to me.

I know that some of what I‘ve seen in vigions is real ‘because other peoble knew about it.
Dr. Netchurch calls this.. independent.. corrcboration. I Have a' guess about why I dreamed about
the past and future. I remembexr Pastor saying that God khows ev -hing because He's outside
everything, even time. When we're dead in Heaven we’ll be outside time just like He is and will
see the past and future like they were happem.ng right now. That's what he said eternity realiy
means. Being in torpor ds awful close to being dead. Maybe when I was in torpor I was so close
to being dead that I was outside time g little £oo. I'm not smart like Dr. Netchurch but he saya “
he can’t tHink of any better explanatlon so that’s what 1’11 believe.

That's &11 I know. Thank you for reading t}us. Please help Dr. }Ietchurch do scle:‘zce
as fast as he can. I don’'t thiak he has much time.

Time of T Buooo
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they had a clairvoyant experience, Forcing a telepathic link to share the experience is just as difficult as forcing the clairvoyant
 episodeitself, I can only verify ﬂmtﬂlcysnwmly believe in its existence. (I have encountered and exposed two neonates who
 pretended to be “psychic” in hopes of profiting from the gullibility of others. Princes who wish to test self-proclaimed seers
rushnuidc,onmct the local Skeptic's Society; its members can give advice on how to debunk paranormal fakers.)
~ Once more, research subject “Wendy™ provides the most interesting speculations. Wendy is ignorant, virtually
illiterate and mildly retarded. She was Embraced at the physical age of 17. Dr. Reage places her mental age as between 10
and 12, On the other hand, she also has eidetic memory and can retrieve the smallest details of conversations, pictures and
other complex events more than a year later. She also produces insight “phenomena” more often than any other seer(though
W never of sufficient detail to satisfy a determined skeptic). : : . i
. Wendy believes her insight derives from her anomalous prolonged Embrace. Based on her account, she remained “dead”
I': forapproximately 11 hours before awakening as a vampire. All but one of niy seers also claims that after their Embrace they lay
in a death-coma for some period. So far, this and their generation are the only common factors | have found among the seers
 have siudied. May I remind my readers that correlation is not proof, but it lends at least some credence 1o Wendy's speculations.
! Hoping to verify at least some aspect of this hypothesis, Dr. Reage and 1 attempted hypnotic regression on all test
| subjects who had a “delayed Embrace,” whether they were seers or not. The results were inconclusive. Most subjects first
" remembered a conventional Near-Death Experience (NDE) as documented by numerous kine researchers. Dr. Reage has
 found that many Kindred experienced separation from the body. the tunnel of light and other classic NDE phenomena
during their Embrace. My delayed-Embrace subjects, however, claim that they did not return to their bodies right away.
" Instead they experienced a period of darkness, terror and a feeling of helpless paralysis or overpowering turbulence. Three
' subjects also claimed they saw disconnected; dreamlike images passing too quickly for them to catch any details.
\ Only Wendy claims to remember any distinct scenes from this hallucinatory state. At this point, I think it best to let her speak in
- herown voice. By itself, her statement proves nothing. Nevertheless, I believe my patron and contemporaries will find it. .. interesting.

 PrecEDENTSIN EARLY LITERATURE
. Surprisingly, Wendy's hypothesis isnot as naive as it sounds. This illiterate childe seems to have independently arrived
‘ata very old idea: In death and sleep, the soul gains a supernal wisdom and vision of the pastand future. Several Classical
-writers attest to this belicf, for instance:
' » For if the Daemones be souls and spirits separated from bodies and having no communication with them, as you
affirm, but according to the divine poet Hesiod, : h
' “Are our kind guardians, walking here their rounds,” why do we deprive the spirits and souls which are in bodies of
the same power by which Daemones may foresee and foretell things to come? For it is not likely souls do acquire any
property and power, when they abandon their bodies, wherewith they were not endowed before: but rather, we should
think that they had always the same parts, but in a worse degree, when they were mixed with bodies....
— Plutarch, Why the Oracles Cease 1o Give Answers, Section 39
* Then the soul is left free to reach out and seek to comprehend things as yet unknown to it, things that have been,
-are now or yet to be. ' .
— Plato, The Republic, Book IX
» During sleep, Aristotle says, when the soul is alone, it recoyers its own peculiar nature and prophesies and foretells
- the future. It is in this state also during its separation from bodies at death. Ct:ljtninl}-, 100, he accepts the poet Homer as
having observed this fact; for Homer represents Patroclus when he is being killed as prophesying the slaying of Hector,
and Hector as prophesying the death of Achilles.
— Sextus Empiricus, Against the Physicists, “On God™
~ Asany historian of science knows, endorsement of an idea by Classical authors is hardly proof. On the other hand,
 ancient philosophers also made some strikingly accurate guesses (Lucian of Samosata and atomic theory, for one). They
are at least a starting point for investigation since, as I have said, at present we have nothing better.

SociaL IMPLICATIONS

Can Thin Blood Syndrome be cured?1 know of one remedy, from the case (mentioned above) of the 12th-generation
vampire with a novel Discipline. She found her cure through diablerie. I do not think anyone will endorse this as a solution
to the problem of Thin Blood Syndrome.

I urge my readers, however, to view the highest generations as an opportunity rather than a problem. They can play valued
roles in Kindred society — roles that should make diablerie seem much less atiractive to thiem. Surely, ail can see the advantage
ofnew Disciplines in ourongoing struggle toquash the Sabbat and preserve the Masquerade. (Carlos has agreed toteach his “Sleep

‘ Cruaprer OnE: Twice DAMNED
29




o T
i}

Whammy™ in return for contributions 1o the research fund.) Insight may offer valuable clues to the ac;m_,-s i ;mﬁr-:.: - ]

whoactually sire childerjustto “fattenthemup' and diablerize thema few nights lter. The thin mﬂ"m |
bonds atall. A Methuselah could fed upon a vampire with Thin Blood Syndrome repeatedly, withost foa of bnding benesir s
m&ﬂﬁ:%mﬂﬂ?.ﬁf%h@ﬁﬂguMEﬁonswmﬂﬂghﬂymdﬁrvitaefar,mm' i :ind.-m=[ e Saiei 58 .'

Ihave heard thatin many cities, princes and their scourges strive to exterminate the highest generations. M:y mmﬂi’g ':

;]lsw:itrsc:en::t-ﬁnid a concerned mem i bg;of.puf race, that this practice should cease. Some quote the Book of Nod to
Pl res. citing verses such as * Beware those who walk without a clan, for they will be our undoing.” It amazes m
on the eve of the 21st century, such ancient rubbish can still Tole the ioughits oF st : : g %

There you have my research to date, and the conclusion : S =
Ko _ . and s Thave drawn from it. I beg my readers’ forgiveness for mv.
letting speculation run ahead of data, but so many fascinating questions remain to be answered. Can two:%lmpmfz?t:f

may patron and my distinguished colleagues for further stud b - 5 ; le h
ten P e y. Research into the highest generati S Al e
decplest nt:i:tcnes of our undead condition, at last giving us true control over the ghurseif Cain: b= i ﬂﬁhmﬂ;e

would also like to address certain criticisms of my. . ' » ¢ A

_ S s y work. If these persons confined themselves to disputing m i
;21 :veypothr " ﬁ:ss:ﬁId\\i':;ld ha‘s";g‘;lqua_nﬂ with tligr:m. Science thrives on such constructive eriticism. Many.;oﬁg:;i&hf;;

10 Into gross ad hominem attacks upon my sanity and my moral char Ve EVen conae i e
to those mad butchers among the loathsome Tzi e claof ﬁ?_n; Sabhai. character, Some have .B‘lﬂn;mmm-me
N1 aSsuclra Imis:lits hurt more than 1 can say. My research has ever been guided by a desire to improve the lm_;f% e
o -rm; her branches of science have improved all our lives and unlives, so may parabiology. Truth, however. mmmm

31:“ ;sl,nevﬂ- found whmmggﬂeqﬂpmp.lmwmmEImnommg.gfmth subjects that Tdo nutaskof SENE
Y Lrepeat: All my research subjects, Kindred and kine, are volunzeers. 1t is troe, many protested in fear wi ﬂl‘-;'!ﬂﬂit ;)_f_.s_;:iilf:_: -,-.

“mﬁﬁ:ﬁ’ w"h;:é'lmm‘ -Twill open my laboratory to anyone who doubts me, Itis the apostles of ignorance who should
I'remain most humbly and respectiully yours, L
Dr. Douglas Netchurch
Childe of Trimeggian
Childe of Addemar
Childe of Lamdiel
Childe of Malkav

(4
ANOMALOUS

D—AM)-—FASTRLEES BIOL.OGICALACTWI‘IY”

This section adld resses the variou§ game—mcch_ani - Wi Bloodedvempiecansoeinesetimse pesbofls
cal factors that dl%tmgu,mh the t?]m—b_looded ”m.n mortal metabolism. Minor effects (such as growing a five-o'clock
other vampires. Main subjects are listed in alphabeti- dindonr: menstribing ar fosling fmary ik 1ol o bingtend ok
blood) can spontaneously occur whenever a thin-blooded

cal order.
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neds miany blood points in a short time. The most
rigeer is healing an aggravated wound — especially if
pire spends a Willpower point to heal more than one
of agerayared damage in a night. Such minor,
is effects are best left to the Storyteller's discretion.

thin-blooded vampire wants to reacrivate some mortal
furiction for a night, she can spend a Willpower point
ist five blood points. (This doesn’t suffer the doubling
tmost vitae expenditure receives.) Being seen to spit
liva now and then or o need a shave are good ways to
 the Masquerade or throw witch-hunters off the track.

The thin-blooded still cannot digest mortal food or
ik, but they can at least hold it down fora few hours before
must vorit it up again (a normal vampire vomits within

| Generous Storytellers may allow a thin-blooded vam-
vactually digest food if the player expendsa Willpower
 and five blood points to reactivate her character's
& system for a few hours. In that case, the vampire

REGNANCY AND CONCEPTION
Only vampires of the 15th Generation can become preg-

! .ﬁmrerget someone else pregnant. Deciding when sex results in
A

 pregnancy is lefi completely to the tender mercies of the Story-
i

points to reactivate the necessary anatomy. She still
ives no more than a 20 percent chance of success, even with
| allotherfactors optimized. The resulting child isbornadhampir,
1 aself-sustaining ghoul from birth... assuming the conception,
| presnancy and birth take place unhindered.

I Such strange preghancies only have a 50 percent chance
' of carrying to term. Otherwise, they miscarry. This rule
- applies whether the mother is a 15th-generation vampire or
I amortal. The Staryteller really ought ro make this decision
- according to what would make a better story, though, instead
* of leaving it to the fall of the dice.

Can a 15th-generation male vampire impregnate a 15th-
generation female vampire? Intuition says that this can’t happen
—apregnancy should require a spark of genuine life. Then again,
there’s something wonderfully weird (or disgusting, or horrific,

| depending on one’s point of view) about two vampires having a
baby. This possibility is left to the discretion of individual Story-
tellers. Characrers (and their players) should never know the exact
limits of a thin-blooded vampire’s reactivated biology.

Broop Usace

Kindred of the highest generations have 10 blood points,
but some functions cost double the normal number of blood
points. Also, thin-blooded vampires cannot necessarily ex-
pend all their blood points as they please.

l41H GENERATION

14th-generation vampires can use their last two blood
points only for survival through the day, sustaining ghouls,
giving the Embrace or feeding another vampire (for instance,
to create a blood bond). They cannort spend those last rwo
points on Disciplines, raising Artributes or healing wounds.
This is purely a factor of generation, though, regardless of
whether the character has the Thin Blood Flaw or not.

15TH GENERATION

A 15th-generation vampire can spend its last four blood
points only on waking up or feeding another vampire (the
former will never blood bond the latter, though). To use other
functions of vitae, they must have ar least six blood points in
theirsystem (remember, every other function hasdouble cost).

Warxineg Up
The blood point cost just to survive through the day remains
the same for the thin-blooded: one blood point every evening,

Broon Bonp

Fourteenth-generation vampires without the Thin Bload
Flaw follow the normal procedure for creating a blood bond:
Feed one blood point of your vitae to a mortal or another
vampire on three successive occasions. Other thin-blooded
vampires, however, can never blood bond another being.

CREATING AND SUSTAINING GHOULS
Vampires with the Thin Blood Flaw cannot create or
sustain ghouls, Neither can vampires of the 15th Generarion.

DousLen Costs

This rule applies only to |5th-generation vampires, or 14th-
generation vampires who actually have the Thin Blood Flaw. Any
Discipline power that uses vitae has double cost; i.e., if a normal
vampire would have to expend one blood point to use a power, a
vampire with thin blood must expend two. This also applies to
raising Physical Arrributes: Eachadditional dotof Strength, Dexter-
ityor Staminacosts two blood pointsinstead ofone. Healingwounds
also has double cost. To heal an aggravated wound, a vampire with
thin blood must bun through 10 blood points! That's very bad for
the highestgenerations; theyneed to “refill” at leastonce before they
can finish healing a single aggravated wound.

DisciprLiNges
A 14th-generation vampire cannor learn any Discipline past
thefourth level. A 15th-generation vampire is limited to the third
level of their Disciplines. The only ways to surpass those limits are
Golconda. ... or lowering one’s generation through dizblerie.
On the other hand, vampires in the highest generations can
create new Disciplines. Any vampire of 14th or 15th Generation

Crarmer One: Twice Damwep
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TERMINOLOGY AND SLANG

Just to make it perfectly clear: The thin-blooded are the
vampires of the 14th and 15th Generations —alsocalled the
highest or last generations. If a vampire is 14th or 15th
generarion, itisthin-blooded, even if it does notactual lyhave
the Thin Blood Flaw. Asfar as this book is concernied, thin-
blooded and “highest generations” mean the same thing:
Even if a vampire of 1 3th Generation, or lower, has the Thin

Blood Flaw, however, she cannot create Disciplines, have:
Insight or have the other special abilities: described in this

book. Confused? Don't be — instead,; tise thislapse in unam-
higuous terminology to sow the seeds of confusion in the
characters. The thin-blooded are so newaphenomenon thar
very few Kindred have Dr. Netchurch's degree of familiarity
with therm — even thin-blooded characters themselves.

Other terms of frequent rélevance ta the thm-
blooded include:

 Anarch: A vampire who rebels against Camarilla
authority, bur who deesn't join the Sabbat either. Most
anarchs form small gangs with little power or purpose; this
is the Anarch Movement most Camarilla vanmpires see. A
few anarchs, however, make serious attempts to find other
ways for the Kindred to order themselves. The anarchs
actually comprise vampires endorsing a wide variery of
sactal and political platforms, from would- be dictators to
social democrats who want to end the Masquerade and.
claim kine civil rights. Many of the thin-blooded are sired
by anarchs and join the movement in tum.

» Autarkis: A vampire who survives completely on
her own, spurning (or unaware of) clan, sect and even the
anarchs: Some of the thin-blooded become autarkis by
defaulr, just because they don’t know about any groups

“mpm who poaches on another vampire's humtmg

child. Among | l:hE Kindred, an avetrol is an illegitimate i

good blackmail information).

1

And here are some new terms, ones specifmaﬂv wna%

cerned with the thin-blooded: . ,
'« Abactor: Old Form: Literally a “catle thief;" a |

grounds. Thin-blooded vampires oftert become abactors
without l-:Imeg it Camarilla princes sometimes punish

this behawor as a violation of the Tradition of Domain. %
The Sabbat just doesn't like trespassers. 5 "%

» Avetrol: Old Form. An obscure werd For amm ﬁ |

childe whom the prince permits to exist; even though its;é !
Embrace violated the Tradﬁon of Progeny. Many of the |
thin-blooded are illegitimate. To become accepted inthe
Camarilla as an avetrol, they st shmw some spemal‘
usefulness o the Kindred i power (er ae:quwaseme reall? @,

» Cleaver: Vu!gar Argaf.. A vampire who tries to \?
maintain a relatively normal hun}an ﬁamgjy Tife. - il

 Cockalorum: Old Form. Aw::lfercfus and abrasive | ':~ !
leader of an anarch. ‘gang, orany. weak’ vampire who acts
like = big shot.

s Com;:radm- Old Form, A vangg:ﬂre who works for

|
I&
e%

~some other supernatural being; such as a mage, fae or

mummy; or another supernatural employed by a vampire, g-;

- The thin-blooded becométmmpmdﬂts‘far more often than

they could join. When they meet other vamptres, they

must decide whether o join their factions.
» Caitiff: A vampire who. dues.nmt_exhlhl;:'any-dan_

mraits — neither any special aptitides for some Disciplines,

nor any archetypal physical, psychological or supematmal
weaknesses. Caitiff are extremely common among the
thin-blooded — but not every Caitiff is thin-blooded and
not every thin-blooded vampire is a Caitiff. (Note that
many Kindred label as Cainff any vampire who does not
show obyious clan traits or heritage. Storytellers are ad-
vised to remember the difference between Cairiffasasocial
phenomenon and Caitiff as a game mechanic.)

s Clanless: A more “politically correct” term for
a Caitiff, '

e Unbound: A loose social movement of anarch
yampires who reject traditional dominance by éldersand
division into clans. Some Unbound get quite evangelical
on the subject — to the annoyance of other vampires.

childer or grandchilder earned such a title (for instance,

other vampires do.

o Fluke: Viulgar Argot. Anyvampu‘emth umiquesupetnaty-
ral powers, suchasl:ﬁg,ht,apqsanalDisctmesﬂmmpemanmﬂ i
Merit. Sometimes this mmaapplms toany vampire. !

» Homebody: Viulgar Argot. Anotherword foraCleaver. | 4,

¢ Inceptor: Old Form. The inventor of a new. D15c1—
pline or founderofa dlﬁtlnct bloodline {often these areone
and the same). In times past, only Antediluvians and thmr

'ﬁ??

the Assamites regard their Antediluvian as an inceptor
becatise they claim he invenred Quietus). Applymgsuch ad

rareand exalted title to thin-blooded dregs of the Cainite

race leaves a bitrer taste in the mouths of elders; _
s Prometheus: Another name foran mceptor, intro-
duced and favored by the Unbound movement. i
® Rastacouere: Old Form. A-vampire whose identity
(clah,age orsect) issuspected ofbeing l&ss'ﬁesgactable than
claimed. Example: aCaitiffwhoclaims tobe the graﬂdchlld‘ %
of a distinguished Ventrue prince.
® Seer: Com:m‘m Usage. A vampire who recewe:,
visions through rthe power of Insight.

* Snoop: Vildgar Argot. A less polite word for a Seer
Also Psvchar. Dreamer, Tattletale,

ﬁ;

it xﬂ
=

EE R T l@f T

S

Tivie o THiN Broop

31



winline. whethershe isa Caitiff ornot. Conversely,
th or lower generation cannot invent Disciplines.
‘blooded vampire lowers his generation at all
erie, she loses her ability to invent Disc iplines.
v continue to develop a Discipline she already in-
_and of course she can still learn new Disciplines
 yampires, (The Stoneman, a legendary low-

Caitiff who supposedly invented several
wes, must have been a very successful diablerist.)

vampires can learn the Disciplines invented by a
ed vampire. Naturally, the Discipline always has
experience point costs, and no “normal” vampire
can begin play knowing a Discipline created by a
ed vampire. Characters must play through the
for a tutor and the learning process.

ot costs aside, the Storyteller may impose whatever
Jifficulties she wants on learning a novel Discipline
le applies to learning any new Discipline, not just the
Disciplines invented by the thin-blooded). Some
 helieve that learning another vampire’s Discipline
ires drinking her blood. A few claim that diablerie speeds
Jearning process by capturing and assimilating the other
jire’s soul. Not that any vampire outside the Sabbat ever
admits to committing diablerie to test the theory....
~ Seebelowforadiscussion of creating perso nal Disciplines.

¥ Tre EMBRACE
| ‘ The thin-blooded differ from other vampires in two
| ggﬂﬁ:ant ways where the Embrace is concerned.
|J
|
[}

| GIVING

|

i  Embrace amortal human, 80 percent of the time the mortal simply
|I

dies. A 14th-generation vampire who lacks that Flaw can Embrace
" normally. A 15th-generation vampire cannot Embrace at all.

RECEIVING
Normally, the Embrace rakes place very quickly: Less than a
minute after she tastes Cainite vitae, the bloodless and dying
mortal rises again as a vampire. By the 13th generation, though,
- theCurse of Caine has weakened so much that sometimes it rakes
- effect more slowly. Minutes or even hours may pass between
mortal death and undead rebirth. A thin-blooded childe might
well remain a corpse for the better part of a night and day, only
rising as a vampire upon the next nightfall. After the childe
' awakens, however, it takes normal damage from sunlight. Thesun
never destroys a nascent childe, though: An obscure Providence
makes sure that the change never takes place during the day. No
ane knows why, though several vampires have made guesses.
More than half of all Seershad a delayed Embrace, compared
to one in five for the highest generations as a whole. Once more,
however, no actual rule determines when a childe has a delayed
Embrace: The Storyteller has total discretion. Delayed Embrace
exists to add drama and mystery to a character’s prelude.
If a character sires a thin-blooded childe in the course of play,
the Storytellermustdecide whetherornotadelayed Embrace would

'I Ifa 14th-generation vampire with the Thin Blood Flaw triesto
|

1

H:)

- e —

improve the story. A delayed Embrace becomes especially dramatic
when the sire has the Thin Blood Flaw: Wil the prospective childe
revive, orisshereallyand trulydead? A delayalso adds tension when
an Embrace happens near dawn, and the sire suddenly faces the
challenge of hiding the body until the next nightfall.

INSIGHT

Only the thin-blooded can have the prophetic power
called Insight. What's more, if a Seer — a character with
Insight — lowers her generation at all through diablerie, she
loses her Insight. Whatever strange power links the thin-
blooded to the Great Beyond, diablerie breaks the connection,

In rules terms, Insight is treated as a Background. It is
discussed in more detail in Chapter Three.

STAKING

Some features of the thin-blooded stay the same, even
for the 15th generation. A stake through the heartaffects the
thin-blooded just as it does any other vampire.

SUNLIGHT

| 4th-generation vampires suffer aggravated damage anda
normal chance of Rétschreck from sunlight. It doesn't matter
whether they have the Thin Blood Flaw or not. Fifteenth-
generation vampires, however, donot take ageravated damage
from sunlight. Instead they take lethal damage — the same sort
they would take from a blade or bullet. They can soak the
damage from sunlight with their Stamina, without the need for
Fortitude. Sunlight still never inflicts more than three health
levels of damage per turn, even with maximum exposure.

The intensity of the sunlight still determines the difficulty of
the soak roll. Faint sunlight, such as twilight or a heavily overcast
day, carries a soak difficulty of 3; but bright, direct sunlight still
carries a soak difficulty of 10. A botch on the soak roll also still
means the vampire has caught fire and automatically takes extra
health levels of damage thereafter — and this fire damage is
aggravated! See Vampire: The Masquerade, pp. 227 and 232, for
the details about sunlight damage and soak difficulties.

Perhaps because they don't take such serious damage from it,
sunlight also is less likely to provoke Rotschreck in 15th-genera-
tion vampires. Theirdifficulties to resistRitschreck from sun light
are always two less than they would be for other vampires.

As a result, 15th-generation vampires can endure sunlight
far more than other neonates. Bright sunlight is still pretty much
adeath sentence, but a quick dash through a shady lobby hardly
bothers them. A 15th-generation Kindred with a good supply of
blood for boosting his Stamina and healing wounds can survive
extended exposures to weak sunlight. This galls older and far
stronger vampires, who would burn if a single sunbeam hit them.

Note, however, that fire itself still does aggravated damage
to 15th-generation vampires, and maycause normal Rotschreck.

W AKING UpINDAYTIME

Thin blood gives no advantage in awakening or acting
during the day.

Craprer One: Twice Damned
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CREATINGA DISCIDLINE

So how does a thin-blooded character create a new Disci-
pline and become an inceptor? In a strictly game-mechanical
sense, the player has merely to plunk down the requisite experi-
ence points. That, however, is only the last stage. First the player
and Storyteller must agree on what the new Discipline can do.
Then they must work it into the ongoing story.

THEEFASY WAY

The easy way to invent a new Discipline is to give an old
Discipline a facelift. Such Disciplines already exist: Serpentis
has undeniable similarities to Protean, whereas Dementation
has kinship to Dominate. It's not hard to design other
variations upon familiar Disciplines.

Then again, assorted Vampire supplements have already
presented more oddball Disciplines than any campaign could
ever need. Melpominee, Mytherceria, the assorted lost Disci-
plines from Vampire: The Dark Ages — players have no
shortage of candidares for what amount to unique new Disci-
plines. Storytellers need only say that in their campaign, there's
nosuch thingasa Kiasyd, a Daughter of Cacophony orany of the
other peculiar bloodlines presented in past supplements. And if
some of the powers in the Discipline seem out of place, one can
replace them with something that has more applicability.

THEHARD W AY

If nothing else seems quite right, the player and Story-
teller can create a whole new Discipline from scrarch. Here
are some guidelines — but no examples. With more than 30
Disciplines in print, additional ones would serve no purpose.

Storytellers should keep in mind that this whole system is
opticmal! A Storyteller does not have to allow hand-crafted
personal Disciplines in her campaign atall, orcan doall the work
of designing a Discipline based upon a player'sgeneral statement
of what the Discipline can do. In case you missed that, or you
have a particularly vehement player who demands that her
character be allowed to create a unique Discipline, we reiterate.

Do not create new Disciplines unless it suits the story
or you suffer a burning urge to do so.

Too often, lazy players define their characters by their
clans or Disciplines, and giving them the impetus to behave
thus removes all sense of individuality from the character. A
character should have a reason for her character’s sudden
acquisition of a new Discipline, and the Storyteller should
suffer no qualms about vetoing a player’s bid for a slew of
random powers because the player thinks it would be “kewl.”

DEFINING THE DISCIPLINE

First, the player needs some idea about what the Discipline
will do. Each Discipline has a theme. (For instance, Presence isall
about controlling other people’s emotions, Auspex is a set of
sensory powers for gaining information, Protean lets vampires
change form, and so on.) A collection of powers with no under-
lying logic to connect them does not make a very good Discipline.

Do try to keep balance with the “standard” Disciplines.In
fact, personal Disciplines probably should stay weaker than the |
“old favorites.” Vampires have spent thousands of years refin. |
ing the standard Disciplines to make them as powerful as they |
can be. Additionally, the value of a new Discipline lies in its
ability to surprise, not to crush all opposition. An arms race '!
between players to see whose character can invent the most
powerful new Discipline rapidly becomes tedious. ( Trust us on
this. We've seen it happen and it's not pretty.)

Next, the player and Storyteller must agree upon the specific
powers gained at each level of the Discipline. Youneed only twoor
three powers to begin with. After all, a thin-blooded character
probably will not getachance tomastereven the standard five levels
ofany Discipline—letalone levelssixandbeyond! (Remember, the
higher-level powers require a generation of seven or lower.)

The first level of any Discipline is never very powerful,
though it may be very useful. Look at the standard Discipline set: |
Talking to animals, seeing in the dark or getting a second action
in a turn will not exactly make other characters fall down in
reverence, but a clever vampire can achieve a lot with them,
Higher levels become progressively more powerful, though
exact comparisons of power level become difficult. (Is the ability
to sink into the ground really more formidable than the ability to
do aggravated damage, but less powerful than tuming into a
wolf?) Fortunately, one doesn’t need to agonize over the order of
powers withina Discipline. It's enough that the first-level power
is the weakest and the fifth-level power is the strongest.

Finally, the Storyteller must decide upon the game me-
chanics for each power. What dice rolls, if any, does each power
need? Should the power cost blood points? Mast of the standard
Disciplines, familiar to vampires of many clans, do not cost blood
points. The more exotic Disciplines practiced by only one clan
each, such as Vicissitude or Obtenebration, generally do cost
blood points. This limits their use (and may explain why the
“standards” became standard). Unique Discipline powersshould
probably costblood points too, toreflect their lack of refinement.
Only the most lethal or outlandish powers, or powers that never
fail to have full effect, ought to cost Willpower points.

“Kirer Disciprines’

Playersand Storytellersmay feel tempred to create acombat
super-Discipline. Resist this temptation. Killer Disciplines are
less fun than they mightsound because they aren’tgood formuch
except killing enemies. For neonate vampires (and especially the
thin-blooded), killing anyone who gets in the way is a very bad
strategy. Even if a neonate has the super-mega-iiber-Discipline-
o’-Death, the older vampires are still so much more powerful...
and sneaky. Open, physical threats only offend them.

Wise vampiresdonot even gratuitously kill weak, powerless
humans. Remember the Inquisition? The elders do—that's why
they enforce the Masquerade. Modern police are no joke. If the
policedon’tputan indiscreet vampire in jail towatch the sunrise,
the elders will arrange it. Peaceful methods are safer all around.

Considerations of unlife-expectancy aside, Vampire is a
storytelling game. Characters tend to face situations that are
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try to invent a new power! If so, what made him think he could do
this? Did she study the occult? Ordid he just get in a situation where
he needed a certain power a whole lot and, hey presto, he had it?
SPENDING THE POINTS

Atlong last, the player can pay the experience points for the
first level in the character’s new Discipline. Alternatively, she
can purchase that first dot through freebie points at character
creation. A characrer should not begin with more than one dor
in her personal Discipline. Later on, characters increase unique
Disciplines just like any other out-of-clan or Caitiff Discipline.
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And you will know these last times by the Time of

Thin Blood. ..
— “The Chronicle of Secrets,” The Book of Nod

The Jyhad is a millennia-old minuet. Its steps and
postures are formalized down to the last turn of the ankle; the

dancers thread around one another with expert grace, backs

straight, eyes distant, now advancing, now retreating, now
changing partners. Lately, however, one candiscernastumble
here and there, not because the dancers themselves grow
ciareless — though that accusation has been made — but

| because the world is shifting under their feet.

To the outsider, all vampires seem irretrievably selfish
and complacent. The rruth is more complex: Underneath
those keen self-preservation instinets lie other, equally pow-
erful drives that few Kindred ever dreamed they possessed
before now. Do they stem from ancestral memory!? From the
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subconscious influence of the sleeping Antediluvians? From
evolutionary programming! None can say, but whatever the
cause, more Cainites fall prey to these mysterious impulses
with each passing month. Aslong-forerold omensappearand
ancient plots approach fruition, Kindred society spirals fur-
ther and further into chaos, until the wildest predictions of
Noddist lore become plausible.

The following section deals specifically with the thin-
blooded: how they see themselves, how they see others, how
they cope. The remainder of the chapter covers a wider range;
it examines the Cainite reaction, not only ro the thin-
bloeded and the threar they pose, but also to their own
apocalyptic fears.
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BABES IN THE WooD ¢
THE THIN-BLOODED
PERSPECTIVE

ENDERSTANDING TH

AMARILLA — AND ALTERNATIVES

Thank you for coming toniﬁht. Usually I
don’t get more than two or three people at
these meetings and here we have, what, five?

Maybe you’ve heard a name, the “Camarilla,”
and you want to know what it means. Or it least
what it means for you. I’ve been a vampire
almost 15 years now and in that time I’ve
bumped into the Camarilla a lot. At first I
didn’t know what it was either, but I kept my
eyes and ears open. Eventually, I found other
vampires who could tell me about it, just like
I'mtelling you now. I'm pretty sure that most
of what I've learned is accurate.

I know that to those of you who’ve
encountered it, the Camarilla doesn’t seem to
make much sense. Look at it one way, and it seems
to rule the world. Look at it another way, and
it’s so fractured and anarchic that you wonder
how it lasted a month, let alone centuries. One
night, a Camarilla prince sentences another
vampire to Final Death; the next, he shrugs and
tells a petitioner that he has no authority to
do what she wants.

CamarILLA OVERVIEW

Let me start with a quick overview of the
Camarilla for the complete beginners., First,
let’s get the name right. The name is Camarilla,
not Caramella, Catalina or Camellia. The word
means “Little Room,” a place for private
discussions. The Camarilla claims to be a
society for all vampires, avenue where they can
meet to resolve their differences and make plans
for their mutual protection. Yeah, right — I can
tell that some OF you have already exPer-ienced
the Camarilla’s “mutual protection.”

Each major city has a prince. A prince has
four main jobs:

¢ He or she arbitrates disputes between
vampires. For instance, he works out the
boundaries between vampires’ hunting territo-
ries and decrees what parts of the city are
common hunting grounds or kept off-limits.

® The prince grants the right to turn a
mortal into a vampire.

e The prince interprets tradition and
disciplines other vampires when they violate it.
As part of this last role, he has sole right to
order the execution of another vampire.

e The prince oversees the Masquerade,
making sure that the police and the media do

not see a vampire’s indiscretions - or at
least do not publicize them.

Ultimately, a prince has as much author-
ity as other vampires believe he has. Some
princes become virtual dictators to their
subjects, while others become laughable
figureheads. If a prince acts too brutal or
arbitrary, though, other vampires will
depose him and pr‘oﬁably kill him

A group of elder vampires called “primogen”
elect the prince — I believe, as I have never
cast a white or black stone — and advise him
thereafter. Each primogen represents one of
the vampire families within the Camarilla. The
name means “first-born,” which should clue you
in that the Camarilla operates on a strict
seniority system. The older you are, the more
rights and respect you have in the Camarilla. |

It’s not much of a government, but then the
Camarilla only deals with very small popula-
tions. Few cities have as many as 5@ vampires,
Such small groups don’t need enormous legal
codes and bureaucracies — just a judge and a
prosecutor. The prince fills botlgn roles,

You have a question, sir?

That’s a good question, and I wish I knew
the answer. I know about seven houses in the
Camarilla: Brujah, Venture, Toreador, War-
lock, Malkavian, Nosferatu and Gang-Gel. Some
of these nomes come from the wvampires’
ancestor, and a few are descriptive terms, but
I have no idea where the other names come from,
I’ve never met anyone else who knew, either.

Each clan has its traditional culture, just
like each tribe or caste would. These nights,
most tribes are pretty loose. Younger vampires
— like us — might not pay much attention to
their bloodline or may even drop out com-
pletely. Older vampires take “clan tradition”
very seriously, though. I’11l have more to say
about the force of tradition later.

® Brujah have a reputation as punks — you
know, the sort of “nonconformists” who all
rebel the same way. I’ve seen plenty of younger
Brujah who wore their black leather jackets and
body piercings like a uniform, but also Brujah
who didn’t fit that mold at all. According to
mﬁ lineage, I’'m a Brujah myself, as if I cared.
The few older Brujah I’ve met were all college
Communists, lace-cuff liberals and old-time
union activists —my grandsire still thinks the
South can make a comeback.

The Brujah have no clan-wide institu-
tions, though it’s not for lack of trying.
Many Brujah want to organize the clan as a
union or a revolutionary party or something,
but it would take an act of God to make five
Brujah agree on anything. They have more
sympathy for us young’uns, though.

e Malkavians are even more chaotic than
the Brujah. So far as I can tell, the clan
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]' glders have no common interests at all.
.'-St?posedly, Malks are all mad: Either they
only recruit lunatics or the Embrace itself
drives their childer insane. I don’t know;
" I've met Malks who seemed normal enough. The
" really spooky, beyond-the-pale Malks look to
me like they're putting on an act to freak out
ave else. 1’11 say this much: I never met
a stupid Malkavian. I’ve met some who act like
idiots, but most of them scare the hell out
of me in a serial-killer-I’m-going-to-eat-
your-flesh kind of way.

» The Narlocks are the exact opposite of
the Brujah and Malkavians. They have a super-
organized secret society, with hierarchies
ang secret passwords and loyalty oaths. Like
their name says, the Warlocks do real, honest-
to-God magic - so they say. I never met one.

*» House Venture dominates Camarilla

litics. More than an{ other family, the
enture resemble the classic Dracula-clone
vampires you see in movies: Old-fashioned
clothes, high-toned airs, lots of money.
Venture select their childer carefully and
indoctrinate them thoroughly. These vampires
deliberately seek power in both the Camarilla
and the mortal world. While I’ve never heard
of any actual organization of Venture, they
track their lineages closely, and they all seem
to know each other second or third-hand. An
awful lot of princes come from this clan. I

think the name comes from their constant plans
to grow richer or more influential: They always
seem to be undertaking some venture or another.
® In a charitable mood, 1'd call the
Toreador a clan of esthetes. Most of the
time, I call them pretentious art fags. Older
Torries go on about “cweating and pweserving
beauty foah the ages.” Even the younger ones
act nearly as stuck-up as the Venture. If the
Venture are the vampire equivalent of the
ivy-league Old Boy’s Network, though, the
Toreador are the Modern Art Ghetto: They
bitch at each other constantly, but stick
together out of contempt for us uncultured
slobs. Okay, so I’ve met a few exceptions.
® The Nosferatu form a complete contrast
to the beautiful Toreador. The Embrace
changes Nosferatu, making every one of them
hideously ugly. This forces them to dwell in
the sewers and other hidden places. They seem
to stick together, if orﬂ.z from shared
rejection. At least, I never heard of really
murderous factionalism in the clan, but then
the Nossies don’t talk much to outsiders.
Don’t insult the Nosferatu, though: Most
of them can cloud men’s minds through
hypnosis, so that you don’t see them. We cou?d
have a dozen Nosferatu in the room with us and
not know it.
® Finally, the Gang-Gel only seem to be a
clan because everyone else says they are. They
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wander like bums or Gypsies, seldom staying
anywhere long. The Gang-Gels I know tell me that
the only tradition they share is telling each
other stories about their travels.

Everyone assumed the Gang-gel belonged to
the Camarilla, even them. Lately, however,
more and more Gang-gel say they don’t belong
to anyone but themselves and the Camarilla
can get fucked for all they care. I don’t
believe stories about the house doing a mass
walkout from the Camarilla. I never saw Gang-
gel do anything as a group.

The Camarilla claims to represent all the
vampires in the world but I know that isn’t
true. T know vampires who say they belong to
different houses than the Camarilla seven -
clans like the Ravnos and the Saturdays.

Yes, ma’am?

e Ah yes, Caitiff. Ugly word, isn’t it?
That’s what Camarilla vampires call any
vampire whose family membership they can’t
identify. To them it means “bastard,” and
they use it the same way mortals use “nigger”
or “wop” or “gook.” Nobody, Kindred or kine,
has a monopoly on bigotry.

A TRADITIONAL SocCIETY

To understand the Camarilla, you have to
realize that it isn’t the sort of modern
nation-state we knew in our mortal exist-
ences. It’s amuch older sort of society, what

Tive oF THin Broon
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political scientists call a traditional
society. The Camarilla is a government but
only in the sense that the village elders in
the palaver hut form a government.

I’m getting some puzzled looks. What I mean
is that human tribal or village societies tend
to have certain features in common, so socigl
scientists group them as “traditional” soci-
eties - as distinct from transitional or
modern societies. I think the Camarilla has
many of these same distinctive features. I’11
list these features of on the blackboard, We
can go through them one by one and match then
u? with what we know — or at least what I know;
please add your own comments and information
— about the Camarilla. Okay? Point number one:

Ancient Custom

Unlike a modern, democratic government,
the Camarilla doesn’t claim to represent the
will of the people. Nobody votes on its laws.
It claims legitimacy based on ancient
traditions laid down gy Caine - supposedly
the Biblical Cain, to hear these vampires
talk - and the clan founders.

The so-called “Six Traditions of Caine”
form the basis of Camarilla custom. Different
vampires give different phrasings of these
traditions, but they work out something like
this: Sires rule their childer; don’t sire
new vampires without your own sire’s permis-
sion or the permission of the oldest vampire
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ity; don’t kill another vampire ciar,” a fancy word for judge. “Archon™ seems
ldest vampire orders it; don’t to imply broader powers, Either way, the
on another vampire’s territory; in both seem to have authority over princes.
srritory your word is law; and above  guess even princes sometimes disagree and
t let mortals know that vampires need someone to arbitrate between them. I
sarilla vampires also have rules  gather that justicars or archons also have
ing favors, r'espectin% the peace on  some connection to conclaves, but since I’ve
d neutral ground and the proper way  never talked to a var?ire who actually
on the elders in power. attended a conclave, don’t know what
these rules are written down. No one }usttcar‘s and archons actually do. From what
¢ that they are unjust or out-of-date 've seen, they don’t do much very often.
be changed. No lawyer will help you Subsistence Economy

‘case to the prince. You have no Mortal traditional societies live by
riends to speak on your behalf. If the  farming, raising livestock or some other sort
a accuses you of breaking the  of subsistence economy. They don’t trade
ns, you're pretty much screwed. much; each community provides for itself.
Central Government Now, obviously we vampires don’t need to
2 kine traditional societies, local hoe the crops or chase the buffalo. Just as
horities matter the most. The village elder  obviously, the Camarilla doesn’t need to
1 chief’s word carries more weight than trade with other societies; it exists as a
, of a distant king or president. parasite upon human society instead.

 the same way, each prince has a free The real similarity comes from the
managing his city and is answerable  attitude towards land. In man (not all)
to the primogen. That’s why the traditional societies, a small class or
la is not the world—spann}n% con-  ethnic group controls all the land and loans
) might think. “The” Camarillaonly it out to everyone else, according to rank.
s as an abstraction, like “the” business Isn’t that what the prince does when he
shment. The reality consists of many divides the city into hunting grounds?
Camarillas, completely autonomous 1in If you must enter a Camarilla city, locate
actions but united by common practices.  the “open hunting” regions — the Camarilla’s
; , “government” is probably not the version of the village green, available to
word to describe what we’re talking everyone — and stick to them. Poaching on an

but it suffices. From what I’ve seen,  elder’s hunting grounds gives him one of the
rilla is more like a secret society, tyE1c01 justifications for destroying the
b its own bylaws that it expects you to  likes of us.

antcuu?‘/{,nthe Camarilla is a Egg:pfgi KInsHIP BONDS

ves who think they know what’s 8- ;
3 ':':ts some global cgnspi racy or represen- This is the most important factor of all.
fation of the vampires by the vampires. In traditional societies, you are what your

. : family makes you. If your father is a farmer,
i Lefa’c:;:tfoali}:y ,gl‘g, {,;?ﬁ.::agﬁoﬂf :,::; you become a farmer. If your mother spins
< gather to debate the great issues of wool, you spin wool. More than that, your
ght, but I’ve never heard that princes place in the family determines your rank -
1y have to follow a conclave’s decisions and because people keep track of lineages
: don’t want to. Just like human and marriages for generations, ultimately
fittonal societies, all the real power the whole society 1is a gigantic extended

local. If don’t like a prince’s family. Father has authority over sons;
decision, tough luck! older brothers have authority over younger

You ;ir Mr. Cargill, was it? brothers; some lineages carry more prestige

“Justicars?” I’ve only heard that term twice E{gg,.og;?;i;g ,r'a\:‘réplal :Lshcérz smg:‘ogntpc::n't Vitinge

] ! . . g »
and both times with another word: archons. The Camarilla pays great atientics &b

cgem to refer to some sort of judge or : : .
Serlord. My guess is that the archons are the family relationships — based on who turned you

. : : into a vampire and who else he or she turned
f_‘.ﬁl- ,‘;gns"fnzht biaih%uzm%nagciﬁea;fst‘{gi?eg; into a vampire. Your sire also has a sire and
'; g)be the justicars serve the archons. They teamle.s of ?‘15 mn;‘hgfntmue_ th‘f -gzd
mght be emissaries or assistants. Y ch’" el e VONpIPE  TILUS

You heard it the other way around? called a clan, all deggended from a single
| Doubtful. “Archon” is an ancient Greek word \c’m};etr:adt :itio%.r chhtamrgcéry iaar;ses ,.megﬁg
for a chief magistrate, ruler or president.  founder Embraci le who shared his
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practice - and hundreds of years later, people
say, “Oh, Toreador are all artists,” as if this
were some sort of law of nature. My contacts
said that the clan founders all met Final Death
decades - if not centuries - ago, or just went
to sleep and will never wake uE again. At least,
that’s the official story the elders tell.

Beyond even that, some vampires say, the
founders of the clans all descend from a
single, first vampire called Caine. Yes,
again, the Caine from the Bible, but spelled
with an “e” at the end. That makes all the
vampires in the Camarilla distant relatives.
I guess that’s why they call themselves
“Kindred” instead of just vampires. Also,
that’s where the story gets unreliable. If this
is the Biblical Caine, why do vampires only go
back four centuries? Some Kindred speak of a

cle, so I'm inclined to believe this vampire
gﬁng basically burns itself out every few
hundred years, and then starts anew. Oh, get
this: The Camarilla as an organization (or
whatever) doesn’t even believe in the founders
of the clans. They parade around as if their
family was the most important thing in the
world and snipe at each other over family
rivalry, but they refuse to acknowledge the
families' founding members. e I'mmssing
something, but that doesn’t sit right with me.
Then a%aln, they may just think the founders
are all dead, and I'm misunderstanding their
self-important vampire code words.

That’s the 1ine, anyway. I can believe the
part about clan founders, but not the legend
of Caine. Among mortals, when smaller kinship
groups unite to form a tribe they make up some
mythical common ancestor to justify their
alliance. I think the Camarilla did this.
Only the very oldest vampires could possibly
know the truth, though, and they don’t talk
to the likes of us.

What does all this mean to you and me? In
mortal societies, when Grampa dies the next-
oldest family member takes over his job.
Eventually, you might become a Grampa
yourself and get some status and power that
way. Among our kind, though, Grampa never
dies. Odds are, Great-Great-Grampa is still
around and wants to stay in charge. He takes
great care that no younger vampire kills him
to take his place. For a young vampire, then,
the Camarilla is - pardon the expression - a
dead end. You may win some rights if you kiss
ass for a few decades, but you will never have
a real voice in government. In European
cities, vampires 100 years old still follow
orders given by 208-year-old sires, who
themselves bow to a 30@-year-old prince.

Most of us are Caitiff and 13th Generation
or higher. That means we’re at least 13
generations away from Caine, according to the
buzz. Exactly how you find out what generation
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you are, I don’t know, but it obviously has|
something to do with lineage. We aren’t i
enough to join the fancy club because we have'
too many ancestors between us and Caine, and |i
we can’t name them all. For us, the Camarilla|
is a mug’s game. Don’t even try to play.

ALTERNATIVES

The good news is that you don’t have to E»ut
up with the Camarilla. In fact, you shouldn’t, |}
No matter how much they’d like you to believe |
it, the elders do not control everything. |

The Sabbat? 1

God, no, Mr. Cargill, I certainly don’t mean |
the Sabbat! I don’t know much about the Sabbat, |
because those vampires tend to attack anyone who li.
noses around asking questions. I only talked to |
an actual Sabbat member once, and she was nuts, |
Absolutely batshit. When she tried to recruit
me, she asked if I'd like to “enjoy” — her word
— a little mutual torture with soldering irons
after she initiated me into the Sabbat. From
what I've heard, by the way, Sabbat initiation
involves burial and getting hit on the head with
a shovel. I said it sounded great and she should
meet me in the graveyard in an hour. Since she
would bring the soldering irons, I'd bring the
refreshments for afterwards. Once I got out of
sight, I ran for car and drove out of town k
as fast as I could.

I know this: The Sabbat demands more from
its members than the Camarilla does at its
worst. The Sabbat is some sort of vampire
doomsday cult. Think of Nazi storm troopers
and death-camp doctors crossed with Jehovah’s
Witnesses. They say they’re all about
“letting vampires be vampires”; they ac-
tively try to be inhuman monsters. Maybe so,
but I never heard of any Sabbat atrocity or
ghi}osophy worse than what some mortal did or

elieved. I’m told the Sabbat prevents
defection by having everyone blood bound to
everyone else — no, I don’t know how they
create multiple blood bonds, either.

If you meet the Sabbat, don’t run. That
only encourages them, like runnin% from a
dog. Instead, do like I did: Seem friendly
and interested, but make some excuse to
leave. Then run.

The Inconnu

Yes, Ms. Bennett? Inconnu? I’'m afraid
I’ve never heard of that group at all. Perhaps
you could tell us something about them?

Hmm. They sound a bit.. detached. They
don’t sound like very likely allies.

Anarchs Unbound

No, I’m talking about the anarch states.
I’d like to point out, though, that anarch
%'ust means anyone who doesn’t toe the

amarilla line. To say it properly, you have
to sneer and be at least 10@ years old. It’s
a good name if you want to scare an elder.

—
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you’ve heard self-proclaimed anarchs
3 you to rebel against the Camarilla -
+ to tweak the elders’ noses. These
‘stand out most, but they aren’t very
Why? Because they still operate 1n
1la’s shadow. They stick to their
ike Bre’r Rabbit to the tar baby and
ally achieve anything. I have news
w: These rebels without a clue only

pecause elders have more important
_ In cities where princes deputize
to deal with the anarchs, the
hs are.. dealt with.
5 don’t believe me? Visit Minneapolis-
T did. You won’t find any anarchs
The scourges destroyed them all last
1’11 warn you, though, they almost
me too when I came to town. Don’t mess
ders. If a group of them really wants
nally Dead, you will die.

me guess, ’re an anarch. Sorry,
hing personal . I just calls *emas I sees ’em.
Autarkis _
stting back on topic.. not all anarchs
<o noisily. You have more choices than
ght think.
Some vampires go it completely alone.
kis, some call them. The usual autarkis
a small town or a suburb too remote for
amarilla vampire to notice and takes it
is hunting ground. Sure it’s dangerous,
- many vampires pull it off for years.
et me give you an example — an extreme
T admt. I rode into this Iowa town in
1e car, meaning to spend a night hunting,
for a day, then hop another train for
tansas City. I woke up the next evening in a
Sgil cell with a sheriff and two deputies
] ing shotguns and a machine gun at me. Not
Uzi, a real, honest-to-God, belt-fed and
ar-cooled machine i;un on a tripod. Next to
them, Prince Suzie held a can of gasoline and
‘book of matches. Believe youme, it took some
fast talking to avoid becoming vampire flambeé.
" Turned out, Prince Suzie had blood bound
| the entire county sheriff’s department, the
| mavor and the owner of a local slaughterhouse.
wpet cops had machine guns and grenade

crying out loud

-"-j-lwncher's, for [ ;
.;Med shotgun shells in case of Lupines. The
famarilla wouldn’t call Suzie a prince (and
| che didn’t seem very old or smart), but I’ve
never seen a town more tightly controlled. She
| really is a law unto herself.

Cleavers

Other “anarchs” don’t see why they have
' 4o cut themselves off from humanity the way
“the Camarilla insists. These vampires let
their friends and relatives in on their big
| secret and ask them for help. Sometimes they
| get it, too. They hold down real jobs and even
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raise families — of course, these vampires
had their kids before their Embrace.

The Camarilla elders would insist that
vampires can’t do this, it’s impossible,
it’11 all end in tears or a witch-hunter’s
stake through the heart — but I know several
vampires willing to give family life a tr{.
Other vampires in and out of the Camarilla
sometimes make fun of them, calling them
“Cleavers” or “homebodies,” but I think they
are the bravest of us. Even most anarchs won’t
dare to break the Masquerade so completely.

Unbound

Me? I belong to the Unbound. We’re even
less or'g_ani.zed than the Camarilla, but we do
think of ourselves as a social movement. We
share an interest in breaking traditions and
finding new ways for vampires to exist.

For instance, we reject division into
clans. Even if you believe that story about
Caine and the clan founders, what does it
matter? Training accounts for the supposed
aptitudes for various Disciplines among the
clans: If you spend 20 years teaching childer
how to control people’s minds instead of
turning into wolves, is it any wonder that
they become good at one feat but not the other?

I'd bet my fangs that the various clan
obsessions and foibles happen because of
training, too. Once upon a time, some neurotic
vampires convinced themselves they had “re-
fined tastes in blood,” or went googly at
paintings and flowers, or frenzied at the drop
of a hat — and they brainwashed their childer
to believe it too. Then those vampires taught
their own childer to believe it, and after a
hundred years or so you have Clan Venture,
House Toreador and the Gang-Gel Tribe.

In modern nights, we can see that
“ploodline traits” are nonsense because so
many young vampires don’t endure decades of

indoctrination by their sires. I know childer
of Venture sires who can feed on any sort of
person they want. On the other hand, I once
met a vampire who insisted she was a Toreador
but she would feed on1¥ upon handsome young
black men. I found that 1’m descended fromone
of those angry Brujah, but folks tell me I'm
an even-tempered guy. The elders can call us
all “thin-blooded Caitiff scum” if they want:
They just can’t accept that we esca ed the
1imitations they placed upon themselves.

I even know a few vampires who invented
whole new Disciplines, something the Camarilla
elders say can’t be done ever. Other vampires,
all young and of the highest generations, have
a weird, psychic insight into other vampires’
activities, past, present and future. These
“seers” sometimes find secrets that elders
thought were buried long ago — or that the
elders didn’t know themselves. So much for the
wisdom of the centuries.
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We Unbound also reject the Camarilla’s
obsession with rule by the eldest. We’re
adults, and by God we’1l be treated that way!
Some of us in the anarch states try to adapt
American law to our circumstances, with jury
trials and popularly elected leaders. Others
experiment with completely new and original
social systems. We actually have more rule of
law than the Camarilla does. I can’t say we’ve
succeeded in creating laws and governments
for vampires, but we’re trying.

Long ago, the Camarilla might have made
sense as a way for vampires to govern and
protect themselves, but the world has
changed. I don’t believe the Camarilla can
keep the Masquerade forever. Information
moves too quickly. When the mortal population
discovers that we exist, we undead had better
present ourselves as good citizens instead of
parasites. When that night comes, I want a
groug ready to lobby Congress on behalf of the
metabolically challenged.

Some of us Unbound even want to reach out
to the other supernatural creatures who must
exist. I’m sure most of you have heard horror
stories about Lupines - werewolves - tearing
apart any vampire they meet? I’ve heard
rumors about wizards and witches, ghosts,
zombies, faeries and even mad scientists,

robots and aliens. If these creatures really
exist,

I want to meet them and start a

dialogue to break down whatever ancient
suspicions and codes of secrecy keep us
apart.. more traditions.

CONCLUSTON

Many vampires sneer at the Unbound as
foolish idealists. I never saw idealism as
foolish, not when I was a mortal PoliSci
student and not now. Like the song says, the
times they are a-changin’. The world turns
crazier every night - and more dangerous.

I mentioned the Ravnos clan before. A few
months an, they apﬁar‘enﬂy all went mad and
started killing each other. I saw two of them,
contacts of mine, ripping at each other until
one chewed out the other’s throat and drank
all his blood. The survivor never returned to
her haven. All my contacts around the country
tell similar stories. I only personally know
one Ravnos who survived that week of madness,
and he had abandoned his clan to join an
Unbound coterie.

The night before the Ravnos went mad, I
had a dream. Maybe you’ll think I’m a nut for
taking a dream sertiously. Maybe I am a nut -
except later I met two separate vampires who
told me the same dream. They both had
reputations as seers.

I dreamed that a king walked out of a
mountain. He had ten arms and ten heads. He
cut off his heads one by one and his remaining
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lowed them. Then a tiger, a dragon
of bird, a stork maybe, attacked
ly, the sun came up and’ they all
illa informants told me a legend
e clan founders — a legend that the
sist they don’t believe. According
old myth, some night the clan
rs will all wake up. They will be very
after sleeping for thousands of
cause of their incredible age,
god doesn’t satisfy them anymore.
, they hunger for the blood of
_ — especially their own descen-
They will eat all the younger
and ravage the world.
nk my dream was not just a dream. I
e king was the ancestor of the Ravnos
woke up. He fought.. somethmg.
her powerful vampires who didn’t
. become his breakfast, maybe some-
1se. When he died, really truly died,
ing broke in all his descendants and
nt mad. .
's why I take the risk of gm.n%_to
1la cities and giving talks Llike
If any other clan founders wake up,
will seek the wvampires they can
ify as their “family” — the vampires
é"gamar’illa who so conveniently track
r own bloodlines and insist on obedi-
e to the eldest among them. I don’t think
Camarilla will survive.
If we stay alone and afraid, clinging to
fringes of the Camarilla, we will die
it. If we work together, though — we so-
lled Caitiff and anarchs, whatever other
yjpernatural beings we can befriend,
our mortal friends and families — some

£ 5

‘of us might survive.
~ Thank you for your time. Oh, and Mr.
Cargill? Tell your master not to bother
hunting for me or the others in attendance.
We really don’t endanger the Camarilla; as
| you've seen, I want to take these unwanted
vampires off your prince’s hands. Leave them
' alone and they’ll just leave.
. How did I know? Really, Mr. Cargill. I
' did say that the vampires who shared my
_ dream were seers. They had visions and knew
‘things they could not know. I’ve never had
wvisions, but I’ve learned to trust my
' special hunches and I have a hunch that you
work for a scourge. Calm down, folks. Let
him go. He’s a treacherous coward, but if
I’m right he’ll receive a punishment much
worse than anything you could do - if not
tonight, then in time.

That’s it, folks. See you out west! Hey,
an{body know a good, open hunting ground?
Talking makes me hungry, and I could really
go for Chinese.

SEL F-DERCEPTION

Thin-blooded are rarely chosen from the elite of human
society; their sires don’t move in such circles. Instead, they
are often inner-city teenagers, cubicle slaves, starving grad
students, struggling arrists, hoodlums, temps, day laborers,
single parents — in short, regular people. And they tend to
regard themselves as such, even after the Embrace.

In the clans, a new vampire is taken firmly under his sire’s
wing. Centuries of tradition come to bear as he is taught the
lore, ideology and etiquette. By the time he is presented to
Kindred society, he has been trained to think of himself as a
creature set apart from humanity. But no one performs this
service for the thin-blooded. The average anarch, often a
fledgling herself, is doing well enough just to teach herchilde
to hunt — assuming she sticks around to do so (many sires of
thin-blooded vampires, appalled at having produced such
stunted excuses for progeny, disavow them completeiy}.

Players of thin-blooded characters should keep this in
mind. The edgy, tragically hip persona of the typical neonate
may be inappropriate. Remember, you probably don’t know
about Caine, the 13 ancient clans or anything else associated
with vampires. All you know is that you're not quite like the
vampires in the books and movies. Your mind and soul still seem
to be your own. As far as you can tell, you're much the same
person you always were. .. with a few disrurbing differences.

ViewsoN OTHER KINDRED

Thin-blooded vampires’ attitudes toward the sects and
clans vary widely, largely because their contact with other
vampires is 50 scattershor. Ones who know their sires tend to
take their sires’ views for granted unril they learn something
different, and so their cutlock has much in common with that
of the anarchs and other Kindred malcontents. However,
many more thin-blooded are abandoned, orphaned or es-
tranged. They have no idea what being Kindred is all about...
and trying to learn in a vacuum can be a terrifying and
confusing experience.

Caonsider the plight of Daphne, a thin-blooded fledgling
who has her first encounter with the Camarilla when she tries
to hunt in a nightclub owned by the local Ventrue. Sovyou just
wander into my club, kill one of my customers and leave the corpse
in my dumpster? Your sire ever mention this little code called the
Traditions? Oh really? Escaping from that fiasco with just the
clothes on her back, she settles in another city, only to run
into a prowling Sabbat pack. Look, a mewling weakling. Let's
set her on five and see if she's got what it takes to join the true
brotherhood. Traditions? Stop talking bullshit before you get us
mad. A few nights later, smudged with soot, she emerges to
find they've evidently given up on her. She flees again to
Boston, figuring a vampire could easily hide there. The
Giovanni have their own opinions on her little plan.

She'll probably be dead before she ever figures it out.
Still, she has good reason to keep trying. The Kindred are a
savage and inexplicably hostile race, but they are also her
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forebears, her family — the only ones who could possibly
understand what she's going through. Besides, what's the
alternative... to just keep on slinking around, night after
night, in this parasitical existence and never to know the
meaning of it all? This uneasy mixture of longing and fear is
typical. Many a thin-blooded innocent sets out to prove
herself thar she isn't the only vampire in the world, only to
discover to her chagrin that she's absolutely right.

ASSOCIATIONS

Assaciation among the thin-blooded, like much else
about them, is haphazard. There are no Washington lobbies,
nosupport groups, noalt.kindred high-gen, nosewingcircles,
no Pulitzer-chasing journalists to evangelize their plight.
How do they ever find each other? Usually they don't.

To have sired a frail vampire is generally considered a
disgrace in the clans. Many thin-blooded internalize their
sires' shame and refuse even to speak to other weaklings.
Instead, they try to earn starus by strengthening themselves
(via training or diablerie) and seeking the patronage of their
elders. These tactics rarely succeed. At best, such a youngster
might find a prince or bishop willing to cut a deal: protection
and legitimacy in exchange for eternal servitude and expend-
ability. At worst, an infernalist vampire might consider him
a willing dupe for promises of easy power.

Orher thin-blooded take a more express route to respect-
ability — they simply move to a new city and lie about
themselves. This is usually Plan B or C, since a very new
vampire doesn't know enough about Kindred society to
believably fake clan membership or fabricate a lineage. It can
also be a highly risky enterprise, depending on local attitudes.
In New Orleans, an impostor is often accepted with a nudge
and wink. In London, the rastacouere had better be prepared
to undergo the genealogical equivalent of the Spanish Inqui-
sition, administered by Kindred who are former heralds of the
Royal College of Arms.

A few lucky bastards (forgive the double-entendre) are
absorbed, if grudgingly, into their sires’ coteries. Sometimes
this happens because the sire insists — sometimes because
multiple vampires in the group have sired thin-blooded
childer. Sometimes, a coterie is so small and powerless that
even a weakling whelp can make herself useful.

Corteries composed entirely of thin-blooded are ex-
tremely rare, but not nonexistent. As seers discover that they
can multiply their clairvoyant powers by cooperating with
each other, they increasingly seek out those who share the
gift. In orther cases, thin-blooded are forced together by
circumstance or the machinations of an older vampire.

THEe UNBOUND

Elders like to scoff that the whole “Unbound” movement
is nothing bur a pathetic attempt on the part of the Caitiff to
define themselves into legitimacy. The Unbound beg to differ.
They disavow the sects, the clans and the age hierarchy. Why
would they seek legitimacy in a system they despise!?

Sour grapes, perhaps. But few dispute that vampire
legend can be interpreted to support their heretical notions.
Caine was clanless. He didn’t inherit Disciplines; he in- ||
vented them. The Cairtiff share these traits with him. What |/
if they really are to be the chosen instrument of his wrath? As |
rumors continue to spread abour new and mysterious powers, |
the theory attracts less and less hilarity. ,

Most Unbound happily extend their protection to thin-
blooded who ask for it— to do any less would undermine their |
passionate ideology. Unfortunately, however, the movement
is still quite small. Its members devote their limited resources
to evangelizing among the anarchs, especially in the free state
of California. thin-blooded dwelling in other areas have only
a slim chance of stumbling across another vampire, let alone
one of their number.

MORTALS

Many thin-blooded have little or no contact with other
vampires. Instead, ignorant as they are of the Masquerade,
they confide in mortals. They turn to their family and friends
for help in dealing with this crisis as they have on countless.
other occasions. How should they know any better!? Of
course, telling someone that you are a vampire is never an
easy thing, and not all mortals take the news gently. Still, in
the absence of any other support, it might be the only
reasonable choice. A few weaklings have even approached
human experts in various fields — doctors, scientists, priests
and psychics — for help in curing or at least understanding
their new condition. The end result is almost invariably
silence, whether willing, coerced or fatal, as other vampires
learn of the hemovore at the local GP’s office and refuse to
vield the Masquerade that protects their unlives.

Occasionally, a fledgling has the questionable fortune to
be discovered by someone who recognizes her for what she is.
Most often, that someone is a vampire-hunter, and thus
hostile, but exceptions are possible. Even a soldier of the
Inquisition might find his world-view sufficiently challenged
by a penitent vampire who can bear daylight to decide that
the matter merits further inquiry. As for government agents
or Arcanum scholars, any interest such folk might take in the
thin-blooded would be clinical at best. However, with pa-
tience, a chance meeting could develop into a profitable
working relationship.

OTHERS

Very rarely, a member of some other supernatural race
will stumble upon a thin-blooded vampire. These encounters
generally go badly for one party or the other, unless the
supernatural in question is also an outcast from her own
species. Misery loves company.

See Chapter Four for more information on how to

include thin-bloaded characters in a chronicle.

STRATEGIES

Like so many neonates, thin-blooded generally don't
survive long. Those who do belong to an extraordinarily
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‘tough lot. Compared to full-blooded vampires, they have
yery lirtle mystic power. Native cleverness and circumspec-
gion must take up the slack. Below are a few elementary

Istrategies employed by the successful (and yes, the wildlife
analogies are intentional).

» Camouflage: Let the lion strut and show his mane; but if

2 doe wants to survive, she freezes and blends in. Thin-blooded
who persevere eventually learn that it is far wiser to stay off the
meets and hide their true nature. Many become reclusive,
interacting with the world mainly by proxy, using their distinc-
tive powers only when necessary. It's generally safest to disguise
pneself as a morral, avoiding face-to-face meetings with other
jupernaturals as much as possible, but some thin-blooded have
pcceeded in taking the opposite tack, passing themselves off as
peonates of the clans, or even ghouls. (The aura of a thin-
tiooded vampire, while pale, is often less so than that of other
mmpires. It can look very similar to an older ghoul's aura.)

* Foraging: Friends are found in the least likely places.
\ithough the thin-blooded often suffer for maintaining theirold
portal contacts, knowing someone who does data entry in a
pvernment office, for example, or a janitorata prestigious office
uilding, or a friend of a friend of a congressman, might come in
gite handy in a time of need. Such resources are frequently
verlooked by the more privileged and snobbish vampires of the
lans, but bastards can hardly afford to be so picky.

Moreover, thin-blooded have a distinct advantage in
weir dealings with mortal associates. They are usually much

L~

younger, much more in touch than the average vampire. Other
Cainites must rely on fear, favors and the dubious emotional
power of the blood bond to secure their underlings’ loyalty;
many haven't had a true friend since they died decades or
centuries ago. A thin-blooded youngling, however, might
have to work pretty hard to avoid her best girlfriend who's been
leaving worried messages on her machine for the last three
weeks. Additionally, vampires who feed ar the Rack have a
much easier time if their appearance follows mortal trends. A
vampire in her baggy pants and wifebeater T-shirt of rave
culture will have much more luck feeding at a warehouse party
than a potent elder who still affects the silk brocades of his
mortal days asa merchant prince. And she's probably less likely
to be viewed as suspicious by police, as well.

* Bottom-Feeding: Sustenance, too, must be sought out
in nooks and crannies. In a city where vampires dwell, almost
every square inch of land is claimed as princely domain, privare
turf or both. Vagrants have no “legal” place to hunt, so thin-
blooded must take their prey where it won't be missed. Some
are lucky enough to persuade mortal friends to donate. Others
skulk in the farthest reaches of the suburbs, or take victims most
Kindred wouldn't want anyway: the diseased, the aged, etc. (Of
course, most Kindred doesn’t mean all Kindred. Some vampires
consider the downtrodden their rightful prey, so even a careful
fledgling might run into trouble.)

Assuming one can overcome the risk of discovery, the
safest tactic is to collect a small group of regular vessels — a
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herd, of course — and stick to it. But doing so is often
problemaric for the thin-blooded — they lack the skill with
Dominate, Presence, Animalism, etc., that other vampires use
to make it go more smoothly. Yet, a few enterprising fledglings
have found cozy niches: working the night shift at a small
charity shelter, for example, and feeding on the sleeping
residents... or leasing the space for a free V.D. testing clinic.

¢ Evolution: Again, the youth of the thin-blooded can be
turned to their advantage. While most anarchs and Caitiff are
also “young” by Kindred standards, many of them have been
vampires for several decades. Thin-blooded, however, are defi-
nitely children of the Information Age, and they can use that
modern savvy to confound and outwit pursuers. Sure, that
Tremere regent can shoot fire out of his fingers, but can he keep
his cool when a live TV crew shows up on his chantry doorstep?
Of course the prince knows how to bury a murder investigation,
but does she know that all her tax information can be purchased
overthe Internet? Thin-blooded also find it much easier toblend
in with the Canaille when it suits them; they know the current
slang, the fashionable locales and the hot topics.

¢ Running Like All Hell: When all else fails.... Seri-
ously, mobility is another strong advantage the thin-blooded
possess. Kindred tend to become entangled in possessions,
administrative duties and prestation commitments. Some of
them have existed so long that their chances of running into
someone they know in any given place are actually fairly
high. Pride is an even more important consideration —
fleeing one’s domain is traditionally considered a sign of
weakness among Cainites.

But while parting is often emotionally difficult for the
thin-blooded, due to the friends and family they must leave
behind, they face far fewer practical obstacles. Moreover,
they leave a fainter track. Their faces have never made the
society pages. They don't own controlling stock in this art
gallery or that manufacturing firm. Their friends and ac-
quaintances are as obscure as they are.

Some thin-blooded hit the road and never stop running.
However, the nomad's way is neither easy nor safe. Settling in
a small town, one with no other Kindred in it, is a better
solution; but except for a very few elders seeking respite from
the Jyhad, most vampires find it difficult to give up the
stimulating bustle of the city. Furthermore, the more remote
the locale, the higher the likelihood of Final Death at the claws
of Lupines and threats posed by other mysterious beings.

DHAMPIRS

Kendall sat on the curb and cried himself sick for the first time
since he was a little kid. It wasn’t that he was hurt bad. There was
a litle scrape over his eye, a little salt taste in his mouth, and they
were going away fast. It wasn't even what had happened to Julio
— well, maybe a little, but Julio knew better than to call kim
“faggot," even as a joke.

Tt was the way he'd felt while he was doingit. Each blow had sent
alittle explosiom of joy into his brain, the same soothing pleasure he got
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from banging on his drums at home. He'd beaten his best friend g
bruisy pulp and loved every second of it. Hesmﬂ'adatd!esﬁd
blood on his jacket sleeve , and waited for his stepmom to vemembergy

Dhampirs start off on the wrong foot in this world,
things never get any better.

Tobegin with, the birth of a half-vampire child gene:
comes as a great surprise to at least one of the parents, It
be greeted with elation or superstitious disgust, but never
without fear. For a female vampire, motherhood adds burden |
and danger to an existence already filled to brimming with
both. She may have a rough time of it physically — her
undead body is hardly suited to the task. She'll also havealor
of explaining to do if another vampire catches her in mater-
nity wear! A Kindred father may believe that his lover has |
been unfaithful to him (after all, it can’t possibly be his); but
ifhe knows better, he must face a terrible decision. Should he |
stay, take responsibility and accept whatever befalls him and
his new family asa result... or should he abandon his own flesh
and blood?

Nor is the human parent likely to have it any easiet. Just |
loving a vampire, knowingly or unknowingly, is enough
invitation to tragedy. The additional strain of raising a baby
in an atmosphere so charged with pain and uncertainty can §
break even the strongest spirits. Furthermore, mortal mothers
of dhampirs often develop life-threatening complications |\
during pregnancy and labor (whether due to the clash of
mortal and immortal vitae, or more mysterious factors); §
depressed immune functioning, hemorrhaging, toxemia, etc,

With so many perils, it’s all too easy for a dhampir to end
up abandoned or orphaned at an early age. Dad runs off and
Mom dies at the hands of the scourge. Or Mom succumbs to §
drug addiction and Dad decides his child will be happier
“among normal people.” That is, assuming Dad was ever told
about the baby in the first place. Even if the family is intact
(for now), their prospects for domestic bliss are slim in the
World of Darkness. For one reason or another, many dhampirs
must learn their true nature on their own, while being passed
from foster home to foster home, or holding down a mini-
mum-wage job to feed themselves and an ailing grandmother,
orserving their time for assaultin a juvenile detention center.

SeLF-DISCOVERY

If the thin-blooded are ignorant of their heritage, then
how much more so are their mortal offspring? A dhampir’s
occult legacy usually doesn’t manifest until the onset of
puberty; in addition to all the usual tribulations of growing
up, the child must face a second layer of transformation, far
darker and infinitely more mysterious.

The process varies from individual to individual. Most
simply become aware, sometime during their teens, of a
special reserve of physical strength that they can call upon —
instinctively at first, in times of stress. They may be afraid of
this power and the feral pleasure that accompanies usingit, or
they may be delighted to discover such a useful weapon




d and immediately set about finding its
s bloom later. For them, mystical dab-
mmduvmpammghtbeﬂmut
‘hidden potential.
once a dhampir is fully awakened to her
het physically and mentally. Her aging slows to
can be a real social disadvantage when it
suberty). She gains a limited ability to learn
pes. She also gains an inner Beast, which,
pared toa vampire's, is still strong enough to
i will. In other words, as Dr. Netchurch so
in Chapter One, she becomes biologically
from a revenant.
cally is the all-important qualifier. In all
dhampirs could not be more different from the
tches, Zantosas, et al. Revenants have a
heir own, a skewed outlook that they have devel-
ny centuries. Dhampirs nominally belong to the
world, however imperfect the fit may be.)
: JHAMPIR
pirs come up with a great variety of justifications
es for dealing with their heritage. Some curse
parent and seek to slay him, hoping that such

that they must be irrevocably tainted with evil

ties have begun to circulate in Mexico City about a
mpir who firmly believes himself to be the Antichrist.)
w are either unaware of their vampiric ancestry or refuse
dieve in it; instead, they choose to see themselves as
enlightened or rouched by a cruel deity.

A tiny number have enough contact with their vampiric
o learn whatever they may know about the world of
ndead (which usually isn'tmuch). This can be both good
«. On one hand, the support of “someone who under-
4" can be of great help in weathering the disturbing
anges wrought by Kindred vitae. On the other hand, if
e ever been embarrassed to let a friend meet Mom and
bmause they dress funny or make bad jokes....

~ Whatever the particulars, every dhampir must contend
with the same dark legacy. Wielding the blood-strength is a
source of exultant pleasure — a pale shadow of the vampiric
_-:perhaps — but also of deadly temptation. Although
mpirs don't need to feed as vampires do (in fact, most
2 mmteaullforhummblaod} lost vitae replenishes
jtself only gradually, and the anemic weakness and emotional
etdown that result can be devastating. Some dhampirs
hecome addicted to the rush of using their Disciplines and
wurn to powerful stimulants in an effort to reproduce it.
Others discover a far more potent substitute: Kindred blood.
| The Beast is an even greater thorn in a half-breed’s side.
| True, a dhampir doesn't often encounter the sort of provoca-

A

tion that might bring about a homicidal rage; but it takes only
one such incident to break up a romance, destroy a friendship
or scuttle a promising career. And even petty annoyances can
add up. When a 17-year-old dhampir drives home through
gridlock traffic after a day of flunking his classes to find his
girlfriend has canceled their date and the cat’s puking on his
bed, his rage may exceed anything he has ever known.

DHAMPIR AND HINDRED SOCIETY

Dhampirs are a new phenomenon in the World of
Darkness. Although legends of half-vampires have circu-
lated for centuries (indeed, in one Slavic village the entire
population claims descent from a common vampire ances-
tor, and its citizens bear the name Lampijerovic — “little
vampire” — in testament to that belief), such stories have
been almost universally dismissed as folk tales. Neverthe-
less, for all the scoffing, some Kindred remain fascinated
with the idea — particularly those who died before they
could satisfy their longing for a family of their own. Secretly,
lest they incur the scomn of their fellows, they experiment
with the various methods prescribed by myth: charms,
relics, dark Tremere arts, pacts with the devil, even true
love. All to no avail.

Now, suddenly, plain old-fashioned sex appears to be
doing the trick for some. The existence of the dhampir is still |
contested by eynics, who suspect some kind of millennial |
hoax, but to those who have an inkling of thin-blooded {
oddities, the idea is all too plausible.

At present, a dhampir who falls into the clutches of a full
vampire will most likely be mistaken for a revenant or a
masterless ghoul — hardly cause for joy, perhaps, but good
fortune indeed compared to the lot of the dhampir who is
recognized for what she truly is. To Camarilla vampires, she |
is the ultimare Masquerade breach: an elemental and irrevo-
cable mingling of Kindred and kine. To vampires of ascientific
bent, particularly Tremere or Tzimisce, she is also an intrigu-
ingdevelopment in Kindred biology, and thus a prime subject
for experimentation (her parents can expect to attract such
interest as well, since they obviously must be unusual speci-
mens themselves). To Sabbat and other die-hard Noddists,
she is an ominous portent of doom — which may not be her
fault, but killing the messenger is as honored a tradition
among vampires as among mortals.

A few Kindred, mostly elders who matured in rimes of
greater religious faith, might take a more enlightened view of
her emergence. To them, the spectacle of true life issuing
from the withered loins of a vampire can only mean one
thing: God is forgiving, and He has sent this miracle to show
the Cainites that redemption is possible even for their cursed
race. They may well honor her as a sort of living relic. But
these Kindred are the ones she should fear most of all; a
reluctant messiah is a perilous thing to be, and the same
fanatics who appoint her High Priestess of their Gehenna
cult tonight might decide tomorrow that she looks better
atop the altar than behind it.
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“The Signs of Gehenna"” (BoN: CoS 1-88, Marrakesh Codex, Pehlavi trans.) — An Exegesis

!

|

: Reliable sources for Noddist scripture are, of course, as rare as reliable Caine sightings.

] When found, they are without exception obtained and hoarded by the very eldest among us.

{ll Furthermore, even paleographers of unimpeachable probity and integrity disagree on authen-

||| tication methodology. For these reasons, establishing a stemma for the Book of Nod, to say

}q nothing of the apocryphal Revelations of the Dark Mother, Proverbs of the Akkadian Sage,
Delphic Visions, and Overseer’s Accounts, remains intractably problematic.

The Marrakesh Codex, however, is the exception that proves the rule. Although it contains
only 24 of the 52 known sections of the Book of Nod, Cainite scholars are in remarkable agree-
ment as to its provenance and antiquity, the latter of which was recently proved through
radiocarbon dating.

Furthermore, the keepers of the three extant copies of the Codex (two of which are in
Byzantine Greek, and the other — the oldest by centuries — in Pehlavi) have been notably
generous, if selective, in allowing Kindred specialists to examine both microfilms of the manu-
| scripts and the physical codices themselves. The physical examinations, in particular, have
revealed an unexpected wealth of information, especially the recent recognition of Greek 1 as a
palimpsest that supports several theories first put forth by Aristotle de Laurent in his famous
s Notes on the Epigraphy of the First City. However, that is a topic for a separate essay.

The following is an exegesis of "The Signs of Gehenna” as it appears in the Pehlavi transla-
tion, including my own commentary as well as that of Beckett of the Mnemosyne and Nahir of'3
the Lasombra, both eminent Noddists. (Beckett and de Laurent have examined this prophecy at:
some length themselves in their Annotated Book of Nod, to which | wholeheartedly refer the &
beginning student.) Disagreements on such a subject are only natural, and in the interests of =
| fairess, | have refrained from editing the comments even for stylistic consistency. ;‘

Codicology has dated the Pehlavi MS to ca. A.D. 530. Fourteen different scribes contributed 1
to the work, which is an explicit attempt to assemble all the known First and Second City lore, m
and many of the sections, including this one, purport to have been taken directly from the
fabled Ashur tablets (only fragments of which are now extant).

\ Slashes in the text indicate the original versification, which is evidently faithful to the pre-
g sumptive Enochian version — or, at least, it bears no resemblance to known Pehlavi or Greek

- poetic meters.

The Signs of Gehenna (Part 1 of the "Chronicle of Secrets”)

| Quiet! Hear the raven's cry!/The stillness of the wind/rising hot on the street/the towers
l_ hide/the darkness of the day.
—= i
' M;&g'mmkahdw : lley nd m K ﬂﬂ
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Lasombra’s dreams come true/on the
moon runs as blood/ and thesun rises
sky/ that is the day of the Damned/
aine’s children will rise again.
| the world will turn cold/and unclean
will boil up from the ground/and great
arms will roll, lightning will light/fires, animals
will fester and their bodies, twisted, will fall.
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So, too, our grandsires will rise from the

L s i el

|| who have consumed the
|| bebrought pefore the Black Throne/and made to drink
| of Caine’sblood/and Caine’s blood will eat their blood.

| ground/they will break their fast on the first part
of us/they will consume us whole.

On the second day, Caine will retum/and call his

| children to the meeting place/on the site of the First
| City he will beckon/them, sitting on his basalt throne.
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_ And Caine will call aloud the names of those to be
destroyed/for their crimes are too great/and all those
heart's blood of their sire/will

‘And the Dark Mother herself will be brought forth/
and there, in thevalleyof Enoch, will there beabattle/

| 2 duel of Dark Father and Dark Mother/the demon

queenwillbitedeep/the damnedkingwill bitedeeper/
1 we will not know the thing which will happen/but the

|| skywill tear apart, and the earth below/and the forces
|| of Hell will pour up out of the ground.

1

2
|
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| On the third day/there will be silence/the
|| crows will feed on the carrion/plague will dance
/|| amongst the ruins/the last of the Wild Ones will
| leave this place/the last of the Moon-Beasts will
||| fight/and fall/and the Antediluvians will make for
|[1 themselves an empire of blood.
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Theywill rule with iron talons/they will wrench the
hearts of all still alive/and the full sum of the earth’s
livingwillcome/andlivein theLast City, calledGehenna.

And there will be a reign of one thousand
years/and there will be no love, or life, or pity/the
mighty will be as slaves/the virtuous will be made
||| foul/every good gift, and every perfect gift will be
||tainted/by the Father of Darkness, whose power
|| will come from the nether realms.
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ff When the snows consume the earth/and the sun
gutters like a candle in the wind/then and only then
‘will there be born a woman/the last daughter of Eve/
‘and in her there will be decided the fate of all.

! And you will not know this woman, exceptbythe/
mark of the moon on her/and she will face treachery,
hatred, and pain/but in her is the last hope.
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will hunt us even in the strongest city/you will 2
them by the awakening of some of the eldest/ ¥ il Bele Yoge, — Nolis
rone will awaken and consume all. _ ' 4
ou will know these times, for a black/hand
“Mill rise up and choke all those who oppose it/and

those who eat heart’s blood will flourish/and the
red will crowd each to/his own, and vitae will

| Mark these signs, they are/coming! Gehenna/

iwill be on earth.

; Mark the shadow which flies/mark the dragon
which rises/mark the darkness which moves/ mark

the shadow of the moon/mark the angel that dies/

\L mark the maiden who weeps/mark the children
.}_ Embraced:'mark the Clantess who run.
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|
And there will be a time/when sire will drive
! out childer/when sire will abandon childer/to the
-i__.sun’s mercy/and there will be no mercy for the
1| Clanless/there will be no mercy for the Clanless,
‘|| mongrel though they be/upon their forgottensires/
|| shall be the curse of Auriel/upon their hateful
||| sires/shall be the curse that comes of crossing
| Caine/upon their lazy sires/shall be the curse of
the hunters hunted.

" Spimprh ek,

Tl Meral copeiionod s phrase, as lus verse, fpnecally
ouciee WeveHicalion: Thee shall b newercy toc e davde=s.

S “cnese o Antel [icll,” focthose wefainllar ik Catee

Tl e o s lo el i
| Zﬁm'm&f gpedlbuachee andcdec e
Sk ‘"ﬂ#‘ fq{u hdel s Lkt fo menn lle wildd-fuedons, llose
worleds i el limes wnd places wo oo o v el sebuse (s ebide w. Now,
S B i il ol o o i e e il ol o

“The stn's-mexoy — may have a ditlec
ent Meaning Lo fhose weal-p(evded
chifdex When 65 chOTenl  CAeT My be
pelieved, can endice the swy's" ciysi. bAL -

i Those among the Clanless will have no/path
{[to follow/no family to name/no generation to I
‘Ihold/no traditions to keep/no customs to give/na.
hospitality to give. 3
! Why do you make these orphans?/Why do you
|lleave them in the street?/They are the dark seed of
|'our undoing/they will band together with those who
hate us/they will follow Brujah's childer/they will
make the blood run red/they are geing to kill the
dead/they are going to eat our kin/they will scream
and bash our doors/they will cry aloud for justice,

e
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_ Clantess, all, they will know secret ways/
Clanless, all, they are Lilith's foul get/Clanless, all,
they are newly awake/Clanless, all! No family, no
sign, no/loyalty, no elder.

Beware those who walk without a clan/ for they
will be our undoing/pity them! Adopt the orphans
=Iwhere_you can/but watch them. In them is the bad

lseed_/of their sire.
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REAND BRIMSTONE

outward behavior, one could easily con-
. Kindred, as a race, are dead to the mystical.
or seems preoccupied with treachery; the
seems preoccupied with surviving. The
talk of holy war, wastes much of its energy
es of violence. And the Camarilla officially
foolish enough to believe in cannibalistic
‘thousand-year reigns of evil, girl-saviors or any
of the same elders who naysay Caine sightings
Friday spend all night Saturday procuring a victim
Gehenna cult’s winter rite. With each new omen,
of these secret fanatics swell tremendously. Mean-
\er vampires who thought they'd transcended their
« of damnation ages ago find that they have
yated themselves. More than one ancilla has been
recently to find her jaded sire sitting in the back
ening Mass, prostrated on a prayer mat at midnight
s Gypsy fortunetellers on the sly.

ome extent, it's only natural that elders should be
d by the latest portents. Many were raised in deeply
< (or, at any rate, superstirious) cultures. Although they
ve questioned their youthful beliefs in the centuries
subconscious programming remains, awaiting only
circumstances to emerge. But younger vampires
10 Gehenna-madness almost as rapidly. Something
impending cataclysm burns off the inner skepric in
—one. Terror, combined with the numerological ascrip-
« of the millennium, drives many Kindred to acts they

have considered impassibly rash scant years before.

GeHenna CULTS
telling symptom of the general malzise: Gehenna
are more popular than ever. Even ancillae and neo-
have begun to organize (if such a term can be applied
3 them) their own groups. Most of the cults are tiny —
than a dozen regular members — and woefully igno-
same even think themselves the only organizations of
kind. Generally, they dissolve or fall prey to enemies
hin a decade of their founding.
Other cults can boast a far longer (if not always more
ished) history. The great cults of the West, some of
ich are derailed below, have studied the problem of
enna for many centuries. Studying and solving are two
erent things, true, but these mystic orders are still fleeter
pffoot than either the Camarilla or the Sabbat. Furthermore,
they honestly believe that when the time comes, their long
yearsof cautious plotting will enable them to move decisively
| while the rest of the Kindred stand paralyzed.

TueRovAL ORDER OF THE FoeNiC GROUNDSHEEDERS
Founded: A.D. 1645

. The Groundskeepers seek, first and foremost, the
| resting-places of the Antediluvians. The cult’s members

(_,__-"A

allow a respectful outsider to peruse — for a price).

believe they can avert doom by destroying the Ancients
before they have a chance to rise and slaughter their way
back to strength. Unfortunately, the quarry is wily. Forany
one clan father, there are generally several remote sites (all
jealously guarded by self-appointed protectors) that purport
to be his tomb. The cult can ill afford to squander its
resources for such uncertain results, and so, to date, it has
made no direct artacks on any identified sites. Its members
seem content to pore over the data and engage each other
in academic duels; when pressed, they tell their initiates
that fate rewatds the patient (and in all fairness, it must be
admitted that they now possess the most extensive library of
Kindred archaeology in existence, which they mighteven

During the 19th century, some of the more restless
members of the cult finally grew tired of their fellows’ plod-
ding, scholarly approach. Even if the beings resting in the
tombs are “only” Methuselahs, they argued, killing them
takes valuable ammunition away from the Ancients. A major
split occurred in 1898, when these dissidents seceded from
the main cult and established themselves as a separate fac-
tion. In a fit of unbridled one-upmanship, they renamed
themselves “The Imperial Order of the Master Edenic
Groundskeepers” and set about gathering the recruits and
weapons needed for a full-scale assault on the purported
tombs —all 62 of them. Their score so far: eight Methuselahs
slain, three Methuselahs awoken, including a Toreadorwhe,
lost to the Beast, has since gone forth to wreak havoc in
eastern Europe.

The advent of the thin-blooded hasn’t impressed the
Groundskeepers as much as one might expect. Both factions
of the cult feel they have far more important concerns than
herding a bunch of useless neonates in one direction or
another — omen or no omen. Still, even the most oblivious
Groundskeepers have now heard of thin-blooded with mys-
terious powers of second sight, and that does interest them.
The cultists have employed similar methods in their search
before, of course, but actively probing the secrets of the
Antediluvians with Auspex can be a deadly enterprise; con-
jured spirits tell lies and evade the questions put to them; and
even the most straightforward Malkavian auguries generally
make sense only in retrospect.

At present, the conservative faction finds itself frozen
by indecision, torn between hope and fear. On the one
hand, perhaps these seers could lead the cultto the rombs of
the Ancients, who could then be destroyed while srill
weakened (which is certainly a relative term) from the long
fast. On the other hand, psychic connections are notorious
for working both ways. If the thin-blooded receive their
visions directly from the Ancients, it would not do at all ro
encourage contact. In fact, it might be best simply to
exterminate the younglings altogether..Without the thin-
blooded, there can be no “time of thin blood,” and without
that, it's just possible that the Antediluvians will miss their
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cue and stay in torpor a while longer. At any rate, the
cultists hardly want their enemy to gain intelligence on
their plans.

The radical faction, however, too energized by the
possibilities to waste time worrying, has recently launched
several survey expeditions to the most likely of the remaining
locations. Elite Kindred trainees provide the muscle, while a
trio of thin-blooded seers accompanies each team as naviga-
tors. Whether these daring efforts might have any issue
remains to be seen.

THEe WAY OF THE ANCIENT LAWGIVERS

Founded: A.D. 1312

The Lawgivers (also known as Enochians) have long
rejected the notion, held by some Kindred rationalists, that
the Gehenna cycle is an inevitable phenomenon. They
insist that the disobedience of younger Kindred is what
causes the blood baths. If the Kindred will but return to the
ways of the First City — by which the cultists mean that
vampires should overtly enslave humanity and institute a
strict hierarchy of age — then the Ancients will have mercy
and bring an era of unparalleled peace when they rise again.
The cult’s oldest charter dates from the 14th century, but
claims for the transmission of its teachings extend all the
way back to the Second Ciry.

The “overtly enslave humanity” part of the Lawgivers’
credo is, of course, impracticable under the Camarilla

|
Masquerade, and so those of its members who belong to that |
sect must amass their mortal influence secretly — for now, |
They believe firmly, however, that as Gehenna draws nearer, |
the time will come to throw off the shackles of silence. Wha:n
that time arrives, the cultists plan to be ready. Some devote |
great energy to infiltrating various national militaries, Others.
have retreated to the wilderness to create limited
“Carthaginian” experiments, small walled towns where the
resident mortals knowingly serve a brood of Cainite masters. |
In these controlled environments, they hope, they can leam |
the best methods for government and thus avoid the calami-
ties that have hindered similar attempts in the past.

Trapped in their own dogma, the Lawgivers cannot

credit the idea that the mere appearance of thin-blooded
vampires might rouse the Ancients against the Kindred.
However, the presence of so many bastards does reveal the §
lawlessness and disobedience of the vagrants’ sires, and that
is the real danger. Thus, the cultists are generally staunch |
supporters of the scourge. Any vampire youths running
around loose should simply be destroyed, they say; once the
slate is clean, a fresh start, supported by firm discipline from
the very first, can be made.

THe SERVITORS CFIRAD

Founded: A.D. 1456

Similar to the Lawgivers in many respects, the Servitors
espouse a creed of fearful slavery under the Antediluvians,
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na comes, the Servitors want to be able to prove

ything possible toaid their ancestors’ return
resent strategy for accomplishing this goal
d society ever deeper into ignorance and
ish prophecies, so that it will be less

jtself on the fateful night. Accordingly, the

Whenever an opportunity arises, they try to
«cts into open warfare. They also keep an eye

change for turning quisling.
2 the Servitors have built up a corps of
sitives” whose duty is to listen for any hint of
s from the Ancients. Although the signs of
nightly, the awaited signal has proved
ssingly slow in coming. The cult’s leadership—a pair
dred lovers, one of whom claims to be the last member
wotten bloodline or clan — has been accused more
hiding news of contact from the rest of the cult.
just isn't possible that the Antediluvians have
e to ignore such faithful and eager followers as
rvitars... is it!
i the absence of any clear direction from beyond,
idual Servitors must decide for themselves what to do
e the thin-blooded. Some roam from city to city and
y thin-blooded they come across in hopes of delay-
he night of judgment — at least until they can figure out
the Antediluvians really want. Their fellows, going to
pther extreme, do everything they can to encourage local
snates to sire prolifically. They reason that this wanton-
only provides an admirable distraction for the
elders who might otherwise be inspired to arm for
henna, but also creates a surfeit of weak, easily caught prey
rthe torpid forebears.

e TwiLiGHT CuLT
Founded: A.D. 1550

The Kindred of the Twilight Cult seek a woman re-
ferred to in The Book of Nod as the “last daughter of Eve.”

When the snows consume the earth,” the prophecy runs,
nd the sun gutters like a candle in the wind, then and only
hen will there be born a woman — the Last Daughter of Eve
_and in her there will be decided the fate of all. And you
will not know this woman, except by the mark of the moon
n her; and she will face treachery, hatred and pain; but in
hier is the last hope.”
~ Obviously, this woman is important, and she must be
gund The question is, how? Endless debate has been given
mthe interpretation of “the mark of the moon.” Some of the
wirists say it refers to psychic ability. Others believe it
neans a simple, physical birthmark in the shape of a cres-
:ent moon. Perhaps she will have shapeshifter blood in her
ieins. Perhaps she will be born to the true Roma, whoever
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they may be (needless to say, more than one tribe of Roma
lays claim to the title). The latest theory, which is quickly
coming into vogue, is that she may be a dhampir.

And so the cultists disperse, each to his chosen lookout.
Some haunt the maternity wards; others discreetly follow the
Gypsy kumpaniyi on their mavails. Particularly foolhardy
souls try to contact the Lupines and convince them of their
mutual interest in the matter. Few seem to care that accord-
ing to the usual reading of the prophecy, the Last Daughrer is
not scheduled to appear until after the Antediluvians have
returned and enjoyed “a reign of one thousand years.” Now,
they say, is the time to begin watching. The earlier they start,
the less likely they are to miss the signs of her arrival. Besides,
prophecies can be interpreted in so many different ways, and
the Antediluvians are crafty; who's to say that the thousand-
year reign hasn’t already begun?

Once they have (presumably) found the Last Daughter
of Eve, the cultists must then face the question of what todo
with her. Most agree that she should be protected, in any
case (although cynics have pointed out that the prophecy
doesn't explicitly call her the “last hope for the Kindred");
but past that, opinions diverge again. [thas been argued that
she must be Embraced. If she is to save the Cainites,
shouldn’t she become one of their number? Other culrists
propose to teach her Tremere blood magic, or turn her over
to human wizards for instruction in the mystic arts, or induct
her into their favorite religion. A sizable contingent be-
lieves that she should simply be watched from afar — after
all, the whole point of destiny is that it's supposed to work
no matter what you do.

Any concern the Twilight Cult might have with the
thin-blooded revolves mainlyaround the new dhampir theory.
Members travel long distances to confirm reports of adhampir
birth, and though their intentions are rarely hostile, they can
be great nuisances and trouble magnets. It has been posited
that the “mark of the moon” could refer to the seers’ oracular
powers, but most of the cultists have rejected that idea: After
all, the prophecy strongly implies that the Daughrer will bear
the “mark of the moon” as a mortal.

THe CUuLT OF ENLIGHTENMENT

Founded: A.D. 510

The Cult of Enlighrment fights a lonely battle. Insti-
tuted by vampires who, even a millennium ago, saw and
feared the direction that Kindred society was taking, it
pursues the near-futile task of bringing spiritual enlighten-
ment to the Cainite race. Only by transcending the Beast
once and for all, the cultists argue, can vampires be able to
give up their eternal and ultimately disastrous warfare. Un-
fortunately, many of the cult's most influential leaders are
currently in torpor. The remaining members struggle along in
their quest for Golconda, but left to their own devices, they
have lost the way.

Now two “prophets” have arisen within the cult, each a
bitter enemy of the other, both advocating monastic retreat
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as the solution to Gehenna. One of them insists that the
entire cult should go into torpor and enter a heroic dream-
quest under his direction. His rival lures followers one by one
into the Himalayas, where she claims to have found a second
Eden — complete with fruit trees that can nourish Kindred
and a cave of wonders in which the shadows play out visions
of the end times.

A few cultists remain skeptical, knowing that the fear of
doom easily gives rise to sham and demagoguery. Withdraw-
ingfrom the world in its hour of need, they say, is the last thing
Kindred should do. However, most of the present member-
ship has flocked to one banner or the other.

Meanwhile, the scholars of the group spend their nights
trying to find the Scrolls of Wisdom — 13 scrolls onto which
the cult’s founders recorded all their learning many centuries
ago. The documents have since disappeared: Four were stolen
during the Battle of Samarkand, one was lost somewhere
along the Silk Road in the 11th century, and the remaining
eight were smuggled out of Constantinople just before the
Turkish invasion. None of the currently active cultists has
ever seen the scrolls. However, tradition claims that, among
other things, they outline the events of Gehenna in unusually
clear detail. The cult finances countless archaeological exca-
vations to search for this missing lore. It has also sought the
Assamite clan’s help on several occasions, bur the deserr
warriors claim ignorance of the scrolls’ whereabouts.

For the most part, the Cult of Enlightenment is eager to
hear the words of the new weak-blooded prophets. After all,
revelation is revelation, regardless of the source. Several seers
have been approached, even invited to the cult’s secret
meetings; thus far, all have declined. The younglings seem to
be afraid, a reaction that puzzles many within the order. Are
they not gentle, salvation-seeking souls, one and all? But
some culrists mutter that the seers reluctance only confirms
what they themselves have suspected all along: A traitor must
lurk within the ranks, some hidden evildoer who is trying —
probably successfully — to subvert their holy purpose and
send the whole cult spiraling into perdition.

THE ARIMATHEANS

Founded: A.D. 30

The Arimatheans trace their histery back to the first
terrible nights after the Crucifixion of Christ. Their servants
watched as Joseph of Arimathea, hurrying against the Sab-
bath, took down the body and laid it in its tomb; they
themselves stood watch the night after the Sabbath —
though they had to flee, wounded by the power of whatever
divine force had been released within. Or so they claim.

A number of Kindred dwelling in the Holy Land at that
time took an interest in the stories of resurrection. After all,
if this man Yeshua was truly so holy as to defeat death, he
might be able to impart great wisdom to vampires — most
especially, the secret to breaking God's curse. However,
despite the many reports of divine visitations in the days,
weeks, and months following the Crucifixion (even after the

Ascension on the Mount of Olives), no vampire could truly |
claim to have witnessed one, Soon enough, most Kindred had |
put the whole thing down to human fabrication.
Nonetheless, a few still believed and hoped. Those few |
dispe:sed to the four winds, secretly following the apostles |

spied on the growing congregations in Rome, Lyons and Il
Cologne, they came to hear of miracles ascribed to a cup.
borne by Joseph of Arimathea into the far north. The same |
cup the Master had used at His last meal, some said; othess
held it to be the cup that had caught His blood when Hisside |
was pierced on the cross. In any case, the hope of the vampires |
was renewed. A cup that had contained the sacrificial blood |
of Christ — even in a merely ritual sense — would be s
powerful relic indeed for the blood-drinkers. They meantta.
find it and leamn its secrets.

Unfortunately, they were not the only ones inter-
ested. As they moved to claim their prize, it was spirited |
away by mysterious guardians, whose identiry and purpose
even now remain unknown. But the Arimatheans were
not easily deterred. They have spent the intervening |
millennia chasing any and all clues that purport to lead to
this sacred cup, or the Grail, as it is now called. They alse’
try to track down other relics of the Passion, for sc\remi
reasons: first, to be better armed against evil; second, 1o |
gain greater insight into His suffering and sacrifice; and
third, to benefit from whatever mystic attraction might
exist between such objects and their most holy sibling,
However, this is largely a side pursuit.

The Arimatheans credit the Grail with tremendous
powers, most of which can be traced back to human legend |
on the subject. The Grail is the ultimate vessel of redemp-
tion and transfiguration. The holy blood within it can wash
away any raint of sin, from the marks of diablerie to the
Nosferatu curse to the Embrace itself. Perhaps it can even
bestow true immortality or angelic powers... but all these
gifts can be granted only if the seeker is pure of heart and
purpose. Members of the cult almost universally despise
their undead state and seek to reconcile themselves with
God. Nor do they hope to earn salvation for their own souls |
only: If Father Caine were to drink from the Grail, they dare
to believe, the whole race of vampires might be redeemed.
Because of this, they pursue rumors of Caine sightings
almost as avidly as Grail lore. |

Since most Arimatheans refuse to sire childer (it being
a grave sin to so endanger another’s soul), they must increase
their numbers through proselytizing. The result is a rather
odd mix. Some cultists radiate holiness and steadfast purpose,
while others are agonized penitents, just setting out on their
vision-quests. Many adhere to very strict and bizarre purity
laws, which prescribe devorions, mortifications, the precise
manner in which vitae may be taken, and so forth. It is even
whispered that one of the feared Seraphim of the Sabbat’s
Black Hand is a member of the Arimatheans.
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rrunity to spend a year among the Arimatheans
eligious historian’s delight, as their practicesstem
the most primitive days of the Christian church.
. but one of the cult’s leaders claims to have
in Jerusalem at the time of the Passion. The
' most sacred ritual is a version of the Eucharist
sacramental wine is replaced with the blood of
itioners claim thart a taste from their Commun-
sweeter than the Kiss itself.
atively recently (that is, within the past few
the Arimatheans have begun to exchange schol-
- another, anuch smaller, group that also studies
¢ only that descended from the Celtic mythos.
the Arimatheans naturally discount any notion
rail is of pre-Christian origin, they recognize that
«dscholars are seeking the same ultimate enlight-
and healing. Relations between the sister groups
o far been remarkably amiable; whether impending
s will ultimately drive them apart or bring them

together, however, remains to be seen.

rHCULTS

gnded: Unknown
The plural is intentional. No one “true” cult of Lilith
« whatever this or that group may claim; instead, her
is spread out over dozens of small, disparate cults,
stheless share a basic philosophy and even cooper-
¢n necessary.

)

Olutsiders call Lilith’s vampiric followers Lilins, after the
Dark Mother herself. The Lilins, however, generally call
themselves “Bahari” (Baham in the singular) after Ba'’hara,
Lilith’s Third Garden — also known as the Garden of
Sorrows (her first two Gardens withered long ago; Lilith
herself destroyed one in a fit of rage, and the other perished
at the hands of Caine and the Antediluvians, who also slew
Lilith's children).

In any case, the Bahari see Lilith, first wife of Adam, as
the most potent figure in the primeval drama —farsurpassing
Adam, Cainie and even her own Creator, all of whom are
recast as her treacherous consorts. More importantly, she is
the truly wronged party. Thus, when the Final Nights come,
vengeance will belong to her alone. She will raise the oceans
and call forth her demon-children, and all who claimalliance
orkinship with the husband who raped her, the God who cast
her out o the lover who betrayed her shall be sweptaway like
so many shards of broken pottery. Then a new world, Lilith's

world, will take shape in the resulting void.

The Bahari, who certainly plan to survive this transition
inone form oranother, accordingly renounce their blood-ties
o Caine and are “reborn” into Lilith’s service. The Path of
Lilith consists of two complementary devorions. First, the
Bahari seek to suffer as the Mother suffered, thus emulating
her path to transcendence; second, they help others to reach

enlightenment by the same method. They reject the pallid
moralism of The Book of Nod and study an alternate canon,
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the Revelations of the Dark Mother — a jumbled assemblage of
visions, songs, and oral tradition connected only by a single
thread, the thrumming, subconscious call of the first woman:
ahi hay Lilitu.

Although a disproportionate number of Bahari are fe-
male, especially among the Hierophants (priesthood), many
male vampires have also chosen to join the cult. Lilith cults
also rarely restrict- worship of Lilith to Kindred only. Human
mystics and other shadow-folk walk her Path. Anyone who is
willing to cast the safety of illusion aside and plunge into the
rendering flames of truth and pain may find a place among the
new children of Lilith.

Like the Twilight Cultists, some Bahari seek the “last
daughter of Eve.” However, they generally intend to destroy
her, rather than aid her. In mortal legend, the children of
Lilith (i.e., the monsters/demons) and the children of Eve
(i.e., the human race) are erernally ranged against each other,
enemies by nature. Therefore, these Bahari reason, the Last
Daughter may be meant to serve as Lilith’s final nemesis —
the only one who could conceivably stand in the Mother's
way. Others dismiss her as a fiction, just one more lie in the
pack of lies that constitutes Noddist scripture. And even if
she should turn out to be a real person, they argue, how could
one of Eve's pathetic get hope to thwart a being who learned
to outshine Jehovah Himself?

Due to theirsavage beliefs, the Bahari usually belong to
the Sabbat when they claim any sect allegiance at all,
though that sect’s Noddist beliefs typically cast the Lilins as
heretics, infernalists or worse. Additionally, at least a few
Camarilla moles serve the cults as well. See the Vampire
supplements Revelations of the Dark Mother and the
Guide to the Sabbat for more information on Lilith, her
Path and her cults.

Seer CurLTs

Founded: Recent nights

This is another umbrella category, encompassing a small
but growing number of groups worldwide. The appearance of
thin-blooded with strange, inexplicable insight into the
Jyhad has caused consternation in many circles, but among
others the seers are hailed as messianic figures who could
guide the Kindred into a new age of peace and wisdom.

Although some seer cults are acrually organized and run
by seers, more often it is an elder who holds the strings, while
the seer takes a position analogous to that of vizier. Vampires
of the pre-scientific era, awed by oracles of any kind and
deeply moved by their sense of looming judgment, can be
willing to overlook their mistrust of the vampiric rabble in
their search for truth — but they have no intention of giving
up control over the proceedings.

A few cults can boast of possessing multiple seers. In such
cases, the seers quickly become a tight-knit, secretive cult
within the cult. Their methods of divination range from the
bizarre to the utterly outlandish (one group in Montreal

conducts seances around a store-bought Ouija board; ape
other, in Paris, presents its findings exclusively in laboriously
assembled collages). Still, their followers and patrons pl.a#
the utmost faith in their visions.

. The Heralds of the Red Star '.

The most famous seer cult in the world is also one of the
newest. The Heralds of the Red Star, named for the star that
appeared earlier this year prior to the “week of nightmared!
and the great flood in Bangladesh, pride themselves on
openness. All Kindred who wish to may attend their mest. |
ings, which are publicized as widely as possible within the
confines of the Masquerade. Their self-appointed mission:
convince the rest of their race that the end is much closer
than is widely believed, and that differences must be put asnk
now if vampires hope to endure.

The cult’s leader, V. Harrier Bakos (the “V." stam{s.
for Vampiresa, but she rarely allows herself to be called!
that), is actually neither a seer nor even a vampire. She
claims, however, to be a dhampir — the daughter of &
Roma mother and a Ravnos father. Furthermore, she often.
goes into fugue stares, during which she raves of visions.
quite similar to those reported by the seers under her
tutelage. In all her visions, the star figures prominently as
the guiding light for some inconceivably evil being who is:
due to arrive on Earth sometime this year. Although only.
Kindred with sufficient Auspex can see the star, its appear- |
ance has disturbed vampire society enough that they
receive this half-breed prophet with much less hostility.
than one would ordinarily expect (see the Appendix of
this book for more information on Harrier Bakos, the Red
Star, and the Week of Nightmares).

Those meetings of the cult that are actually hosted by
Harriet or her seers tend to be mystic and theatrical, carried
out with all the ceremonial flash of a spiritualist séance. The
others, however, which her confidants organize and moder-
ate, often have the feel of a UFO-watchers’ convention,
replete with slide shows, conspiracy theories, lectures and
photocopied pamphlets. The present membership consists
mainly of very young vampires — including many thin-
blooded — and ghouls, but their hard recruiting has begun to
pay off, and the occasional ancilla can now be seen as well
(probably spying for a superior, but the Heralds prefer being
spied on to being ignored).

At present, the cult has five seers, and Harriet herself
has traveled all over the Western Hemisphere in search
of others. While in Brazil, she was approached by a
handful of vampires who supposedly belonged to a group
of Tremere called “The Order of the Wyrm.” The Red
Star, they told her, is obviously the “eye” of this Wyrm,
whom they identified as “the lord of this world”; its
appearance should be taken as a sign that the Wyrm is
abour to begin its sacred mission of purging the Earth for
the new reign to come. Placating sacrifices must be made
immediately, for only a few would be chosen to survive.
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ed to their theories for about half the night,
them off with a few disparaging remarks about
Jeir one-eyed worms. A representative of the
Council of Seven has since assured her that no
exisrsin his clan, but Harrierand her followers
fele something keeping close watch on their
tsin the weeks since....
us MANIAS
'some vampires, a cult is too much organization.
ey've succumbed to the instability of the
ans. Perhaps they've simply snapped after too many
tepressing their feelings and instincts. Perhaps they
war much for rational response anyway. Whatever
n, religious hysteria has invaded Kindred society
wirus, multiplying and mutating into a hundred
forms:
iential Movements: Self-flagellation, piercing,
_even cursory exposure to sunlight — any kind of
ion, humiliation or mutilation might serve a vam-
ingtoexpiate hissinsin time for the end of the world.
1of the Sabbat and various cults (especially the Lilith
ko use these methods to prove the strength of their
thand the firmness of their purpose. In either case, consid-
leceremony may attend the masochism. Members of one
% in Mexico decorate each other with exquisite
ons representing their past deeds, good and bad,
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whereas the Methuselah Prince of Cologne demands that
petitioners to his court address him as “heretic wretch” and
give him fifty lashes on his naked back before he will hear
their requests.

e Imitation: As blasphemous as it might seem, many
elders take a queer comfort in adopting the trappings and
outer behavior of their favorite saints and prophets. Some
wear monk’s robes and shave their heads. Others fast, wash
the feet of the homeless, walk on hot coals, give away all
their possessions, sit in sackcloth and ashes, crucify them-
selves upside-down, etc. More than a few have wandered
into the wilderness, never 1o be seen again. Youngsters may
scoff at the idea that a few empty gestures can cancel
centuriesof evildoing; but the Kindred who indulge in these
practices come from an era when worldly men had them-
selves buried in monk’s habits, in the honest hope that the
Almighty could be fooled by a costume change. Besides,
when doom is all but certain, a little spiritual insurance is far
better than none, n'est-ce pas?

¢ Dancing: Some Kindred can still remember the danc-
ing madness that seized the Rhineland during the time of the
Black Plague. Claiming they were possessed and calling out
the names of demons or recounting wild visions of Mary and
Jesus, countless peasants jumped and whirled themselves into
exhaustion for no discernible reason. The modem dancers
don’t usually testify to mystic revelations, bur they are no less
vehement in their gyrations. This mania is especially popular
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among younger Kindred — whole Brujah Rants have de-
volved into inarticulate frenzies of dancing — but elders are
not immune. In Boston, curious mortals were treated to a
spontaneous reenactment of long-dead fertility and funeral
dances at the opening of a small art gallery.

* Weeping: Supremely dangerous to the Masquerade,
this is the most difficult mania to control; it comes and goes
too quickly. Nor does it occur en masse, as many of the others
do. One nighrt, a Toreador ancilla suddenly starts weeping in
Elysium. The next week, a Tremere primogen who hasn’t so
much as cracked a smile in four centuries finds himself
shedding uncontrollable blood-tears at the newspaper stand.
A month later, a Setite elder who barely knows either of them
breaks down sobbing in the arms of her bewildered prey. One
by one, the most unlikely candidates succumb, leavingacity’s
entire vampire population shaken.

A PARCEL OF DoLICIES:
KINDRED REACTION TO THE
THIN-Broobpen

And you will know these last times by the time of thin blood,
The Book of Nod announces, and then, in the same verse: You
will know them by the Clanless, who will come to rule. If the thin-
blooded knew of their prophesied role in the Final Nights,
they would partly understand the venom, madness and terror
that greet their arrival — but only partly.

The highest generations violate every boundary the
Kindred hold dear. As Caitiff (for the most part), they defy
distincrions of clan and sect; as thin-blooded, they threaten
to blur even the line between living and undead — their
dhampir children being, of course, the ultimate embodiment
of thar transgression. Yet nearly every forum in vampire
society is split on the question of how to solve the vagrant
problem. The argument rages in anarch rants as well as elder
salons, and it shows no promise of easy resolution.

THE CAMARILLA

Yes, well. I understand that those with paranoid millennial
agendas may be frustrated with the delay, but these things take
time. [ feel the clan has succeeded in airing a number of very
difficult issues during our official debates on the subject. Look how
long the Council of Trent convened, and those were human
beings! Besides, we’ve still got a good 12 vears before we have to
present our recommendations to the Inner Circle at the next
Grand Conclave. With any luck, most of the little maggors will
have died out by that time. ...

— Horace, Brujah Idealist

The most inclusive political body in vampire society is
necessarily the most fractious, especially when it comes to
this subject. At present, sect policy is to accept any vampire
who observes the Traditions and obeys the local prince
(unless, of course, she should happen to be illegitimate, in
which case her unlife is forfeit for her sire's sins). Neverthe-
less, some Camarilla Kindred argue that the thin-blooded

should be wiped out before they can join with the anan
the Sabbat. Others uphold the traditional view, andf
declared themselves willing to dwell alongside thini:
who abide by the law. Most remain undecided: allt}m-;
is that these heedless young vermin are invading:
and they want the place fumigated somehow.

Since the Camarilla officially believes that Gek
a myth and Caine and the Anrediluvians are eithe
hopelessly torpid, it must also dismiss any wild n
omensor portents, Nonetheless, the thin-bloodedare
ably dangerous by themselves.

In the first place, they add to the population pra bl
As ever more Kindred feed, breed and squabble
territory, the chances of an irreparable Masquerade.
increase astronomically. Can a thin-blooded we
brand new to the night, muster the cruelty to kill
Can he catch their eyes and make them forget? No
then, is he to stop them from telling what they hay
Some thin-blooded can’t even ghoul their vessels an
snare them with the blood bond. And whar about
childer who overturn the Masquerade complerely in
ignorance, letting their parents, lovers and psychia
on their little secrer?

In the second place, the fledglings’ bizarre powers
them a dangerous and unknown quantity. Again, the
to the Masquerade is considerable: Kindred who can mi
the living more successfully than other vampires, and w
choose o remain in human society for that reason, are all
more vulnerable for their proximity. But leaving that ;
what is to be made of these seers who can blurt out an e
innermost secrets within a few seconds of meeting him?
are peace and civilization to persist in such a clim
honesty? As for the dhampirs — how long is that to contin
unchecked? What if the blood-powers are passed on to
descendants? Might the Kindred eventually face an asem.
dant human race, powered by immortal vitae!

Public discussion focuses on these points; but under the.
surface, even more complex issues are at hand. The advent |
of the thin-blooded has awakened painful, conflicted emo-
tions in many an undead heart. Although they would never |
admit it, vampires often harbor deep regrets over life not
lived. They miss their dead children, or mourn children that.
never came to be. They contemplate nostalgically, even
morbidly, the pleasures of the flesh. They look at rh&n
sterile bodies and see repellent corpses, to which they nu
longer feel any vital connection. They regard the light of|
the sun not only as God’s punishment to the Cainites but.
also ashis blessing to the mortals, and they long to be blessed

again. For them, it is far too late. But now, these upstarts...

here are creatures, every bit the bloodsuckers they are, (3}
whom God has restored these gifts. Why?

The Camarilla Kindred, with their overt (if rather ab-
stract) respect of “humanity,” are especially vulnerable to this
sort of melancholy — and the envious rage that inevitably
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fithe lnner Circle wished to, it could easily tap into
' as well as unvoiced eschatological fears, ta
inion even more strongly against the highest
Some elders say it has already embarked on this
ently issued anedict condoning the reinstitution
and rumors circulate that it plans to propose
thema on the thin-blooded, including dhampirs,
Gran.d Conclave. Could this be the first step
m — some sort of mass Blood Hunt wherein
dlla Kindred would all go forth ro reclaim the vitae
by their profligate childer?
\Camarilla clans have reached internal consensus
fthe thin-blooded —an unlikely event, given
| rather than corporate nature of the clans—they
e forward to say so. However, this has not
d the conspiracy theorists. Harpies whisper that
vians are secretly gathering up thin-blooded seers
¢ and train them for some unfathomable mis-
mere have been accused of creating thin-blooded
ss purpose of experimenting on them, a charge

gﬁﬁ vehemently denied.

.rcm‘ehnwsrc.khermuthe: is, and I don’t care how tight
efore. This is tough on you, huh? What about me —
Gracie? Watchin’ the two of you make kissyface at
bin’ funeral? Go on, get out of here, if any of us catch you

" Benny Zubrowski, anarch ringleader

| One might think the anarchs narural allies of the thin-
After all, the former are responsible for siring a
le number of the latter. More often, however, the new
ires are regarded as disaster magnets, invitations 1o the
we, and thus driven away. Furthermore, neonates who
e tried to sire and failed can become astonishingly bitter.
heir disappointment, they tumn on their more fortunare
on and accuse them of hoarding occult secrets. Such
ies have torn more than one anarch nest apart.
Anarch visionaries have finally, belatedly, realized the
ial usefulness of the thin-blooded, and now ty to
a more conciliatory thetoric. So far, however, their
ave fallen on deaf ears. The rebels are tired. Their
omentum has worn down, beset on all sides by truculent
and recalcitrant reality. Recently, a wave of suicide
cts among anarch gang members has surfaced, groups of
Jfouror five walking hand-in-hand into the sunrise, or arrang-
o have their havens set ablaze while they sleep. Those
' who endure would eagerly welcome a new race of saviors, but
onvincing them to believe will be a hard task indeed.

THE SABBAT

" That's what I told him. “Do I look like a baby-sitter to you?”
Damn bishop. I've already played that game once — you
semember that snotty kid yoiu met when we swung by Jersey last?

Co

And where do you think he is? Dead, of course. Three fucking
vears of blood and sweat, and what's the bottom line look like? A
big far splotch of red ink. We're the Sabbat for Chrissake , not the
Baptist Mission for Wayward Licks.

— Yvonne, Lasombra pack priest

The Sabbat claims more Noddist scholars than even the
Camarilla and the independent clans combined. From its
earliest nights, the sect has looked ahead to Gehenna as the
historic moment it was specially created to anticipate. Natu-
rally, it has found rich fodder for theorizing and debate in the
highest generations.

The Noddists insist that the gifts of the thin-blooded

are too portentous to ignore; they must be either brought

into the fold or killed. Accordingly, many prisci and arch-
bishops have ordered theirunderlings to set out lures for the
newcomers. T hin-blooded who respond to the invitation,
however, may well find unlife in a pack too harsh to survive
for long. There's no more room now for error or weakness
than there ever was, and many ordinary Sabbat resent the
idea that they should burden themselves with ignorant
younglings just because of some musty pedant's reading of
some pretentious scripture. Besides, aren't the thin-blooded
supposed to be the Antediluvians' wake-up call? Sabbat like
to boast that they welcome the Gehenna with no reserva-
tions— thatno true warrior fears battle. But in reality, some
members of the secr aren’t quite sure how prepared they are
to face the raging Ancients.

A bigger problem is that the thin-blooded unwittingly
present a direct challenge to Sabbat ideology. The sect’s
whole philosophy is built around the idea that vampires
are a step above humanity, and that to behave like a
human is to admit one is an inferior individual. Most
Sabbat have no intention of giving up this comforting
delusion when their supreme hour is finally near, and they
may well be moved to destroy any offending bits of reality
they come across. That certainly includes vampires who
take extra-long showers and can't kick their popcorn
habit. Prospective enlistees beware.

ASSAMITES

Hush, infidel. 1 have been watching, and I know that this
existence is painful for you. How could it not be? You are caught
between one world and another, never to belong to either. Your
baby girl... ah, for her it is even maore so. I told you I have been
watching. But, you see, she can be of use to me, while you
cannot. Please do not worry. Soon you will be of one world again
— the next — and she will be raised in the true faith. Aren’t you
going to thank me?

— Omer, Assamite rafig

In these troubled nights, the independent clans are
feared more than ever. Although they were always a danger,
ar least they could once be trusted to keep to their own hard-
won territories. Now, however, the Assamites have thrown
off the curse that once bound them. Unleashed, they promise
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Dyearest Hermia,

Y on menst forgive nse for the Aisgraceful gaps and lacnnaeinonr correspondence. 4 syonknvt, # great many gres
affairs intrude wpon my cnstomary solitnde, and J o Longer have the time that J shonlA & comfer tvith my prpils
srotherhood. Eont hfn-: you Ehink €2 pity me, J bid yom Fut Airect your prayers tovwarA onr poor Laecoin. AF" 4
is charged evith the task of ronsing the Bodics, minds, and feclivgs of & g00A tove-Avzen of pnr I:Jmt —— evern more
than 7, and at least as bitter, Jf he fails, the coming ight will be grim indeeA! E

A5 T recall, you asked me in yonr Last letter to explain the Erne secret of the Qyhad, \Jelt! WW&MJ& yom set fi
me; is it awy ovonder J take a fecw years to ansovert Bout mever mivd. A s far as 7 knovy, ﬁ&fcummtrummh-': -
T twonlA fie cvary of aryone tyho tolA me othercvise. There are, émmur, A thonsard little nmu, w&d. caw fe wncovered
iz Limee ﬁ’ the pAtient shserver,

WWhat is more, sinple mmmuwwﬂumpuumﬂuuﬁugd&J’wittmfsrm;muh Azy:
T sl remember that Gritliant yonng girl At the symposinm! [{se yonr head! Personally, ] have fonnd that o !
contemplating the Jyhnd, it is fest to Gear inm mind the watural circumstances pf each gmmmm fnf wﬁuwr geals and
ideals owe may pretend &, pne is dmp constraied by circnmestance.

Lt ns leave nside the A ncients for A moment, for the game is theirs in the end, axd their ptn;mu sy AnA Aroirse
as the species of birAs. Irestea, vve shall move Aivectly to their chilAer. Consider the plight of the Fonrth SFeneration. Thirg |
is the Anions and alwost exclusive Aistinction of hnving seer the A ncients i the flesh — of foporisg their fum, :
voices, their Loves and hatreds. Furthermore, as they knoey the A ncients, so they Are themselves knsevs yes, Avivn i
smallest secrets off thair mortnl pasts. T his places them in an unerviable position vis-a-vis the Jyhad. A fter all, to
Aves your sive turm svhen he is in neeAt ConlA you Acfy n go0A toho called you by namet -.

Surely, ns the A ncients stir, the situation can only grovy coorse for onr wnAappy Ancestors. '22'& Ssnptle wphisper. ,,I .
their elAers’ slecping minds will grove move strident; what vons a Areamy, half-spoken vvish wvill become & Aesand made.
i the name of Love, of Boleod, of a Akt tor great ever to be Aischarged. ploey can it be sthereviser Obey they mnst, and will,
and there is mo nse at all in recriminations. _ y .

e spew turn to the TFifth Sieneration, of wwhich J cnn speak cwith more utbritg@ur Situatien h)ui'ﬂ.’g Aifferent,
7 Aave met my grandsire once, yes, Sut that cvas ages Ago, and the comversation woas brief, Lack of intimncy and a vecaker
BlovA-tie travstate to Aiminished spligation, or At least A Aiminished sense of it. \ e Are close enpngh o see the A ncients’
strategies at evork — close enongh to serve, £ refel, to spy, to expose. Vet ove Are AistAnt enongh that cvithAracval is alsy
A tews pting puﬂﬁﬁfg e can more Mﬂfy resist pur gives than tﬂt, AR ﬁth‘& nﬂ tvender, thew, M e mAake up the
greater part of the Trconnn,

e argue amovsg eurselves, wwhile eve can still 4“:1-4 g, 5#&4 Df K say tAat onr Mi?.f Anty is b survive, T hese elhers
(wonlA have ns riss to gronnd, iwait for the eyarfare to prss ALvAY, ther emerge to rebnil A \AJith ﬁm.g;.‘-ﬂc; sy, all M:;.j"_;rf
Are possible —— even the thovarting of the A nciests — but cve have Aone top Little to Ante. Jt is too late for &f{-mmM
and ive mnst see this $losdy cycle throngh first. i

¥

Then there are those voho say thnt, nnless vve take an active part nocy, there will fe wo vampire race nor even a hnman
race (o reclain n the end. Ve can Break the Lovg chnin of Avmination, they sy, for eve alove are strong ewongh, both as
mdividnals and as a Srotherhood, te Sc our diyn masters.

Yon Enooy my feelings on the matter, Acarest Hermia.

Vlext, cve come to your svwn generatioe and those immedintely belovy it. Six, Seven, Cight: the self-proctaimed prmm
of our Kind. SFecy indeed are awvare, as you Are, of hoew Aolloey that glory is. They shrug their shonlAers in ipprance at
the mention of the Jyhad — or even Aismiss it as a fiction, qu-:ptqmmmmmwumumm
past their coming-of-age. Those evhe A believe in the A ncients stumble abont in the fog of vconltism, forming their cnlts
And cyriting their treatises, Aoarding their pages from the First Book. Vet my matter hooy they (abor, there is no cvay for
their itk to Kooy the true woill of onr forefathers! Thmnk your patvon gods, Hermin, that they ﬁraugk you into onr fold;
that you tvere Acemed Ernstovorthy; LAAE you Aad the strength t2 give np flecting oorlAly poover for the sake of illumination.
A shoddy, AnivAliveg dlnmination it has been, T knove. Bout you shall see hovy even a Little truth care shive in the Aark
n.rﬂ!‘-t.i ahend. =
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chnlA combine the fire of your midAle generations vvith the nccumninted ksoovledge of wine. .. thes victory
nssnred. Bont too fecy of you seek, and too fevy of ns give. A tas.

tomy theme. A s the river of FolooA coanders further from its sonrce, it tveakens, the IgneTANLe IncreAses
(A Bnt at Least onr yomngest — the Flivth G enerativon AnA feypwd —— are acvare of their shortcomings. VHest
maelves b their superiors As servants and ministers. The remainAer strike ont oy their pivn, fleting the
lindred spciety. In either case, it is snrvival they seek, rather thax poover, And their hope is as vain
et Hermin, yon Anve se Aonbt begnr 6 hear the tales. Jnst as moders man has learned to coork the snfstance
ibs inte exgnisite forms, the modern VAKPITE Seems tp e Aeviging m_ﬁrdy neby ‘:mfﬁs frnm_ onr aged BlooA.
ovenk fnt endlessly inventive, clamor for recognition — And perhnps they are right to clain onr attontion,
de natural Aistaste and consider tyith e, » ey flu;p?f. Tt is Erue tAAL ench ard every snation g‘f Caine ,;.qfftr;
tr binrden. A sk mny vampire adont his kiw i the vther clans, and he evitl Frodnce a Avzen Roary legends
the patriarch’s curse is npon them all. A umnsivgly enongh, only the Vosferatu seem woilling to inclnde
this goreral maleAiction! The Yipsferatu clan is alse the only owe tAAt admits to fering its sown sive... fnt
ﬁu.mt other Letter. Qf.mxru,_ T ans onsibtives from: the Fresent Argument certain clans that are but pretoders

 thew, of these very yonng onest A gain, vveak they may be, but At least they A not carry the flacvs of their
simply shrng off tAAt Eninted Legacy. Fnrthermbore, they nse their gorver with a free hand, Ankhling nocy ix
ey v that as they plense. Hiave they, as some of thew claim, managed 6 carn onr vampire Father's blessingt
this simply n natural progressiont J spoke above of A river of BolooA. Y on knote thnt cvhiere A river is poverful
i, fresher froms the sonrce, only cataclysm or the Action of centuries can mve it from its ncenstomed chmoeels;
trifntaries, vohere the flocy Aas Aiminished to A mere trickle, changes of conrse are mnch wore easy mnd freguerd.
!p_ft is far more :rmflrﬂfﬂl for you and 7 to believe EAns, since it Aves not foree ns to challenge pur pride s that
iphich marks ns as Brujah, Lasombra. \ e shonld becvare of comfore!

A VeAdurtha tells me the clanless are fest ignored, Ceft as 4 sort of appetizer for the fenst of ages... They camn slnke
Sovy the tervibile thivst of the M wcients, Axd A€ little cpst to onr reserves of strength and cpisAom. J mnst confess my
; eut, Bt you foory J am & covifirmed PIoAAISE And can wever help going over the proghecics in my spare moments,
3 G (ate, n Aream has recurned and retnrned 6o me. J am oith wy sire, AnA vve Are making notes #s eve pbserve the
| suenlight passing throngh a crystal prisw. He looks at me and says, “The mopnlight is purey, but the rainbory is 4
wise.” The pAA thivug is that ] seews to remember really having this conversation woith Rine. Yon are o Apnkt famitinr
{ the pebrecy Legend concerning the rainkoty, Chat it tvas Y ahoveh’s promise wever £ sexd such g (Lood bo Earth agais,
it all be averted '-lf#f all — Aare ] ﬂpfu".u wibld‘r wdey, tphen J cawe hear the roar af the vyatersk Mermin, T nnst
vk b0 you Lo vesbrain ar olA man's farcy. Tell me J am a fool.

_ Wevertheless, ] have hiegun to extend wy hand, carefully, in as gentle 8 manner as J can mannge — these younsg

ek SEAvtle AnA scatter as ensily as voles npor henrivg the hnnter’s tread. Tf they truly are Caine's fnvored, their voices
st be adAed (o the symposinm, and wve mnst listen. Before you phject, remember that cye Anve pationtly endnred the
f;wumu of VRatkav's childer for lo, these many years; evell, perhaps our evizened oracles car be sprrred intd sense
fy a little competition!

7 wanst hiave Aowe uvith sy rAmblings and close this letter, my dear. Jt has heen pleasant to think of your serions face,

' Fright as polished marble in the candlelight, to imngine you sqninting cvith your cveak eyes At my terrifile Aandiyritieg: but
 the Lime is bop seant. Yion knoty mﬂtﬁ:wumiﬁ;.ﬂ_mtnjkmwmtwu mﬁf{wgm i, Axed thisk of we as yem g0
ABonE your masy Antics, fust As my prayers g0 with you alevays. LEntil cve weet again, J remmin yours, in cternal fellovvship

)
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to bring more bloodshed to the coming decade than the past
several centuries of Jyhad have seen.

The thin-blooded are in even more peril than most.
The Path of Blood, which accomplished Assamites follow,
holds that a vampire’s blood must get ever stronger if he
hopes ro achieve true enlightenment. Since those of the
thin-blooded generations abviously have little or no hope
of ever attaining such a blessed state themselves, they
should instead serve as sustenance for those who are more
worthy. And who knows? Perhaps if enough of their diluted
blood is absorbed, something can be learned of their unique
powers. The childer of Haqim will need such strength for
the battles to come, or so they insist.

GIOVANNI

Bah. Your Princeliness surely does not credit the slanders of
our enemies. Of all the clans of Caine, we alone have an
unblemished housekeeping record. We never Embrace without
the permission of our elder, nor do we bestow our gifts upon
serangers. When we are so attentive to the purity of our oun
Blood, why should we burden ourselves with the riffraff and dregs
of other clans? Simply because [ am a foreigner— what? Sorcery?
Your Highness, a Necromancer is concerned only with those
alveady dead.

— Elisabetta Putanesca, Giovanni ambassador to
New Orleans

The Giovanni have not had to worry much about
thinning blood within their ranks. The clan is simply too
young to have multiplied to such numbers, particularly
since most of them refuse to Embrace any but blood rela-
tives. Yer, because they hold no outside allegiances, they
needn’t have any qualms about snatching up someone else’s
errant childer should they wish to do so — and they now
stand accused of just that. After all, as Necromancers, it
only makes sense that they should take an interest in
vampires who claim to have gained supernatural insight
from their brief journey into death. At least a dozen seers
have disappeared from locations suspiciously convenient to
known seats of Giovanni power, particularly in New En-
gland and North Africa. But the Giovanni remain
close-mouthed on this subject, as on many others. All the
vampires of the sects know is that, lately, a good many
Giovanni have been turning up in places where they're not
supposed to be....

THE SETITES

No, no, Lunderstand. It's a pretty tight spot you're in. I've
been there myself. And I sure am glad you opened your heart to
a friend instead of one of those Camarilla sharks. Well, I know
folks all over this country. There's this one fella, I just know
he'd love to help a bright and charming childe like yow. All I ask
is that you take him a little goodwill present from me. Mm-hmm,
it is a funny-looking box, and very old. What's in it? No, don’t
open it, dear!

— Lyman, Setite bartender

The Serpents, too, have given indications of beingon |
the move. Particularly, those who hold boons from leading|
lights of the Camarilla are now cashing them in. ° he
wildest rumors allege that a general pilgrimage to Ormbgy’
is under way, with the youngest leaving first, to be joingf|
later by the elders as they finish tying up the loose ends _
their various schemes. Most Kindred scoff that this it
simply a new ploy, a deception, just like everything el |
the Followers of Set say or do, but others who know thémi
better are disturbed by the possibilities. '

Setites don't often actually introduce themselves as such:
—even to ignorant thin-blooded — on account of the near
universal opprobrium that darkens their name; but their|
influence reaches into rhe humblest, most unlikely piacas,
and a young fledgling could well gain one’s acquaintance |
without ever knowing it. The Setites are attracted to vulner.
ability and desperation, both of which are abundant among |
the thin-blooded.

THeINCONNU

On the edges of this rather bleak picture may lutk 2
glimmerofhope. After all, the Inconnu claim o be disgusted.
with the strife that divides the rest of Caine’s childer. If they
won't interfere on behalf of the thin-blooded, perhaps they

will at least leave them in peace?

THESCOURGE

The resurgence of the scourge, perhaps the most visible
Kindred reaction toits hatred of the thin-blooded and its fear
of Gehenna, is certainly deserving of close attention. The
following section examines the institution in detail, from its
unprepossessing origins to its modern renaissance.

e
B!

THEScOURGEIN ForMmer Times

No one knows who coined the term scourge; scholars.
debate its antiquity. Nevertheless, surviving records sug-
gest that the scourge was known in old Babylon, Rome,
and Carthage.

The scourge’s ancient duty was to “beat the bounds” — _
in other words, to patrol the borders of his lord’s rerritory,
driving out or killing any rrespassers who might be found.
Although “trespasser” was usually taken to mean a vampire
who had failed to petition the lord for acceptance, the word
could also be used in its larger sense: thus, the scourge's
enemies could easily include aggressive Lupines or Kindred
who were undesirable for any reason.

Appointments to the post were informal and ad hoe.
Since the world was considerably emptier than it is now,
vampire lords could and did claim sovereignty over vast
stretches of countryside, too large to patrol fully. Such lords
often did not appoint a scourge at all. Instead, they saved
face by deliberately ignoring squatters — so long as those
squatters kept to the hardscrabble outer reaches of the
domain. Others simply saw no reason to bother with a
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wge until war broke out nearby, sending its unruly tide
f refugees across their lands.

er the centuries, especially in areas where clan
are was rampant, the office was formalized and ex-
|, Some feudal-era princes kept a captain of the

ders. Other cities reluctantly accepted the protec-
a Cainite mercenary captain and his bloodthirsty

ted the consigliere and gabellotti. During the Baroque
atleast two ceremonial “knightly” orders were created
it were open to any Kindred who held a military com-
from a recognized prince. Long-dead Kindred
s, much to the dismay of their surviving acquaintan-
, were inducted into these chivalric forgeries as
honorary founding members.”

~ All these various officials were rarely called scourges, since
duties went far beyond a simple patrol, and no doubt they
have taken umbrage at being addressed by thar primitive
itle — but they were no less feared by their victims.
Sul] despite the increasing pomp and bombast associ-
with ir, the office was often left vacant or even
lished altogether. Militaries in all times and places have
n expensive to maintain; and if money was of limited
prest 1o the Kindred who served, they usually expected ro
be paid handsomely in favors and privileges. Even the most
sed of princes could generally only afford a sporadic
eaning.”
~ From the Enlightenment onward, particularly once the
amarilla and the Sabbat had settled into their respective
san territories, the scourge gradually came to be re-
¢d as a decorative farce, hardly worth the prestation
vestment. But now, as the practice of illegitimate siring
s epidemic proportions, things have changed.

“house

Tie SCOURGE REVISITED
Even the most isolated vampires of the Camarilla are
eatened by the swelling Kindred population. Competition
¢ hunting grounds increases nightly, and, far worse, some
ic Masquerade breaches have occurred that escaped
ortal notice only through Herculean clean-up efforts. Many
ant to put a swift and brutal end to this threat. So far, the
udest outcry has come from the ancillae and younger elders
the vampiric bourgeoisie, so to speak — who are just
werful enough to have something to lose, but cannot
ate themselves from danger with layer upon layer of
._ ppetry, as their superiors do.
~ Inresponse to the unrest, some princes have reinstated
he office of the scourge. They seem to consider it a hardship
'gsslgnment and usually give the post to a subject who is
wompetent and loyal but not personally influential. (Indeed,
any influence a scourge might have prior to assuming office
\would soon erode; influence must be maintained, and his
.glutm would force him to spend most of his time on the

(LE

A

chase.) Sometimes, scourges are required to bring their prison-
ers before the prince for formal judgment; but in the most
beset cities, they have advance license to deal as they like
with trespassers, up to and including Final Death.

This latitude has already led to a number of question-
able incidents. In some cases, legitimate Kindred who
simply happened to be unknown to the scourge have been
killed or arrested out of hand as autarkis. In others, scourges
chasing miscreants have strayed well past their prince’s
borders, resulting in virulent arguments with neighbors
over jurisdiction.

Formal complaints have been brought to several princes |
and justicars, and a conclave on the office of scourge may
convene in the near future. The question is a thorny one. On
the one hand, the sovereignty of the princes is traditionally
sacrosanct even though the Inner Circle and justicars claim
authority to pass judgment on them. On the other, the
vagabonds are acknowledged to be a universal menace, and
few want them to escape justice by the simple expedient of
crossing a border.

THE SCOURGEIN SABBAT CITIES

Sabbat elders are familiar with the general concept of
the scourge, since it predates both sects. Most often,
however, the job of securing city borders is given to an
entire pack rather than to a single person. Such packs are
generally made up of vampires too weak to hold their own
anywhere but in the suburbs anyway, and their peers tend
to hold them in low regard. Any Sabbat pack is naturally
at liberty to dispose of trespassers on its turf, though many
bishops and archbishops offer handsome rewards for cap-
tured thin-blooded.

New DEVELOPDMENTS

In all the Camarilla tumult, the justicars have a historic
chance to expand their reach. Many vampires, disgusted with
the inertia of their elders and fearful for the survival of their
race, have banded into cabals to appeal for official sect
recognition of the scourge. Such a move would probably
place the office directly under the authority of the justicars,
which accomplishes three ends:

First, trespassers could be pursued across city bor-
ders, thus settling the jurisdiction dispute. At present, a
scourge whose prey eludes him must generally concede
the chase altogether, or else petition the neighboring
prince to call a new Blood Hunt — an unacceptable
delay, especially since many princes won't grant even a
trifling request until they have carefully considered its
merits and then kept the supplicant waiting for an appro-
priately humiliating interval.

Second, standard rules of engagement would be estab-
lished for the office, thus preventing any additional fatal
misunderstandings of the sort that have already scandalized
the Camarilla. (A recent incident in which Amsterdam’s
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scourge pursued a young seer straight into the arms of a
bewildered Ventrue ambassador from Diisseldorf, then killed
them both without so much as stopping to ask the Ventrue’s
name, is cited as the most egregious example. The horror
stories accumulate monthly.)

Third, the princes would be held to a higher level of
accountability. After all, it rarely takes much to tidy up for
an archon’s visit, and afterward things can go back to
business as usual. But if the justicar’s eyes and ears were
always present in the person of the scourge, princes might
be encouraged to make a more constant effort on behalf of
their residents.

This reform movement is currently in its infancy, but it
could easily expand out of control. After all, mired as they
are in feudal politics, Camarilla Kindred have not failed to
notice the rise of democracy in the mortal nations. They
know the power of numbers — and now they have a cause
far-reaching and urgent enough to unite them. Clever
justicars can use propaganda and rhetoric to agitate them
even further; with luck, a big enough stink could be raised
to “force” the Inner Circle itself to action.

All the ingredients are present for a witch-hunt of epic
proportions: a frightened majority; a dangerous, contempt-
ible throng of potential scapegoarts; an unscrupulous leadership
eager to tighten the reins of control. It would take buta nudge
here or there to set everything in motion.

Mopus QpERANDI

Technically, the scourge can't simply walk up to some:
one and perform an on-the-spot execution (though a fey |
choose to overlook this impediment). Most princes arenone-
theless willing to grant the scourge a limited amount of
discretion in handling offenders. Taking prisoners is easy |
enough to justify; and if those prisoners should forcibly resist,
the scourge can kill them and claim self-defense. Anyway,
who really cares to question the exact manner of an'
undesirable’s death, as long as the problem is dealt with?[t's|
not as though there aren’t enough vampires running around,

Naturally, critics point out that such a policy can and |
does lead to regrertable mistakes. This is one of the reasons
behind the growing call for justicar intervention. |

Once the scourge has his victims — assuming they
survive arrest — he either dispenses justice himself or brings
them before the prince to make a formal accusation. In some
cities, he must also collect as much information as possible
about the errant vampires: names, clans (if any), mortal and
immortal associations, probable identity of the sires, erc. This
encourages the scourge to conduct an actual investigation
rather than a simple search-and-destroy mission (which may
miss the source of the problem completely).

The matter then passes to the discretion of the prines;
Generally, she will order immediate execution for the prison- |
ers, unless other considerations intrude, such as curiosity
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wers or the need to extract information. As
sires, if they are known residents of the
be granted the mercy of a hearing. Should
be out of pocket, however, a Blood Hunt will
against them.

GEAND THE THIN-BLOODED

thin-blooded aren't the only victims of the
the hardest hit. The scourge is often the first
tact that a thin-blooded vampire makes with
la or, indeed, with the rest of his kind.

scourge is bound to be a frightening appari-
appears. She need notalways be immediately
er. She may want information on the loca-
er vagrants. She may be curious about the
of her appointed enemy, or she may have
-k a seer’s advice. Thin-blooded who keep a
y be able to negotiate for their unlives, if not
scourge, then with the prince who must make the

tunately for Storytellers, the scourge is generally
cal jurisdiction and can’t personally chase a group
ters from city to city. However, she forgives insults
easily than other vampires. Thin-blooded who
e to embarrass the scourge by evading her will probably
hemselves harassed by her contacts and agents in other
It’s not uncommon for scourges to offer generous
— or better yet, persuade their princes to offer such
— for the capture of particularly recalcitrant foes.
mercenary-minded Gangrel have discovered thar a
er can be made simply by rounding up any vagrants

_['.l

they come across in their travels and bringing them to the
local scourge for a reward.

ASSAMITE SCOURGES

Freed from the Tremere curse and anxious about the
coming reckoning, many Assamites fervently pursue
diablerie. Some Camarilla princes have trouble finding
anyone among their subjects who is trustworthy, capable
and willing to assume the onerous task of population
control. A possible mutual solution is to subcontract, as it
were, an Assamite to serve as the scourge — with the
understanding that the Assamite will be granted rights of
diablerie over the condemned. Needless to say, the
Camarilla largely frowns on alliances with the rafig, espe-
cially since they were specifically forbidden to practice
their trade in the Treaty of Tyre; so long as the Assamite
in question makes some statement of allegiance and rhus
technically ceases to be a paid killer, the sect has scant
grounds for objection.

However, other Kindred in the city may voice deep
displeasure at having an assassin in their midst, should they
learn of it. Princes must also beware: Diablerie is only one of
the Assamites’ many goals. Some rafig who offer their skills
are renowned scholars among their own people; by capturing
and examining thin-blooded vampires, they hope to gain
occult secrets.

Assamite scourges sometimes offer their victims a
chance to convert and be smuggled off for training in the
“True Path” rather than brought before the prince. Such
an option may seem quite attractive to prisoners, despite
the obvious misgivings.
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Most vampires are selective about whom they Embrace.
Most childer were quite competent even in their living days, and
y gain further skill under a sire’s tutelage before they become
neonates. Indeed, the Embrace itself seems to enhance
“people'sabiliries—maybe it's part of the curse, ormaybe the shock
, ‘becoming undead simply forces people to push themselves.
Suchis not true of the thin-blooded. Odds are, theirsires
picked them for frivolous reasons and didn't bother with any
[eliberate training. They are more like average people. Thin-
lblooded characters can gain the competence of any other
| peanate vampire — if they survive — but they start play with
Mewer dots in Traits than “normal” vampire neonates. In
Cgeneral, however, character creation rules for 14th- and
{5th-generation vampires remain very much like the rulesfor
 *normal” Vampire characters.
L Storytellers should be aware that thin-blooded char-
acters, under the auspices of these rules, make use of
| ¢ertain Merits and Flaws. Storytellers, if you do not permit
‘Merits and Flaws in your chronicle, you should make a
| special exception in the case of thin-blooded characters.
| If every character in a given chronicle is thin-blooded,
| however, you may wish to negate the appropriate Merits
| and Flaws altogether, as the players’ characrers will all
" have that in common, thus removing the need for such
‘mechanical distinctions.

Those who came before me
Lived through their vocations...
— New Order, “Blue Monday”
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Step ONE: CHARACTER CONCEPT

The first step in designing a thin-blooded vampire is just the
sameasfora“normal” vampire—orany game character, really. First
youmustdecide who this person is. Start with their mortal life. Who
was this persen before they became a vampire? What was their past,
what did they do for a living, who were their friends, and so on.

Next, who Embraced the characterand why! The character's
site had some reason, however frivolous or misguided, for
Embracing one person and not another. In the Camarilla,
vampires receive few opportunities to sire childer with their
elders’ blessings; as a result they pick their childer carefully.
Many Kindred select a childe for special abilities or social
influence she possesses. A childe may be a protégée, a lover or
merely an ornament, but she also represents her sire to other
Kindred. Camarilla vampires seldom feel such strong emotion
that they sire a childe whom they know will disgrace them. The
Sabbaralsoselect childerforstrategic reasons (at least when they
aren’t siring masses of cannon fodder for assaults).

The thin-blooded and their sires rarely exercise such
care. For instance, they casually Embrace lovers in expecta-
tion of an “eternal” affection, or they try to save a sick
relative’s life by granting him undeath. On the other hand, a
vampire might Embrace an enemy asa way to make her suffer.
On rare occasions, vampires might even Embrace through
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mlmnderstandmgs or bizarre accidents: “Omigod, I took too
much, he'sdying! Maybe he'll get better if | put some back...

How long did the character’s sire stick around? If her sire
is still around, what relationship do they have?If not, why did
the sire leave? And how much did the sire explain about
vampirism and the world of the Kindred? Odds are, it wasn’t
much: The riffraff responsible for the thin-blooded generally
don't know much themselves.

So the character became a vampire... what then? How
does the character feel about being undead? Whar has she
gained and lost? What hopes and ambitions does she have,
and what stands in her way?

Make sure your character has “hooks” the Storyteller can use
to involve her in stories: Friends and relatives from their mortal
days, to whom they still feel obligation; enemies whom they still
hate (or fear); goals and desires strong enough to lead them into
danger; things they have that other people want, or things they
want that other people have. These are all classic hooks.

(Strangely, some players try to make characters com-
pletely without “hooks,” ones who have no weaknesses and no
ties to the rest of the world. What's the point of playing a
character who never gets involved except when someone tries
to kill him? Besides, this is Vampire! Your character will find
himselfembroiled in the schemes of others, no matter what you
do; you might as well make sure it happens in a way you find
entertaining. Storytellers love players who give suggestions.)

Y, -

When you've gotten to know your character this wel
deciding on her Nature and Demeanor is a snap. !

Finally, consider the character’s appearance. What dog|
the character look like? How does he dress?

GENERATION
Decide whether the vampire is 14th- or 15th-generatio
This will determine the size of the character'susable bloo
and Discipline limits. Fourteenth- and 15th-generation
pires have different innate limitations and weaknesses: Belng
14th-or 15th-generation is a Flaw (see below for details),

CrLan
About half ofall 14th-generation vampires become Caiif
The rest, of course, belong to their sires’ clans. When
14th-generation character from scratch, youmaydecidey
the vampire has a clan or numbers among the Caitiff.
It may happen that a 13th-generation character siresg
childe in the course of a story. The new vampire has a 5
percent chance of becoming a Caitiff. The Storyteller rol
die (or uses some other random process): An even resly
means a childe of the sire's clan, odd means a Caitiff. O i
course, Storytellers may always exercise their godlike powen
and simply decide, but the 50 percent figure exists in
World of Darkness and should be kept in mind. .
All 15th-generation vampires are Caitiff. No excep- |
tions! The Curse of Caine has weakened so much that, by the
15th Generation, the Blood can no longer sustain the SI-‘GCM%
affinities thar define the clans. '.
Note: Don't pay too much attention to clan stereotypes,
They are not very reliable as a guide to the thin-blooded. |
Vampire clan members tend to select childer who resanbk'
themselves, just as they reflect their own sires. Thus, Toreador |
have a reputation as artists because, for generations, artistic clan
members have Embraced other aesthetes; likewise, scholarly
Tremere pick other scholars, wealthy Ventrue pick other social
leaders, and so on. Although every clan has numerous excep-
tions, itstill makes sense tospeak ofa “typical Gangrel” or“classic
Tzimisce.” In contrast, no plan guides the Embrace of thin-
blooded vampires, noteven inastatistical sense. The lineagemay
say Toreador, but the sire probably didn’t know she “ought 1"’
Embraceagood-lookingartist instead of, say, the pretty but vapid
barfly to whom she felt an artraction. Clan affiliation is the least
important aspect of a thin-blooded character.

SpEciAL ARCHETYPES

Is the character a seer or inceptor? If so, these character-
istics determine many other aspects of the character. Does
she want to join the Camarilla or the Sabbat (or even know
thar these sects exist)? Does she rebel with the anarchs or
walk the lonely path of the autarkis? Or does he ignore
politicsand concentrate on mortal relationships asa Cleaver!

STEP TWO: ATTRIBUTES

Nascent 14th- and 15th-generation vampire characters
receive onlysix dots to assign to their primary class of Ateributes,
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it they still receive five dots for secondary Attributes and three
s for their tertiary Artributes. Since no plan guides the
e of thin-blooded vampires, physical, social or mental
ihutes are equally likely to be primary. Remember, also, that
hin-blooded vampires are still entitled to the one “free” dot in
wery Attribute to reflect the fact that they were once human.

S1ep THREE: ABILITIES

~ Neonates of the highest generations start with 12 dots in

heir primary class of Abilities, eight in their secondary class,
five in their tertiary Abilities. Again, Talents, Skills or

dledges may be primary. As is true for all starting vam-

,at this stage of character creation no Ability can receive

g higher than 3 dots.

(18 a.nd Vm:ues.

Drsciprives

~ The thin-blooded begin play with only two dots in
‘Disciplines. They can buy more with freebie points. Note,
ver, that 14th-generation vampires can never raise any
pline higher than four dots, and 15th-generation vam-
es are limited to three dots in each Discipline.

. Fourteenth-generation vampires who belong to a clan
‘l assign these starting dots only to their Clan Disciplines.
' Caitiff may have any Discipline they can justify learning.

| BACKGROUNDS
Just like all starting Vampire characters, the thin-blooded
| receive five dots in Backgrounds. Here, positive and negarive
| factors balance out. On one hand, their weak position in vampire
' society hinders them from developing the social influence that
| older and stronger-blooded vampires enjoy. On the other hand,
‘. they have not been dead long enough to withdraw completelyfrom
| the connections they had as mortals. The thin-blooded seldom
* find apportunities to blood bond the mayor or control big corpo-
mtions; they are more likely, however, ro keep good relations with
abrotheron the police force, the familypriestoran old office buddy.
~ Obviously, 14th-and 15th-generation vampires may not
allocate dots to Generation. They can, however, buy dots in
a Background no other vampire can have: Insight (see p.74
for the Insight Background).

- VIRTUES

The thin-blooded don't get shorted everywhere. They
teceive seven dots to spend on their Virtues. Most thin-
blooded subscribe to the Virtues of Conscience, Self-Control
and Courage, as virtually all of them subscribe to the tenets of
- Humanity. It is possible, though extremely unlikely, for a thin-
blooded vampire to begin play on a Path of Enlightenment;
such characters receive only five points worth of Virtuesand do
not enjoy a “free” dot in anything other than Courage. Story-
tellers need not allow players to start thin-blooded characters
on Paths of Enlightenment, however. Only the Sabbat and the

independent clans espouse Paths of Enlightenment, as do the
rare, anomalous vampires who have bizarre reasons in their
past to do so. Very few thin-blooded vampires have had the
time or the opportunity to pursue alternate moralities.

Step Frve: FINISHING ToOUucHES

The final steps in building a character involve calculat-
ing the Willpower and Humanity scores, spending freebie
points (thus possibly getting more through Flaws) and finding
the character's starting number of blood points.

WILLPDOWER

Starting Willpower equals Courage rating, as for any
other vampire character.

HumAanrTY

The character’s starting Humanity rating is derived just as
forother vampire characters (Conscience + Self-Control). Most
14th- and 15th-generation vampires follow Humanity. While
nothing outright forbids a thin-blooded vampire from following
a Path of Enlightenment, these “alternate moralities” demand
special (and often nasty) training over a course of years. '

Broon Poor

As explained in Chapter One, blood pool gets a little
complicated for the thin-blooded. They can carry up to 10
blood points, just likea 13th-generation vampire. On the other
hand, they cannot use all those blood points to heal wounds,
raise Physical Attributes or fuel Disciplines. A 14th-generation
vampire can expend only eight of his blood points on such
things. A 15th-generation vampire can expend only six of his
blood points on anything but surviving through his daily sleep.

To begin, however, roll one die to find how many blood
points a thin-blooded character has at the start of play.

FREEBIE POINTS

As a partial compensation, 14th- and 15th-generation
starting characters receive 18 freebie points. Except for Disci-
plines, all Traits cost the same as for normal vampires:
Additional dots of Disciplines cost more because of the thin-
blooded's lack of training.

MeRITSAND FLAWS

The Last Generations have access to all the Merits and
Flaws of other vampires. (Admittedly, some would not
make a great deal of sense. A lowly and despised 15th-
generation Cairiff is not likely to wield significant influence
over much domain or claim a prestigious sire.) They also
have three Flaws that define them: 14th Generation, 15th
Generation and Thin-Blooded. A starting character can
take up to seven points in Flaws — no more. The three
special Flaws count toward that total. Of course, a character
can have more Flaws if the player thinks they help define
the character; the character merely does not receive extra
freebie points for them. Also, Merits and Flaws are subject
to Storyteller discretion — Storytellers, if you don’t like
"em, don’t use "em.
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New TRAITS

With the increase of high-generation vampires in the Time
of Thin Blood, certain new Traits have arisen among the undead.
Asalways, the Storyteller is the final arbiter of whether or not new
Traits are permitted in her chronicle, but these new Traits lend
themselves particularly well to thin-blooded characters.

New BACKGROUND

INSIGHT

“You will show our prince respect, whelp!” The hairy
vampire who called himself the scourge shoved Ray to the ground,
which was carpeted with a fabric the young Kindred had never felt
before. Ray gave him a withering glare, all it was in his power to
do, given the circumstances.

Behind Ray, someone cleared his throat — a curiously
mortal gesture. The woman wore a dazzling evening dress, as if
this trifle prevented her from doing whatever else it was she had
designs on tonight. She said, “Ah, young one. I see you have met
Bernard. I am his prince, just as I am yours.”

Ray tilted his head, his eyes glazing over briefly. “You're not
the prince, " he whispered raggedly. “You killed the old prince and
took her face.”

Some vampires of the 14th and 15th Generations have
an uncanny, well, insight into the plots and intrigues of elder
vampires. T hey get strange hunches and prophetic dreams,
blurt out names they should not know and sometimes even
see waking visions of Gehenna.

Insight is only the most popular name for this knack.
Other names range from the pretentiously pseudo-scholarly,
such as “Prognostication,” to the casual and slangy, such as
“pickin' up the vibes." Vampires with Insight are called seers
(less often, oracles, Delphics or Cumaeans; also dreamers,
psychics, snoops and tattletales).

Insight has its origin in the near-death experience of the
Embrace. Thin-blooded vampires often spend a long time
caught at the brink of Final Death and oblivion. As they
struggle back to the lands of the (un)living, some new vampires
see visions of the past and future of the Kindred and learn
secrets of the Jyhad. When they wake up they forget most of
what they saw, just as mortals forget most of their dreams, but
the knowledge may return in visions or spontaneous hunches.
If they ever realize what's going on, such seers can try to
reconnect to the source and deliberately provoke such visions.

Freesie Doint CosTs
Attribute 5 per dot
Abilicy 2 per dot
Discipline 10 per dot
Background 1 per dot
Virtue: 2 perdot =
Humanity 1 per dot
Willpower 1 per dot

raise as for normal vampires. Disciplines and|}
Thaumaturgical Paths constiture a notable except :
Because of the highest generations' weak blood, Discl-
plines and Paths of Thaumaturgy cost roughly twice 4
many experience points as for lower-generation vampires ||

New Ability Ok '
New Path d==t
(Thatnnamrgy arNecmmancy)
New Discipline 15
Astribute current ratingx4 ||
Abiliry current fating x 2 '
Clan Dlsmplme = - | current mtingx,t&
Other Discipline current rating x 14 I
SecondaryPath

 (Thaumaturgy or Necromancy)
Caitiff (thin-blooded) Dlsaplme

| Virtue current rating x 2*; ;.
Humanity current ratingx2'
Willpower currentraking

* Increasing a Virtue through experience does nu;
increase Traits based on that Virtue (Humanity, Willpower} |

Like all Backgrounds, Insight operates on a scale of one
to five dots.

s The occasional odd feeling
se Intuitive

see Visionary

eseoe Uncanny

eeese Yousee more of the Jyhad's movements than any
one but the Ancients themselves.

Note, however, that Insight isnot an All-Purpose Magic-
Answer Machine. Maost of the time, Insight is vague, or the
visions are obscure and symbolic. The more powerful the
vampires involved, the less direct Insight will be. Even the
most successful Insight only refers to Antediluvians through
symbol and meraphor.

Example: While kneeling befare the prince, Tisha the Caitiff
has a powerful flash of Insight. She sees the prince's throat ripped
open by another vampire and blurts out, “Caesar, beware the ides.
of March!” She doesn't know that the prince’s grandsire is named
Brutus. She has seen the prince's death in Gehenna, at the fangs
of his oun Methuselah grandsire.

What's more, Insight reveals only information about
plots and conflicts driven by vampires. This doesn't necessa-
ily involve the lead-up to Gehenna... at least, not directly.
The Methuselahs and Antediluvians don't control every
vampire, or even every elder. Most conflicts between vam-
pires have no wider significance.
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On the other hand, the petty wars between the elders ensure
-the Kindred will not mount a unified resistance when the
sawaken todevour theirdescendants. While the Ancients
cause every scheme and squabble, they benefit from these
Jyhads. Insight detectssuch minor plots, too (and causes just as
much resentment among the elders whose secrets are revealed).
~ The spontaneous dreams, hunches and visions occur at
§ the Storvteller's discretion. The Storyteller can use spontane-

ot of Insight the character has, art difficulty 6. The number of
psses determines the clarity of the information:
Convincing but completely false information.
Nothing
A vague sense of hidden significance.
_ Knowledge that a person, object or event
} important. A name, face or symbolic image of a person, but

- J successes Hints to hidden plots, but in puzzling sym-
polsandriddles. At least onessignificantderail is clearly revealed.
{ 4 successes Significant information clearly revealed
— but not completely. Perhaps one short scene about an
Ancient’s activities, orsomeone’s fate when Gehenna comes,
| 5 successes Dangerous detail. One person’s motives
4 revealed in full. Major participants in a conflict identified,
| but withour explanarion.
| Someone with Insight can also deliberately try to prov-
wkea hunch or vision about a person or situation. This usually
! provides less detailed information and may well fail com-
, pletely In rules terms, the player of the character can make
| |' an Insight roll (one die per point of the Background she
| possesses), but at difficulty 8. It’s all too easy to deceive
| oneself and mistake some stray thought for a psychic flash.
If the Insight roll gives disappointing results, the player
cantoll again in a later scene — but at difficulty 9. The player
can try again in scenes after that, but at difficulty 10. At this
point, rolling a botch becomes as likely as rolling a success. A
seer can't keep begging the Great Beyond for clues about
another vampire. The difficulty for deliberate Insight drops
back to 8 only when a new chapter of the story begins.
H A seer’s player can make deliberate Insight rolls for as
~ many subjects as she wants — so long as the subjects have no
' relation to each other. The Storyteller has final say over
- whether two queries are genuinely distinct, or just an attempt
to approach a single subject from different angles.
If a character fails or botches two Insight rolls in the same

. scene, she becomes exhausted and unable to call upon the powers

of Insight for the remainder of the story (not the scene). Also, only

vampires of the 14th and 15th Generations may possess Insight.

Group INSIGHT
A group of seers can try for deliberate Insight together in
order to get more information. In stark rules terms, this is easy.
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Each seer makes an Insight roll at difficulty 8, and then they
pool their successes. (They also pool their ones, so deliberate
Insight still isn’t complerely reliable). To participate, however,
each seer must expend a Willpower point. This expenditure
does not add automartic successes to the Insight roll, though; it
only lets each seer contribute to the pool of successes.

In storytelling terms, group Insight is a bit more difficult.
Just gathering a group of seers may be a challenge. Even if rwo
seers meet, they won't necessarily trust each other. In some
regions, clever scourges may employ fake seers as “Judas goats”
to draw real seers out of hiding so the latter can be imprisoned
orslain. Gathering a group of seers can become a story in itself.

Additionally, the seers must agree on some sort of ritual to
guide their attempt at Insight. Real occult beliefs provide many
examplesof divinatoryrituals, from Ouija boards and Tarot cards
to reading the entrails of slaughtered animals. Without some
such ritual framework, the seers cannot pool their successes.

(Thisdoesn’t mean that the ritual has any genuine magic
power. Any agreed-upon ritual will do. The ritual merely has
to put the participants in a special frame of mind, in which
they accept that they can pull knowledge from the void.)

At first the characters should have no idea how group
Insight works. When they hear that it may be possible, or
speculate about this themselves, the Storyteller can build more
stories about attempts to learn how group Insight works. Char
acters can search for other seers who have successfully performed
group Insight (or think they have...), consult occultists and
magicians, or read arcane texts for guidance. If the characters
decide that obtaining a group vision requires that they offer up
one of their number as a sacrifice in the deepest chamber of the
Great Pyramid, the Storyteller is underno obligation ro tell them
that they'd do as well sitring around a Ouija board.

After all this trouble, the rewards may be great. The
participants may well discover one of the great secrets of the

Jyhad, such as the true goal of a particular Methuselah. As

with solo deliberate Insight, they can make multiple attempts
— but again, the difficulty rises each time.

INSIGHT AND AUSPER

Auspex and Insight work well together. Auspex can
sometimes trigger episodes of spontaneous Insight; Insight
can tell when one should use Auspex.

Heightened Perception (Auspex Level One) sometimes
warns its possessor of danger, from immediate threats (such asagun
pointed at the character) tosubtle threats (such as an enemy's plot
to murder him). If a threat connects to the schemes of local elders,
sensing the threat through Auspex may also trigger spontaneotis
Insight about the motivations behind the threat.

Example: Tisha senses a sniper aiming avifle at her, just in time
to prevent her head from being splattered. The Storyteller decides that,
as she runs, she has aflash of spontaneous Insight: She gets a hunch that
a Brujah gang lord is imvolved. Since she received only two successes on
her Insight voll, she doesn't know whether the old Brujah actually
ordered the murder attempt. He could also be “mvolved” because
someone feared that Tisha would help him, or for some other reason.
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The Spirit’s Touch (Auspex Level Three) complements
Insight if the object scanned has some significance in a Jyhad.
Most simply, a flash of spontaneous Insight can tell a charac-
ter that an object is worth examining.

Example: While Brody visits the haven of a contact in the
Camarilla, the sight of a TV remote-control fills him with obscure
dread (one success on spontaneous Insight) . Brody asks his friend to
humor him while he uses Spirit’s Touch. Brody receives mwo suc-
cesses: He sees a vision of a ring of five around the remote, and hears
a ghostly chanting. When he reports this result, his friend smashes the
remote with a hammer and dumps it in the trash. She explains herself
with one word, a word new o Brody: “Tremere!” But what
nefarious spell did the Tremere place on the TV remote, and why?

A character can also use deliberate Insight with Spirit's
Touch to get more information about people who have
interacted with an object in the past. Normally, Spirit’s
Touch provides only basic information about a person who
used an object, such as her age, gender, hair color or emo-
tional state at the time. Perhaps the Auspex user envisions a
“snapshot” of a scene in the past — but without explanation.
Deliberate Insight can add details of motivation that Spirit's
Touch cannot detect. Best of all, every two successes on
Spirit’s Touch reduces the difficulry of deliberate Insight by
one (divide the number of successes by two and round down).

Example: The Ventrue primogen greatly values his icon, Caine
as Prince of the First City. When Brody uses Spirit’s Touch on the
small painted plague , he finds that the primogen received the icon from
a middle-aged man in the garb of a Renaissance nobleman (Brody
received avery good roll to get information from a hundred years ago) .
Auspex does not explam that the man was the primogen's sive, but
Insighe may. With a good Insight voll, Brody might even leamn that the
primogen’s sire gave him the icon as a reminder of loyalty, and the
primogen now schemes to become prince as part of his sire’s plans.

All these results assume that the object does in fact have
some connection to a Jyhad. Most objects do not—not even
when their owner is hip-deep in intrigue.

Example: Spiric’s Touch on the prince’s heavy, brass paperweight
reveals that someone used it to kall someone else. The full story is that
the prince used the paperweight to bash in the skull of an Anarch leader's
msulting ghoul. Insight won’t detect that, though: The prince did the
murder in a fit of temper, not as part of some extended scheme.

INSIGHT AND DEMENTATION

Dementation Level Three can reveal hidden information
in much the same way as Insight (although Eyes of Chaos isnot
limited to the doings of the Jyhad). Eyes of Chaos can comple-
ment Insight much as Auspex can. Forevery successatdeliberate
Insight, the difficulty for an Eyes of Chaos examination drops by
one, or vice versa, depending on which the character uses first.

INSIGHT SHOCK

One can see entirely too much through group Insight.
The seers may get so much information, of such a shocking
nature and perceived so intensely, that their minds shut down
from the overload.

If Group Insight results in 6 or more successes, all the |
participants must make a Willpower roll with the number
Group Insight successes as the difficulty. If a particiy
succeeds at this roll, she is shaken but unharmed. If she+
she enters an involuntary torpor (see Vampire: The Mas.
querade, p. 216 for the duration of torpor).

INSIGHT AND TORPOR
Every time a vampire with Insight enters an involuntary |
torpor (including through insight shock) she may experi
spontaneous insight. Once more, her soul walks the boundary |
of oblivion and eternity, with the past and future spﬂ
before her. Just as she did in her Embrace, she forgets mostof |
what she sees in her death-dreams. .. but notall of it. She may
awaken with a valuable new clue to the Great Jyhad. _
A seer’s player might think of inducing a bout of Insighe |
by having the character wound or starve herself into torpor,
This rarely works; the Great Beyond is not so easily l’o':aleti.l .
Because the torpor comes about through the character's own §
desire, it is not really involuntary. The Storyteller should use |
the rules for deliberate Insight instead. }
After a torpor-induced episode of Insight, the Stﬂryteﬂw e
should also review how well the seer has been played. Did the |
player make the character’s Insight an important aspect of the |
character and the story? (Whether the character loves his
Insight, hates it, is awed by its power or is maddened by its |
inconstancy doesn’tmatter. Only the intensityof the character’s |
involvement does matter. ) If so, the Storyteller may award the |
character anotherdot of Insight (up to the maximumof 5). The. I
character’s repeated sojourn at the border of death hassueng_th- |
ened her connection to the source of Insight. On the other |
hand, if the Storyteller feels that the player has treated Insight §
as just another game mechanic or “kewl” power, she does not |
need to grant the added Insight.

L AST GeENERATION FLAWS
(AND MERITS)

Except for the two Flaws that define the 14th and 15th |
Generations, all Merits and Flaws are strictly optional. A
Storyteller doesn’t have to allow them unless he wants to:!
they can, however, add “color” to a character.

TrHIN Broop DerFINED

If a new character has a generation lower than 13th, this
costs Background dots or freebie points. Conversely, a 14th-
or 15th-generation vampire earns bonus freebie points in
addition to the ones he receives automatically as part of
character creation for taking Thin Blood. Taking either of
these generational Flaws obviously precludes buying the
Generation Background. Vampires of the Last Generations
also may not begin play with any sort of Status.

The Last Generations also have the Flaw of “Thin Blood.”
For 14th-generation vampires, this flaw is common but not
mandatory. Fifteenth-generation vampires have it automatically
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(it is factored into their generation Flaw) and other debilities
besides — but also certain advantages that counterbalance
them. Other vampires can take the Thin Blood Flaw, but
vampires of lower generation do not get benefits of the Insight
Background or the ability to create new Disciplines.

Chapter One discusses various aspects of the 14th and
15th Generations in greater detail.

14TH GENERATION (2-pT. PHYSICAL FLAW)

You were sired just a few years ago by amember of the 13th
Generation. Although you can have up to 10 blood points in
your body, you can use only eight of them to heal wounds, raise
Attributes or fuel those Disciplines that require vitae.

You can still use the final two blood points for other
purposes, though. The blood point costs of nightly rising,
creating/sustaining ghouls and creating blood bonds remains
the same as for other vampires.

You cannot raise any Discipline above Level Four.

Many 14th-generation vampires also have other Flaws re-
lated to their thin blood —especially the “Thin Blood” Flaw itself.

15TH GeNERATION (4-pT. PHYSICAL FLAW)
Your vitae is so weak that only six of your 10 blood points
can be used for Disciplines; healing or raising Attributes. For
these functions, you must expend two blood points to obtain the
effect a normal vampire would achieve with one. (The cost for
nightly rising remains a single blood point.) What’s more, you
cannot create or sustain ghouls, create a blood bond or sire a
vampiric childe. You can use the remaining four blood points to
survive through the day and wake up each night, nothing more.
You cannot raise any Discipline above Level Three.
The weakening of the Curse of Caine has compensations,
though (which distinguish this Flaw from the Thin Blood Flaw
itself). Sunlight does lethal damage to you, instead of aggravated
damage as it does to other vampires. You can hold down mortal
food and drink for an hour or so; other vampires vomit immedi-
ately if they try (unless they have the Eat Food Merit). Strangest
ofall, once ina while you might actually have a child the normal,
human way... though it will not be a normal human child!

THIN BLooD (4-pT. PHYSICAL FLAW)

The Curse of Caine runs weakly in your blood. While
you suffer all the ill effects of vampirism, from the need for
blood to taking aggravated damage from sunlight, you do not
receive all the compensating supermnatural powers. While you
can expend blood points to heal wounds, raise Attributes or
fuel those Disciplines that need them, all bloed point costs |
are doubled. What's more, your vitae cannot sustain ghouls or
create blood bonds. When you try tosire childer, the Embrace
only has a 20 percent chance to succeed. Otherwise, it leaves
you with an inconvenient corpse.

OT1HER FrLAwWS

The Last Generations are prone to other Flaws as well,
reflecting the weakness of Caine’s curse and blessingupon them.
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RAVAGING YEARS (2-pT. SUPERNATURAL FLAW)
The curse of Caine did not grant you immortality. You
still age, just very slowly — perhaps one mortal year for every
20 calendar years. Most of the time, neither you nor anyone
else would norice, but eventually you will grow old and die.
Sometimes your aging speeds up: Like a ghoul, your
deferred aging can return in a rush. Whenever you heal
aggravared wounds, you age a year in the course of a single day's
sleep. That may not sound like much, but over the course of a
century it can really add up. It gives a great incentive to avoid
sunlight, fire and the fangs of one’s fellow vampires.

HemeTic (4-pt. MenTaL FLaw)

The very idea of drinking blood disgusts you and makes you
physically ll. .. awkward fora vampire. In order to hold the blood
within your system until you absorb it, you must make a Stamina
roll at difficulty 8. Failure means the sudden, humiliating and
extremely messy loss of all newly consumed blood points as you
retch them out (the truly pathetic could carry a barf bag and try
again). The only way to avoid nausea is to feed while frenzying:
In that horrid state, with the Beast in full control, you can keep
blood down. Aside from the social embarrassment frenzy can
cause, however, it tends to endanger the Masquerade; you might
aswell phone up the local scourge and ask ifhe makes house calls.

CrAN WEAKNESS (2-pT. SUPERNATURAL F LAW)
Thisone'sfor Caitiff. Even though youdid notbecomeafull
member of your sire’s clan, and do net get the cost break for Clan
Disciplines, you still suffer from that clan’s natural weakness.
What’s more, some Caitiff just spontaneously replicate clan
weaknesses, with no connection to their ancestry. While this
can help one pretend to be a member of the appropriate clan, it
can be deadly if one does not know about it — or what other
vampires might think. (In Camarilla territory, for instance, a
Caitiff who casts no reflection — the notorious weakness of the
Lasombra clan — might have to answer hard questions.)

Decreprrune (3-pT. SUPERNATURAL FLAW)

No thin-blooded vampire has felt the full force of this
Flaw. None of them have existed long enough. In time, they
will learn its full horror.

The Curse of Caine holds most vampires in ageless stasis,
repairing any damage they might suffer. In your case, the Curse
doesn’t always succeed at fully repairing damage. When healing
agegravated damage, the player must make a Stamina roll. The
difficulty is 5 plus the number of levels of aggravated damage
currently sustained (For instance, if you had taken 2 health levels
of aggravated damage, the difficulty would be 7. After healing
one level, the difficulty would drop to 6.) Failure means that, - ‘l
despite regaining the health level, your body still shows signs of g - t l “l

'

il |
damage. Perhaps bumt hair won't regrow or a healed wound ||
leaves a scar. Botching the roll means losing one dot of some o
Physical Artribute or Appearance, chosen by the Storyteller. ?

You can repair this damage, if you know a skilled plastic
surgeon — or mortician —who is privy to the Masquerade, but _ [
it's not easy. After all, the surgeon has to do a fair bit of cutting
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wo. On the one hand, you receive a difficulty of only 6 to heal
the wounds caused by the surgeon. On the other hand, you
might receive another botch and be worse off than before.

As the decades pass and Attributes drop, decay sets in.
Eventually you become ashambling, animate corpse. Atsuch
apoint, Final Death may seem a mercy.

See the 5-point physical Flaw “Flesh of the Corpse” in
Vampire: The Masquerade for an even more severe version

of this debility.

FANGLESS (2-pT. PHYSICAL FLAW)

Your Embrace malfuncrioned: the Curse of Caine made
you a vampire.... but it didn’t give you fangs! You must use a
knife, syringe or other sharp instrument to extract the blood
| youneed tosurvive. Very few mortals find such exsanguination
pleasant, at least until you place your mouth to the wound
(then the Kiss proceeds as normal). Having no fangs also
removes your one natural way to cause aggravated damage.

FLAWS OF SUPERSTITION (COST VARIES)

Often, the Last Generations get their ideas about what it
means to be a vampire from books and movies. That includes
ideas about what can hurt them. The mysterious power of the
Embrace, however, can make these delusions real. For instance,
anew vampire who expects to be repelled by crosses might find
herself taking real damage from a crucifix’s touch. Other good
Flaws of Superstition include Smell of the Grave, Repulsed by

Garlic, Cast No Reflection and Can't Cross Running Warer.
(See Vampire: The Masquerade fordescriptions of these Flaws. )
Further Flaws of Superstition from European lore include:

* Compulsive Counter (2-pt. Mental Flaw): If you see
collections of small, identical objects (such as a scattered
handful of rice or marbles), you feel compelled to pick them
up and count them. You can resist the obsession if you make
a successful Willpower roll. The difficulty depends on how
much you must count: A scattered handful of rice (hundreds
of grains) gives a difficulty of only 6, but a handful of marbles
(only a dozen or so) would force a difficulty of 9.

* Repulsed by Wild Rose (1-pt. Supernatural Flaw): As
“Repulsed by Garlic,” but using flowering sprigs of wild rose
instead. Hawthorn, rowan and celandine also have legendary
status as repellers of vampires.

® Feeding Fetish (1-pt. Mental Flaw): You feel compelled to
bite only a specific part of the body to feed. Attempting to bite a
victim anywhere else forcesa Willpower check (difficuley 6). The
neck, of course, is most traditional, but the legendary Armenian
vampire Dakhanavar bit only the soles of his victim's feer.

* Power Fetish (3-pt. Supernatural Flaw): You believe that
much of your supematural power depends on carrying a specific
object (the Alp, a German vampire-spirit, needed its hat).
Without that unique object, you must succeed at a Willpower
check (difficulty 8) to activate any Discipline power.
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WARD (3-pT.SociaL FLAW)

A mortal whom you want to protect depends on you insome
way. They need a lot of protection, too: Wards have a way of
gettingsucked intoawkward situations, forcing you tochange your
own plans or even put yourself in danger. No matter how many
people depend on you, however, you can take this Flaw only once.

A ward could be a relative, a lover, a friend or just about
any mortal to whom one hasa strong connection. Wards have
no special influence or abilities they can offer in retumn (if
they did, they would be Allies or Contacts).

Does the Ward know that you are a vampire! Keeping a
Ward from knowing requires great effort. You spend a lot
more time with a Ward than with a casual friend, under more
demanding circumstances. Sooner or later, you have to
explain away strange events and behavior: Why she never
sees you during the day, or why a mugger’s bullet knocked you
down but didn't make you bleed. Letting a Ward in on your
biggest secret endangers the Masquerade, though.

(On Yes, Merrrs Too)

The weakening of the Curse of Caine also might reduce some
of the standard vampiric weaknesses. As described above,
15th-generation vampires take only lethal damage from
sunlight. Some of the standard Merits are also particularly
appropriate for the Last Generations (though, as always,

Merits are strictly optional.) See Vampire: The Masquerade §
for full descriptions of these merits.

* Eat Food (1-pt. Physical Merit): You can still consume mortal
food and drink. You can’t digest it, but at least you can hold it
down for a few hours before you must vomit it up again. You can
also still appreciate the tastes. (15th-generation vampires get
this for free as an intrinsic feature of their generation).
 Blush of Health (2-pt. Physical Merit): You can seem still
alive, with a normal complexion, regular breathing and
even a heartbeat.

e Light Sleeper (2-pt. Mental Merit): Unlike other vam-
pires, youwake up easily when a ruckus occurs nearby, and the
Humanity limit on dice pools during the day is waived.

e Calm Heart (3-pt. Mental Merit): The Beast is weaker in
you, giving you two extra dice on rolls to resist frenzy.

The weakening Curse suggests other potential Merits, too:
e [noffensive to Animals (1-pt. Supernarural Merit): Animals
usually hate and fear the undead. Most vampires need the
supernatural force of Animalism to overpower this instinctive
revulsion. In your case, however, animals still respond to youas
if you were a mortal. This Merit does not mean that they
automatically like you, only that theydo notautomatically dislike
you. Dogs do not snarl and bark when you walk by; cats do not
hiss, spit and run away; parakeets, in their efforts to escape your
unholy presence, do not batter themselves against their cages.
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The chief benefit of this Merit is that you can interact with

Face the Flames (3-pt Mental Merit): The weakness of your
renders you less susceptible to blind panic when faced
ith fire. You receive two extra dice on Rérschreck rolls.

¢ Last Generations’ ability ro create new Disciplines and
pull information from the ether might also make various
:matural Merits appropriate to some characters. A super-
tural Merit might even represent the first step in a new
Discipline’s emergence. Existing Merits include:

| ¢ Medium (2-pt. Supernatural Merir): Although you can’t see
| ghosts, you can sense their presence, hear them speak and talk to
| them yourself. How youget along with them isa separate problem.
.“ Oracular Ability (3-pt. Supernatural Merit): You can see
| and interpret signs and omens. Like Insight, this gives clues
o the future and to hidden workings of the present. Unlike
that Background, Oracular Ability may deal with any subject,
ot just the activities of vampires.

Finally, the thin-blooded generally don’t know that they are not
apposed to talk ro strangers. As a result, they might innocently
| form connections with other supernaturals, Vampire: the Mas-
: querade already includes the Merit, “Spirit Mentor” (a ghost
| whosometimes gives advice and minor assistance). Storytellers
| may extend this to other supernatural races as well:

# Supernatural Contact (3-pt. Social Merit): You know a
| werewolf, mage, fae, Kuei-jin, hedge magician or some other

§ companions, only that the two of you don’t follow the usual
| kill-on-sight policy between supernaturals. If players want a
| more cordial relationship between characters of different
| maces, they must develop it themselves in the course of play.
| Remember that while Contacts may perform favors, they
expect favors in return. What's more, your Supernatural
| Contact is probably just as marginalized in his own commu-
| nity as the thin-blooded are among the Kindred. At the very
* least, you both risk disgrace in your respective communities.

DHAMPIRS: CHILDREN
OFTHE ULINDEAD

A 15th-generation vampire of either gender can have
half-mortal offspring, conceived and born the normal way. In
their folklore, the Gypsies call such a child of the living and
| the undead a dhampir.

. Ingameterms, dhampirsare almostidentical to revenants.

| Actually, they are revenants, except they're descended from

| wampires instead of from ghouls (see Ghouls: Fatal Addic-
tion for information on revenants).

The most important differences between dhampirs and
‘tevenants are cultural. Revenants grow up in a freakish,
manstrous subculture of vampires and ghouls. Only quite
unusual circumstances could lead to a revenant growing up

among normal, contemporary humans. A dhampir probably
spent most of her time among normal humans. She might not
even know about her supernatural heritage. Learning about
the secret World of Darkness may come as a bit of a shock.

CHARACTER CONCEPT

All dhampirs are young, without exception. The thin-
blooded themselves have appeared only within the last 20 years.
Most likely, a dhampir character will be the first of his kind —
atleast inhisvicinity. Neitherhe noranyone else will know what
powers and pitfalls he may expect. Any dhampir may expect a
turbulent adolescence, though. Many parents think that rtheir
teenager isa beast. A dhampir carriesareal Beast in hissoul, even
if it isn’t as strong as the raging Beast of a yampire.

* Family Background: What circumstances led to your
conception? Did a one-night stand result in a pregnancy, greatly
surprising all concerned? Or did your parents try to maintain a
normal marriage, despite one of them beinga vampire? Who raised
you, and how? Was your childhood happy, troubled or horribly
tragic! Are your parents — human or vampire — still around?

* Discovery: How did you learn that you had supernatu-
ral powers? Have you even figured it out, or do you rationalize
your abilities as exceptional but mundane talents? Has your
half-vampiric nature caused trouble for you? (Very likely, if
you have frenzied.) How do you feel about being part super-
natural: s it a curse, a blessing, or raken for granted?

¢ Knowledge: How much do you know of the supernatirral
world? Assuming your parentsstill live (er, exist), did they let you
in on the big secret? Or did you just think they acted weird?

* The Future: In general, what do you want to do with
your life? In particular, what do you intend to de with your
abilities? Did you enter the World of Darkness willingly, or
were you dragged in screaming? Now that you're in, do you
want to escape back into the illusion of a normal life?

After such basic considerations of character, you select the
character’s Nature, Demeanor and Archetype. (Yes, even a teen-
ager should have an Archetype, based on her social background
and what she expects from life. An Archetype such as “Profes-
sional” could be seen as a statement of intent, if nothing else.)

TRrRAITS

Dhampirsreceivesixdotsfor theirprimary class of Atiributes,
four dots for their secondary class, and three for their tertiary class
(in addition to the one free dor in each Artribute, of course).

Then a dhampir receives eleven dots to divide among
primary Abilities, seven for secondary and four for tertiary
Abilities. No class of Attributes or Abilities is more likely to
be primary — it's completely up to the player. At this stage,
however, no Ability can receive more than three dots.

Like ghouls, dhampirs start play with one dot of Porence.
They can also have one dot in any other common vampiric
Discipline. Character concept should guide the choice: A self-
taught dhampir will probably develop a Discipline that fitshisor
her personality and needs, whereas a dhampir with a vampiric
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Mentor could learn one of the Mentor's Disciplines. At the start
of play, a dhampir can have only one dot in each Discipline.
Dhampirs receive five dots to spend on Backgrounds. Ad-
mittedly, these aren’t very good Backgrounds — not many
teenagers are millionaires or have powerful political connec-
tions. Purely vampiric Backgrounds such as Generation or Herd
obviously don't apply, either. On the other hand, players and
Storytellers can have fun interpreting Backgrounds in an appro-
priately youth-oriented way. For instance, popularity in school
could justify adot of Influence, or sportssuccess would bring local
Fame (even one dot of Potence is lovely on the football field).
Just like normal humans, dhampirs receive one free dot
in the Virtues of Conscience, Self-Conrtrol and Courage, and
then seven dots to allocate as they please.
Willpower and Humanity are calculated normally.
Finally,dhampirsget 18freebie pointstospendon further Traits
or Merits. Flaws can add up ro seven more freebie points. Again, some
Merits and Flaws obviously cannot apply to non-vampires.

Brooo Poor

Dhampirs make their own weak vitae. They have 10 blood
points of vitae, which they regenerate at a rate of 1 blood point per
day. (A dhampir can also drink vampiric vitae to regain expended
blood points more quickly, or to replace some of its own blood points
with more potent vitae. A dhampir whohasat least one blood point
of true vampiric vitae in his veins is also technically a ghoul. A
dhampir does not gain any extra powers from being a ghoul, except
for the potential to leam higher-level Discipline powers.)

Dhampirs exceed their 15th-generation parents in that
they may expend all 10 blood points on healing, Disciplines
or raising Attributes, at normal costs. Dhampirs cannot make
blood bonds, create ghouls or sire vampiric childer; nor must
they expend blood points just to stay active.

Unlike a vampire, a dhampir’s blood pool score has
nothing to do with the amount of fluid in her veins. Instead,

THE DHAMPIR GHOUL
On her own, a dhampir can never have more than one dotinany Diﬁupl&le Ifa dhamp:rbecemeﬁaghﬁul and her sponsoy
(or “domitor”) is of sufficiently low generation, however, she can leam higher-level Discipline powers. The Stl’OI'Igerﬂ'le vitae
fed to her, thenmpauerﬁﬂherb&actplmmaybmew;gwmagxﬂf@ofﬂm
If the dhampir ceases to be a ghoul, she loses all her higher-level Disclp]mc powers. Even if she later becamesa woul
again, with a domitor of sufficiently low generation, the character must :e-slbam h:gbar—level powers ﬁmn;b;bagmnlng
(and the player must spend the experience points again, too).

FREEBIE DOINT DURCHASES
Disciplines/Paths 10 per dot
Atrtribures 5 per dot
Abilities 2 per dor
Virtues 2 per dot
Backgrounds 1 per dot
Willpower 1 per dot
Humanity/Path 1 per dat

dhampir “blood points” are purely supernatural. Dhampi
spend every last blood point don’t lose a single drop of ph
blood, though they may show symptoms of anemia. Th
merely exhausted, both physically and supernaturally. In
days, the blood will regain its supernatural “charge” g
become vitae again.

DHAMPIR ABILITIES AND W BEAKNESSES
Dhampirs have the standard abilities of ghouls. Theycan

use normal Stamina to soak lethal and bashing damage,

not aggravated damage They may exp:-nd blood points,

heals one health level of damage. A dhamplr can even tryto.
regenerate a severed limb, although this requires spe a
Willpower point and making a Stamina roll (difficulty 8), If
the roll fails, the dhampir can never regrow that limb. The
cost to regenerate a body part ranges from merely one M
point, for a finger or eye, to three for an entire arm or leg.

A dhampir may also frenzy, however. Dhamplrsrmst ‘
more easily that vampires can (their difficulties are reduced by
three), but it still happens from time to time. The Stoqrteﬂq-
decides what situations might provoke a frenzy: Living in the
thick of human society, with all its frustrations, a dhampir risks
frenzy far more often than most vampires ever will.

-l

Sponsor’s Generation thmwuvel
13th-11th : :
10th-9th
8th
Tth
6th
5th
4th

U\-hh-lmu-—u—.:n
N

The optional maximum is provided for Smmellcm who want to make relatively powerful ghouls more common.
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Don't assume that your Storyteller uses this option unless she apeciﬁeal]jr says 50.
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current rating x 2
current rating x 2
current ratingx 15
! - Unllke revenants, d.hamplrs have no “family” Disci-
| plineﬁet. Like Caitiff, they payfor their lack of specialization

through a higher experience point cost for Disciplines.
' Remember, though, that a dhampir can gain a second or

| further dot in a Discipline only if it has become a ghoul!

Asusual when frenzy threatensa character, the dhampir's
ﬂayer must make a Self-Control roll; the difficulty depends
an the circumstance that angers or frustrates the character.
For the character to overcome frenzy completely, the player
gﬁmtaccumulate five successes. Each success rolled delays the
frenzy for one turn. The player may not roll more dice than
Lhere are points of vitae in the dhampir's Blood Pool.

Dhampirs never suffer from Rotschreck.

 Typical Provocation Difficulty
Verbally harassed or threatened 3
f“mmkﬁuwssoruseofnarwﬁcsorhalhmirwgms 3
' Beaten, struck or knocked down 4
‘Loved one endangered 4
' Private humiliation 4
‘Total public humiliation 5
Gunshor, knife wound or other lethal damage 5
Crushing rejection by a loved one 6

DiaMpIR CROSSOVER CHARACTERS

Eventually, someone is bound to ask whether a dhampir
could Awaken asa True Mage. Oralso be GarouKinfolk and learn
Rites. Or become a Mummy. And so on, and so on, and so on.

Short answer: Not only no, but hell, no!

Long answer: Your game is your own. If you really want
topermit adhampir Kinfolk Gypsy Mummy Mage, that's your
business. Just don't expect us to help you. Dhampirs are cool
enough that they don't need to be hybridized with other
supernatural races... And if all you want is an excuse for a
more powerful character, you may be playing the wrong
game. Dhampirs aren't supposed to be world-beaters.

CHOOSING DISscIpLINES

In theory, Caitiff vampires and dhampirs can learn any
Discipline as readily as any other. In practice, it's not so easy.

b

For many Disciplines, one needs a teacher — and again, Cairiff
are no exception. Thus, even though dhampirs and Caitiff of
the Last Generations pay the same point cost for every Disci-
pline, some Disciplines are easier to justify than others.

[PrHySICAL DISCIPLINES

The “physical” Disciplines of Celerity, Fortitude and
Potence are the easiest to learn. Afterall, they merely extend
the vampire’s intrinsic ability to boost its Physical Attributes
by using the Blood. Any vampire (thin-blooded or not) can
learn them through instinct— even if they are easier for some
clans than others. It's just a matter of really, really wanting to
be stronger, quicker or tougher — and of practice.

OTHER COMMON DISCIPLINES

The common “psychic” Disciplines of Auspex, Domi-
nate, Obfuscate and Presence are pretty easy to learn, woo.
They do not require special justification. Since many vam-
pires know these Disciplines, one can easily find a teacher.
Indeed, many of these powers are familiar from popular
portrayals of vampires — thanks to ancient legends and
occasional breaches of the Masquerade. A dhampir or Caitiff
won't actually learn a Discipline from watching cheesy vam-
pire movies, but she might take them as inspiration, try to
imitate what she sees and eventually succeed.

Protean does notrequire a special tutor either. Although
the Gangrel remain its masters and chief practitioners, many
vampires of other clans have learned the shapeshifting art.
Perhaps more importantly, knowledge of Prorean has seeped
into legends and popular culture. Even the most ignorant
childe knows that some vampires can change into animals.
Once again, repeated effort might lead ro success.

Practice at mortal skills might help a character develop
a Discipline. Books on hypnosis might help one learn Domi-
nate; spending lots of times with animals could lead to
Animalism. Most of the standard Disciplines require training
at mundane Abilities to use them well. To some degree, the
psychic Disciplines merely add supernatural force to natural
Abilities — for instance, magnifying persuasion or command
into Dominate, or unobtrusiveness into Obfuscate.

MAGICAL DISCIPDLINES

On the other hand, one does not casually acquire Necro-
mancy or Thaumaturgy. These Disciplinesdorequire instruction
from a vampire who already knows them, for they depend as
much upon complex occult theories as upon the power of the |
Blood. Unfortunately, the vampire clans whospecialize insuch |
magic hold these Disciplines jealously. Nothing less than a life
boon — and maybe not even thar—could persuade a Tremere
to teach Thaumaturgy to a vampire outside the clan.

Which is not to say thar the thin-blooded can never leam
magic. They can read grimoires and practice occult rituals, just as
a mortal can. The innate magic of the Blood makes hedge magic
even easier for vampires than it is for mortals. An occult-minded
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DHAMpIR LEGENDS

Smmellenwhomtmreadmmaboutdimnpulcguuhmrd'ﬂbdm'rthampm b'y'I' P. Vuk novi
L. Perkowski’s Vampires of the Slavs. :

Accord:ngmther;mesofthefmnuer;mvhodleﬂm h&av&mmw&u
asfor blood. Married men in particular return to their wives. ill the child of such an unnatural unio
(“Little Vampire™), Vampijerovic/Lampijerovic (“Son of the Vﬂ#ﬂ:‘)i’t han
name: Vampir/Dhampir for boys, Vampuem[Dhnuq;im&.t@h. o S 2 :

In some regions, alleged dhampirs ¢an become highly rupecudmamﬁw mmﬁnkr 'W’i‘thdutfum,
Gypsies of Upper Morava say, “there would be mtlch egx,L" T A g .

Some tales say that a newborn dhampir has a formless, boneless .Although ﬂmd&umph’ﬂ)odvfhmsup
next few weeks, she remains unusually fragile. (Other légends omit WW be a mix-up with le
attribute such a |cllvllkestahcmiwwmhﬂa&ﬁmwwh‘t§w’ =

The tales agree, however, thhmmmmmm{mmw
vampires go about invisibly). This made. hhﬂammm% le

good living going from village to village to exterminate vampires. % =
First the dhampir would scout the village. Perhaps he would takldﬂlﬂd’n r
as if it were a telescope. The: dlmmgirmuldduqxlbnhgvamm“ a S url
forms in Balkan Iegend} He migl!t’ﬂtﬂtle with the unmvawiu
simple as shooting it, or it might require el.pbamcharmsmﬂ
vampires remained active in the area of modern Kosovo as
Coulddmlquﬂbeme?ﬁm Jmﬁrsﬁw&m‘mu' Xisty
aFtendnughthavqpufomdhmendmhﬁmﬁu' sulted in breeding a dh r b
'ﬁnen again, &mphlegudsmiﬂuhmﬂ\ﬁ—w mmw mm‘.h:ﬂ'be ﬁir.& of th
Kindred very well. The “invisible vampires” can wilklw,day. Mmhemmbq&lv wuhwt contagion from anoth
. Peaple even tellstories about vampire pu st Dhampir 0 e from §
wuhd:eT:unuoc spet revenants. They might even be disi Lo protect Hﬁdemortnlsdamt
what vampires can do. In that case, thecldenremmnﬂemgi:thaua&qmwmtbmnwhatoﬂwhsmﬁ
come true in the nights ahead.

h&mdb%mh%huﬂm%md&ﬁhdmhcmaﬁﬂhuﬂa%ﬁnhm

Percerve Vampires (2/5-pr. Sup‘i!nmmM :
A dhampir with this Merit can always ﬁgmp&:efor hhThmMmrcmnttmwmlerds.

=

For two points, the dhampir can automat mmgmze a m!"ltdﬂpitt makeup, Merits such as B‘MM
or Thaumaturgical rituals that let a vampite mimic certain aspects of life. Obfuscate works only. partially. The.
cannot see an “invisible” vampire, but knows that mhﬁ'nﬂﬁv ‘A dhampir sees theﬁlh&*ltnagc crcawd by Maskof
a Thousand Faces, bmmllhwwdmﬂwpemnmﬁt vampire.

&>

For five points, the dhampir automatically sees through any attemp
from a Methuselah doesn’t work: The vampire remains visible to the dhampiryi iz :

The legends also say that a dhampir can briefly let other people see s 100, by looking through the -
dhampir’s shirt-sleeve or by some other simple charm. %nwﬂmmwmmkmnﬁta
nervous breakdown, three years of malaria or some other calamity from the M&m the undead plainly. If dhampirs
can share their gift (Storyteller’s option whether to allow this), mise the Merit’s cost by two &ublepﬂlms.

(The curse aspect of the legends is ohviou!lv false. After all, mortals see Masquerading vampires all the time.
Admmedlv,seemgaNmferamwlmmwem'tmmmﬂypnpmiﬁ:wmddpanvmoﬁwurﬁedfmdaﬁ. o

Fracne Bones (5-pr. pmﬂaw) N
Some legends say that dhampirs have thin and brittle bones. anytfd&s.@domhvc verylcmg. Presumably,
these dhampirs do not take up vampire-hunting.
For a dhampir mdﬂhﬁﬂa\v hnhhuchmnp:snealedasled‘nlm

IR I **-'-.' B e 1l m:a.._m
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| of Darkness: Sorcerer) or invent their own quirky Disciplines
| of magic. Learning such magic, however, follows the rules for
| creating “personal” Disciplines (see below).

“UN1QuE” CLAN DISCIPLINES

Chimerstry, Serpentis, Vicissitude and other Disciplines
| asociated with a single clan are virtually impossible to learn
withour a tutor. Again, the clans that know these Disciplines
seldom teach them to others. It's not impossible — no clan is
| rulya monolith — and for that matter, these clans might sire
' Caitiff themselves, who carry the Discipline in the Blood. In
| general, though, a Caitiff would need a mentor to teach them
§ an exotic Discipline. Such mentors are very rare, and they

generally demand favors in return.

. Nevertheless, the Last Generations (Caitiffand otherwise)
§ have one source of Disciplines denied to all other vampires:
§ themselves. For all other vampires, creating a truly new Disci-
| pline isa labor of centuries. Even most Methuselahs can'’t do it
| — only the rare few who found new bloodlines. The thin-
l blooded, however, can create a Discipline in mere decades— in
just afew years, if they really work at it. Not every thin-blooded
§ invents anew Discipline, but it is something they can do.

J Dhampirs cannot create new Disciplines. They can,
E however, learn “unique” Disciplines created by the thin-

'!- li_ blooded, if they can find a teacher.
| CHARACTER
 ARCHETYPFES

Unlike the vampire clans, thin-blooded archetypes aren’t
| defined by Blood (the dhampir forms an important exception).
Many thin-blooded vampires don’t know whether they techni-
cally belong to a clan or not, nor do many of them care. A
thin-blooded Ventrue probably has more in common with a
. Caitiff than with her own grandsire. The thin-blooded are better
defined by their social roles — some chasen, some thrust upon

' them by their special abilities. Most archetypes can overlap.
The highest generations have no monopoly on these arche-
types. Vampires do not magically know each other's generationon
- sight. A 13th-generation vampire can be just as much an outcast
from clans and sects as any 15th-generation Caitiff. In such cases,
purely social archetypes such as wannabe or autarkis may well
describe the character better than some arbitrary clan. Con-
versely, a legitimately sired, properly trained 14th-generation
- vampire should probably be builtaround a clan archetype instead.

AUTARKIS

. Some vampires, choosing to existas complete loners, opt out
of sects, clans and even coteries. The Kindred call such vampires
autarkis. Many Last Generation vampires take this path.

 PERSONAL DISCIpLINES

ﬂ‘amﬂ‘ ordhampir might learn hedge magic Paths (see World

THIN-BLOODED SUMMARY

Can the character.,.
14th 15th Dhampir
Belong toa clan?
Halfthetime  Never; always Caitif  Mortal; no
Sire Kindred?
Conceive/carry a mortal child?
=5 - Yes, sometimes Yes
Create ghouls? :
Yes No No
Create blood bonds?
Yes, sometimes ~ No No
Eat food/drink?
No Yes, but must vomit ~ Yes
» thereafter (other vampires

: vomit at once)

Walk in sunlight?
No ~ Suffers only lethal Yes
Create Disciplines?
Yes. Yes No
Achieve max Discipline level?
No; 4, tops No; 3, tops No; 1, tops
Have Insight?
Xe=—" Yes No

Some vampires become autarkis out of disgust. They see
that both the Sabbat and Camarilla are hives of twisted,
ruthless intrigue. Not wanting to be anyone's pawn, they go
forth on their own.

Other vampires dwell alone because they don’t want compe-
tition. Inabigcity, suchasChicagoor London, evena 200-year-old
ancilla might be a comparative youngster who must bow and
scrape before much older, stronger vampires. In Piscataway or
Tukwila, though, a vampire can be a law unto herself. With a few
Disciplines, the blood bond and some patience, such a “Caitiff
prince” can exert a shocking degree of influence over a small
community. For all practical purposes, the entire town becomes
herherd. Okay, soshe’sscrewed if apack of Lupines comes to town.
Some vampires think it’s worth the risk.

Some vampiresdon’t knowabout the Camarilla, Sabbat or
anarchs. Their sires never told them. They're in for a surprise.

And some vampires are just scared. They know that the
world holds terrible forces that could destroy them in a blink,
and they're hiding.

Autarkis vampires make suitable characters. The player
must decide why the character turned autarkis. Then she has
to come up with a reason why an autarkis would involve
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STEREOTYPES:

Camarilla: They defy the prince and endanger the
Masquerade. They must die.

First you have to catch me, you old fossils.

Sabbat: Selfish cowards. We have the true freedom that ~
comes from purpose and a loyal brother to guard your back.

Cult Zombie Alert! Damn, at least the Camarillais |
honest about ordering you around.

Anarchs: Like, we know where you're coming from, ~
man. We're all rebelling too! :

Ididn't quitthe biggangsjust tojoin alittleone. Fuckoff! |

himself with other vampires, despite his previous choice of
solitude (a character who responds to every situation by
saying, “It’s not my problem” and walking away simply
doesn't work well for a chronicle).

At first, an autarkis character probably follows purely
personal motivations. A friendship or kinship from mortal
days, an obligation brought about by a personal code of
honor, or a narrow, shared interest in a specific project can
supply a beginning. An autarkis might even work as a merce-
nary for whomever will pay — Camarilla, Sabbat, anarch or
other. In time, however, an autarkis character might develop
a deeper commitment to a coterie or some broader goal.

Roles: Autarkis vampires have explicitly rejected all
political alliances. Other characters won't know how much
to trust an autarkis. Then again, how much should they trust
each other! Autarkis may well challenge other characters to
examine their loyalties and entanglements with their sectsor
clans. Conversely, an autarkis might eventually ask herself
why she’s so dead-set on staying alone. Loyalty and indepen-
dence are major themes for autarkis characters.

Character Creation: Autarkis come in every clan, with
any conceivable traits. All one can say is thar autarkis are
never fools: A stupid autarkis doesn’t survive very long.

Note that on hishome ground, a “Caitiff prince” autarkis
might have frighteningly high levels of Contacts, Allies,
Retainers and other mortal connections, making him a more
dangerous opponent than his Blood might indicate. Think of
the classic horror-story isolated village, where everyone in
town knows the terrible secret — or is part of it. Now recall
whathappens to visitors who pry too deeply. Such an autarkis
makes a worthy adversary for a coterie, or a valuable ally.

Weaknesses: An autarkis vampire’s lot is not an easy
one. The flip side of being obliged to no one is that no one
helps you when you are in trouble. Camarilla princes don’t
like any vampire outside their control. The Sabbat, for all its
talk of freedom, tends to “recruit” autarkis with a whack on
the head and improvised Creation Rites. Even anarchs may
resent a vampire who displays no apparent loyalties. An
autarkis has no Status, no Clan Prestige and, very probably,
no alliances of any kind with other vampires.

Quote: Damn you all to the Sun! I stand for myself!

Time Or Triv Broon
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CLEAVERS

~ Some new vampires try especially hard to maintain a
human existence. They don’t want just to maintain an
fllision of normality to preserve the Masquerade (if they
ﬁ'@w about the Masquerade at all); they want to keep, as
'much as possible, everything they had as mortals. They want
to have a regular job, friends... even a family. Especially a
family. They don't believe themselves to be monsters. In a
time when so many diverse lifestyles and medical conditions
find at least marginal tolerance, is a sunlight problem and a
liquid protein diet really so inhuman?

Other young vampires contemprtuously call such vam-
Pﬂ{!s “Cleavers” — as in Ward, June and the Beaver. Older
Vampires shake their heads and quote Caine's warning in The
Baok of Nod: “Do not embrace love.” As if the Damned could
teally have a suburban home with a picket fence, a car in the
garage and 2.3 children!

. Cleavers are willing to try.

Such “families” can vary a bit. A new vampire who was
Embraced after marriage and children might nor want to
é:iqandon her family. A vampire might even set up a household
after the Embrace. It's too late to have children the normal
way, but they can adopt or use a sperm donor. If the vampire is
15th-generation, she might be surprised to learn she can have
a child the normal way. Then again, some thin-blooded
vampires are so pitifully ignorant that they don’t know what’s
impossible. Two vampires might marry as a perpetual “Double
Income, No Kids” unit. Then again, a vampire mighr just try to
stay in close contact with her mortal parents, siblings and
friends, even to the extent of letting them in on the secret.

Cleavers can be of any clan. Really, they can be of any
generation, too— but Cleavers usually have not been vampires
verl,'lon:, Theyprobablyhave no connection to thesectsof their
sires, or they have renounced such connections. A decently
mained childe would never try anything so risky and foolish.

Roles: Cleavers provide a stark contrast to the epic
'menaces of the Jyhad and Gehenna. Let someone else worry
‘about the fate of the world: They have their hands full trying
[ tohold down a joband keep a family together. Theirtriumphs
‘and tragedies are small, bur very personal.

i
| STEREOTYDES:

. Camarilla: Oh, the follies of youth- They endanger :Fu:
Masquerade, no matter how hard they try to uphold it. ]
Listen, buddy, I pay taxes, and 've gotrights. Tell your |
‘precious “prince” that r:hls is the US: can  FIOE the“ﬁ.lckmg
- Middle Ages!
' Sahhat: [‘rzmh’ng norse]

| =F
nmghborhoad s not safe wlth them arouﬁd'
Asicitcas Cotiahs o aid il BRA .

_ Didn't we get enough rebellion in the *60s? Grow up;

'kid, and rake a look at the real world. -

§
§
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Sooner or later, though, a Cleaver can no longer avoid
other vampires’ conflicts. They can't hide from the World of
Darkness forever, ne matter how they try. The snare may be
as melodramatic as the Sabbart breaking down the door or as
homely as begging a favor from a primogen.

A Cleaver may well be the only vampire who speaks and
acts on hehalf of humanity. Supernatural power struggles
tend to spiral in on themselves and lose touch with mundane
issues... this is true of players as well as characters. Part of a
Cleaver'srole is to bring the chronicle back to Earth from the
rarefied heights of supernatural intrigue. They remind the
othercharacters that vampires’ little wars have consequences
for ordinary people, too.

Character Creation: Cleavers need a high Self-Con-
trol. Theyreally can't afford to frenzy. A high Humanity and
Willpower are good ideas as well (this assumes thart the
vampire tries to have a real, functional family, nota ghastly
parody based on terror, codependency and the blood bond).
Communications abilities such as Subterfuge and Etiquette
are useful for explaining away odd behavior to coworkers
and neighbors.

Weaknesses: A Cleavers' greatest weaknesses are her
family and all the mortals with whom she associates. Other
vampires can threaten a Cleaver's parents, siblings, lovers,
children and friends (this tactic may backfire if the Cleaver
has a coterie of Kindred friends... a good reason to join a
coterie). On a deeper level, a Cleaver holds her own
humanity hostage. One frenzy at the wrong time, and he
could kill everyone he holds dear. Cleavers set themselves
up for hearthreak.

In game terms, family members are represented by the
Ward Flaw. No matter how many mortals get involved with
the vampire, the character can take the Flaw only once.

Quote: I don't care if you're the prince of Wales, you leave
my daughter alone!

UNBOUND

Some vampires reject ties of Blood. Even if they know
their clan lineage, they don't care. When they look at the
clans (Camarilla, Sabbart or independent), they see tyranny
masquerading as tradition. They don’t want some moldy
elder relling them what they can and cannot do, either with
their unlives or their virae. Clan Disciplines? Hogwash!
The self-described “Unbound” insist that any vampire can
learn any Discipline. Nor do they believe in clan weak-
nesses. T he high-and-mighty clan elders have only deluded
their descendants into copying their own neurotic limita-
tions. (They accept the Nosferaru as an exception. Many
Unbound, however, deem it politically incorrect to call
Nosferatu deformities a “weakness.”) Why should Cairiff
feel shame at their lack of a clan? They should be glad they
escaped the brainwashing.

The Unbound irritate older vampires with their strident
rejection of clan, secrand respect for elders— the foundations
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of Camarilla society. Unlike the stereotypical anarch, the
Unbound are not ignorant “rebels without a cause.” No crude
gang-banging for them! They have ideologies and plans for
reform. Some Unbound preach theirdoctrines with missionary
zeal. Others work quietly to build new vampire societies.

The Unbound are no more a unified “movement;,” how-
ever, than is the Camarilla. Although a few charismatic leaders
have emerged, the Unbound have no party line beyond their
rejection of tradition and desire for change. They can and do
disagree bitterly about what sort of change is needed.

Dwelling on the fringe of Kindred society, the Unbound
see things that other vampires miss. The Kindred aren't the
only creatures ro walk the night. Daring to attempt the
forbidden, an Unbound might actually seek contacts with
wizards and werewolves, ghosts and fairies... and morrals.
They keep the Masquerade — for now — but surely they can
make an exception for Uncle Henry, who's so broad-minded!?
Or old Pastor Smith, who advised them in so many other
timesof trouble? And if you can’t trust your mother, well, who
can you trust? Quite often, moving beyond the sphere of
Kindred society results in an Unbound's Final Death. Once
in a while, though, an Unbound makes connections that
would boggle the minds of most elder vampires. If the Un-
bound ever organize the anarchs to strike back at their
oppressors, they will not stand alone.

Most anarchs still regard the Unbound as impractical
dreamers. Now that the self-proclaimed “anarch states” are
under artack by the mysterious and powerful Cathayan yam-
pires, however, some anarchs wonder if interracial diplomacy
might not be worth a shot. The Camarilla certainly shows
little interest in helping to resist the Asian invaders.

Only recently have many elders felt enough pique to try
exterminating the Unbound. This change of attitude comes
partly from the general climate of fear and partly from a
suspicion that the Unbound might be right. Vampires invest
centuries of ego in their beliefs: the suggestion that they spent
those centuries upholding a lie comes as a bitter draft indeed.
In their furious rejection of Unbound “heresy,” the Kindred
prove that they remain all too human.

Role: These activists deliberately challenge the status
quo of vampiric society. They often do things precisely
because centuries of tradition say they can’t or shouldn't.
Some Unbound characters become explorers, seeking the
truth behind legend and tradition; others play diplomar,
trying to gather vampires intc new social arrangements.
Every Unbound character should have a special dream or
program she pursues.

Character Creation: The Unbound have nothing in com-
mon except theirartitude toward “traditional” restrictions. Ifnot
an inceptor herself, however, an Unbound may well try to learn
bizarre new Disciplines just to prove that she can. Unbound tend
to have restless, discontented Natures such as Architect, Cur-
mudgeon, Visionary or even Thrill-Seeker.

Weaknesses: Their special interests do not impose an
particular weakness upon the Unbound. They put
selves in enough trouble already.

Quote: Do you drive a horse and buggy? Do you write with
a goose-quill pen? Then why do you follow rules set forth 500
years ago? B

W ANNABE

Some thin-blooded vampires try to find a place wi
Camarilla societies. Perhaps they know their clan ances
perhaps they don't, but want to join a clan anyway bec
they like the clan's culture and ideals (or at least whar:
imagine about its culture, which may not match the truth !
very well). For instance, an ambitious Caitiff (or Malkavian, |
Gangrel, Brujah...) might innocently petition the lucnl-
Ventrue Primogen to join the “club.” !

Such a “wannabe™ usually finds himself disappoi
Even if he can prove a clan ancestry, his own clan eldersoften |
despise himas an embarrassment (few people, living orundead,
like to discover a bastard in the family). Most vampires in the
Camarilla regard the thin-blooded as nothing but competition
for hunting territory — certainly they are no use as allies, No §
matter what Last Generation vampires do, they cannot expect |
more than grudging tolerance from the princes of the Camarilla, |

Nor does the Sabbat treat them any better. The Sabbat |
values power above all in its members. Both childer and
recruits must prove their strength — and for all the Sabbat’s |
prating of loyalty, few Sabbat lift a finger to help a new
member survive. To the Sabbat, the thin-blooded will alwags.
be handicapped. If a vampire of the Last Generations can
diablerize his way to a lower and stronger generation, fine;
he's proved his worthiness to survive. If not? The Sabbat does |
not mourn the Final Death of the weak.

Whether their goal is the Camarilla or the Sabbat,
wannabes face daunting obstacles. The Camarilla obsesses
about age, generation and legitimacy of siring. The Sabbat
obsesses about raw power. The thin-blooded have none of |
these. A wannabe must work harder than any other neonate
to gain equal recognition, with no rights atall. What's worse, |
some vampires will resent any success the characterachieves.

Camarilla: lesmd
Inquisition down upon us all?
Tired old vampires playing meﬂ amm; '

understand, w B
* Sabbat: ]am us‘ Wlm 3mseak——-m“vedone :t.'

Theyhavethe ﬁghfatﬁu:de,lu#ndmmémnm
That's where 1 <ome in. i
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ppose a young Caitiff can prove that he's as good a leader

geany Ventrue, as good an artist asany Toreador or (God help

jhe world) as good an... experimenter... as any Tzimisce.

Young clan members resent being shown up by an outsider.

Older clan members resent the challenge to the established

prejudices of generation and bloodline.

The independent clans have their own insular prejudices,

| and they are highly selective in who they Embrace. Yet, the

. Assamites, Followers of Set and Giovanni also place high value

| on their ideologies. An outsider who shows exceptional ability

| anddevotion to the clan’s goals might win cautious acceptance
ganassociate, ifnotan actual clan member. As yet, however,
few thin-blooded vampires have even heard of these small,

-.;’u&en reclusive, clans. That could change in the future.

The most daring wannabes, however, avoid all the ob-

| stacles to clan membership by a simple stratagem: They lie. A

| yampire can concoct a false lineage to make herself seem more

spectable, move to a new city and present herself to the
prince. Vampires have attempted such frauds for centuries;
older vampires call such a liar a rastacouere. The pogroms
| against the thin-blooded have caused a sharp uptum in
isticouerage. A rastacouere, however, faces an almost certain
Blood Hunt if the city’s elders discover her imposture. If there’s
_one thing elder vampires hate, it is being made to look foolish.
Role: Wannabes are the outsiders looking in, noses
pressed against the glass. A wannabe must have at least some

| reason to believe she might gain acceptance ina clan orsect

- even though she might be utterly deluded. Such a charac-

ter can provide a new viewpoint on a sect or clan as she tries

' 1o learn its ways and win acceptance.

' Character Creation: Wannabes often follow a clan
concept, at least in a diluted way. A 14th-generation would-
be Ventrue, for instance, might show leadership and financial
ability — but as leader of a street gang or manager of a small
business. Thus, clan archetypes may guide character creation

| — with no reference at all to the character’s actual bloodline,

| clan weakness or favored Disciplines.

Weaknesses: A wannabe has whatever intrinsic weakness
his bloodline imposes. He also has no Status at all. If a wannabe
ever wins that first dot of Status by becoming an accepred (if
lowly) member of the Camarilla or Sabbat, he is no longer a
wannabe. Instead, he is a sect member who merely happens to
have high generation and is treated like any other neonatre.

Quote: Judge me by my deeds, not by my blood.

INCEPTORS

In the Old Form, vampires who invent a new Discipline
are called inceptors. Most vampites never manage this. Even
the Antediluvians can’t do it at will: No Ancient ever created
more than one original Discipline... and even those in-
stances are legend, not history. Once every few centuries,
however, a new vampire might spontaneously generate a new
Discipline — typically a sign that the vampire has founded a

STEREOTYDES : ;
Camarilla: Odious creatures. Smmnesahnostmmefu!
as ghouls, though. Almost. ?

You gotta follow the rules if you wannawmthepnm—
but I tell ya, if these mugs weren’ tthgmly@me in WwWn.... A
Sabbat: kaﬂa@ Dﬂgﬂ beamg far swps from their.
masters’ mbles a-.
'Sfunny, [ tl:-xought they sald the\r wan:edaqml nghtp
for allvmpires desp:te;agemdgeﬁetatmn 1 guess they mll%
think some generations are “more equal” than others.
Anarchs: Getmlmlrfe wﬂya?'l’?:emo!dyoldwwﬂi
never give you a fair shake. ¥ _ ‘Q
And you're doing so we[l? T * 1

o - = .

new bloodline. For thin-blooded plebes to create new Disci-
plines, therefore, comes as a bit of a shock to the elders.

The Last Generations themselves often have no idea
that they're doing something special. Many of them get their
ideas about what vampires can do from books and movies,
instead of from their sires. Sometimes they try to do some-
thing they saw in a movie, and it works. Maybe it matches one
of the traditional Disciplines. .. or maybe it's something new.

Personal Disciplines may also grow from the new vampire’s
talents and interests. Many of the “standard” Disciplines are
magical enhancements of mundane abilities. Presence and Domi-
nate, for instance, magnify social skills at evoking obedience, fear,
admiration or conviction. The Blood might magnify a Last
Generation childe's other knacks or interests into a Discipline.

When designing an inceptor, one must consider whether
the character knows he has done something special. A real
naif might not realize that not every vampire can fly (or dowse
for lost objects, or cause bad luck, or whatever). If the
characrer does understand that he’s done something special,
does he brag and flaunt his power? Does he hide his Discipline
in the fear that he'll be condemned as a freak!

On the Storyteller's side, how do other Kindred react?
Not many vampires in the know can simply ignore an
inceptor, at least not if the new Discipline looks useful. An
interesting Discipline, and how the character decides to use
it, can become the start of many fine stories.

Roles: These vampires have what other vampires want:
power. It’s not very much power, because of the inceptors’
youth, generation and thin blood, but it's a power no one else
has. Inceptors have nothing else in common; they have
aspirations and personalities as diverse as mortals. Whether
an inceptor likes it or not, though, her anomalous abilities
bring her to the attention of more powerful vampires.

Other vampires may try to recruit inceptors as teachers
or (more likely) minions. Less patient vampires might try to
diablerize an inceptor (many Cainites believe that diablerie
consumes the very soul of the victim, and thereby also
transfers an aptitude for the victim’s Disciplines). The inven-
tor of a new Discipline doesn’t just become a player in the
local Jyhads — he becomes the prize.

Craprer Trree: A Stam oN THE Sout
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Character Creation: Inceptors come from every clan.
Caitiff might be more likely to create Disciplines just because
they don't know any better!

Players have two choices in designing an inceptor. They
can create a characrer based on some other archetype (or no
archetype atall), then give the character a Discipline power that
any vampire might find useful. Altematively, they can start with
an intriguing Discipline and build the character around that.

Ideally, of course, “Characrer comes first,” rather than
powers. If an incepror’s new Discipline is consistent with the
character’s history, personality and aptitudes, though, it'’s a
good character. The order of the design process doesn’t
matter, only that the resulting character have an interesting,
three-dimensional personality and motivations.

Weaknesses: These vampires have no special, intrinsic
weaknesses except for their generation and thin blood.

Quote: Ch, Christ, man, I'msorry! I didn’t kriow [ could do that!

SEERS

These vampires have the new Background of Insight.
Seers may come from almost any walk of life orundeath. They
come from every clan, and from the clanless. Through no
chaice of their own, however, they channel a preternatural
knowledge about the doings of other vampires. Because of
this, every seer faces two challenges. The greater their In-
sight, the more sharply they face its demands and perils.

First, how does the seer react to her hunches and visions?
No matter how she feels about her Insight, she can’t ignore it
—even if she tries. Do the dreamlike revelations frighten the
seer!Is the knowledge a blessing, a curse, or justan incompre-
hensible intrusion?Does Insighr come from God, the Devil or
some other transcendent power? Every seer must find herown
answers to these questions.

A seer might have complex, mixed emotions about her
power. One seer might fear her visions, but strive to have
them because she believes they are warnings from God that
she feels duty-bound to pass on. Another seer might delight
in the knowledge she has about more powerful vampires, but
try ta hide his knowledge for fear of retribution. A third seer

SIEREOTYPES:

Camarilla: We must watch them. Conerol them: And if'
necessary, destroy them to keep them out of our enemies” hands. |

Don't trust them: They Tl use you, break you and thxow
you away.,

Sabbat: They have broken the limits set by our aca:ursed
ancestors, but are too-weak to exploit therrglﬁs We, hewever,
are sprong.. :

Don't trust them, either. They don't want to use wu
— they want to eat you.

Anarchs: Those old Cammie fares had beteer watch out! -
Now we have powers they cannot imagine! 3

Whoa, cowboy! When did I volunteer for your war? =

might think herhunches come from the Devil, but matter- @f--
factly accept them because she is one of the Damned afteraﬂ”

The second challenge comes from other vampires, Knowl-
edge is power in Cainite society — especially knowledge of whajn
others are doing. Prince or primogen, bishop or archon, mast
influential vampires fear the plots of theirelders, rivalsand ]megg
alike. They fear exposure of their own intrigues just as much.!fw
seer’s power becomes known, he becomes the focus of bath hcpe*
and fear. How a seer chooses to use his “gift” decides whatm]eﬁej
plays in local Kindred culture: A Camlte detective who can
plausibly explam away his “hunches” will be treated very dlﬂiap-ll
ently than a “Caitiff prophet” spreading proclamations of doom;.

Seers often experience a lengthy hiatus berween re::ew-
ing the Embrace and awakening as one of the undead. The
Storyteller can make the character’s death-dreams an i impor- | i
tant part of her prelude. Of course, the Storyteller shouldnt
give any information of genuine importance... but ﬂbs::um'
and nightmarish images can establish that somerhing bad i m*]
brewing, and that the seer is somehow tied to it all.

Role: A seer’s role is to know too much. They are wajkug
story hooks, spreading both awe and panic wherever they go, |
Among the Kindred, preserving the status quo depends an
everyone keeping her secrets. Schemes that took decadesaf
planning can fall apart in minutes when aseercan 'tstop. heneif|
from saying who wants to do what to whom. This tends to upsa:
everyone terribly. The resulting scramble often includes at-
tempts by vampires who fear exposure to destroy the offendmg
seer. Players had better enjoy having a character who gers.
chased, captured, courted, threatened and manipulated a lot.

Character Creation: Of course, a seer character has the.
Insight background, and probably at high levels (the more infor-
mation the chamacterreceives, the more trouble —er, drama—he
can cause). For the rest, anything goes: Seers can have any sort of
Atrributes or Abilities. Supernatural Merits such as Mediumer.
Oracle might be appropriate since they overlap somewhat with:
Insight. Giving a seer a personal Discipline as well, however,
would make the character far too “gimmicky.” |

Weaknesses: Aside from whatever weaknesses they,
might have from their clan or generation, seers are more
prone to Supernatural Flaws (such as Cursed ar Haunted),
than other vampires. No such Flaws are mandatory, though
— and remember that “more prone” is very much a relative
term. Such Flaws should never actually be common withina
campaign; their rarity makes them more dramatic.

Quote: Please, sir, I can help you! I... know things.

DHaAaMpPIR

A dhampir is a thing the Cainites believed could never
happen: the offspring of a mortal and a vampire. Camarilla and
Sabbat, elder and neonate, they all knew that their rrue blood ties
came by adoption, through the Embrace. They knew that life never
comes from the undead. Vampires have childer, not children.

But then, they never had 15th-generation vampires
before, either.

Tive Or THiv Broon
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STEREOTYPES §
~ Camarilla: Capture a seer, lock him in your deepesc
dmgeon, listen tohis words and let no one else knaw he exists. -
- Otherwise, destroy himl &J
It’s a maze that goes 6n forevee.And. ah Gﬁdﬁiﬂ thﬁﬂ
center of the maze,.
- Sabbat: Hmvmmwe behemfhey know aught’ nf:he
Ancients when they keep saying we are still their pawns? 'T‘h;{
abbm serves nd one!
* Loyalty? Freedom? Loyaltyi Then whsr do 1 see You:
- sworn brother’s blood upon your lips? :
Anarchs: Babbling lunatics! Ignore them )
- Don't you know? You're puppets too.

o J.'W.’I—

Ly i daaa i

Vampires can’t have sex— notreally. They only go through
the motions, usually as a ploy to take bload while their parmer is
distracted by passion. Only the taste of blood gives Kindred
pleasure. A male vampire does not produce sperm, and a female
vampire does not receive it... except in the 15th Generation.

These vampires still get no great pleasure from sex, but

sametimes the reflexes of life kick in and the reproductive
system starts working again. A male vampire might ejaculate
- — and his seed will be fertile. His surprise, however, is as
" nothing compared to the female vampire who learns that her
- mortal, male lover has gotten her pregnant.
- In the Last Generation of Caine, therefore, the curse has
| taken a final, ironic twist. The weakest of the vampires have
' a power denied to even the mightiest of their race — the
| power to create a new life.

Even under the best conditions, such pregnancies only
have a 50 percent chance of carrying to term. Half the time, the
fetus miscarries and dies. Surviving children are a mixture of
mortal and vampiric traits: a dhampir. Like a vampire, they
convert blood into vitae. Like a mortal, however, they make
their own blood. They have Disciplines, although a dhampir
cannot normally master them beyond the first level. They can
have moreal children of their own; sunlight does not harm
them. Although they have a Beast that can drive them to
frenzy, their difficulty numbers to resist frenzy are always two
less than they would be for a vampire in the same situation.

Similar creatures already exist in the World of Darkness.
When ghouls have children who are themselves ghouled
from the womb, after a few generations the power of vitae
hecomes fixed in their blood. Such “revenants,” however, are
confined to a few freakish families — all of them thoroughly
dominated by vampires (chiefly the Tzimisce clan). Elder
vampires could ignore them, and have done so for centuries.
Few in the Camarilla have even heard of revenants.

Most revenants grow up surrounded by vampires, ghouls
and other revenants. They barely know the mundane world
exists. Dhampirs, on the other hand, usually grow up in
telatively normal surroundings, in the company of mortals.

el g

Quite possibly, the dhampir knows nothing of the secret
World of Darkness. But she'll find out....

Few things could surprise an elder more, by its mere
existence, thana dhampir. The withered tree of Caine hasborne
living fruit. Is itasign from God? Will dhampirs develop abilities
no one can guess, like their thin-blooded parents? Will they
breed true and spread vampiric powers throughout the mortal
populace? The World of Darkness will never be the same.

Role; To the Kindred, dhampirs are the ultimate x-
factor. Millennia of Kindred eradition says that such creatures
could not exist. Dhampirs are still so rare that most varmpires
have never heard of them, unless one actually shows up in the
neighborhoad. Even then, the vampires might take a long
time to recognize the dhampir for what it is. At first, theymay
well mistake it for a masrerless ghoul. Thus, dhampirs haveno
stereotyped role among the clans and sects. '

One can easily predict some common reactions to
dhampirs, though. Some vampires will hate and fear them, as
they might hate and fear any new thing. (This reaction seems
especially plausible for Sabbar vampires. A dhampir challenges
their belief in theirabsolute separation from humanity.) Other
vampires might react with awe, perhaps seeing a dhampir asa
sign of God’s forgiveness: The dead have given birth; the child
has the powers of the Damned without their weaknesses (or so
it might seem upon casual inspection). No doubt, many
Kindred will insist that any dhampir isa fraud, justa ghoul with
a hidden domitor, or some elaborate Malkavian deception. No
doubt, others will completely miss the strangeness, and simply
ponder how to exploir this new resource.

Character Creation: The only hard-and-fast rule tokeepin
mind when creating a dhampir is that they are all young.
Fifteenth-generation vampires have existed only for about 20
years. Any dhampir character will be one of the very first of her
kind. For all any dhampir character knows, she is the first and
onlyone ofherkind. Dhampirs varyasmuch as mortal reenagers.

Weaknesses: Unlike ghouls or revenants, dhampirs have
no favored clan Disciplines that are especially easy to leamn.

Quote: Who are you? WHAT are you? Leave me ALONE!
[CRASHI]

STEREOTYPES it J
Camarilla: I don’t care how you do it, bring thar fredk o,
me. I'll uwing the truch out of him. ' et
Whatever you do, don’t be naticed. The Camaluna owns
everything and everybody, and if it norices ‘fou,veuteﬁmﬁ
_ Sabbat: Impossible! You're lying! I’ mbsdlshn and1'll e ca !
in your fucking head for 1!
AManson Family of psycho culmwamplres eh ged ]
it just gets worse and worse. 4
Anarchs: Oh, this is rich. So much for the “all- kmwm
elders,” eh?

So what do you want from me? : i g
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Let them enjoy the gentle music of the Kindred. ..
— “The Chronicle of Shadows,” The Book of Nod

A chronicle set in the Final Nights is a considerable
| undertaking. Players, as much as characters, have been antici-
pating Gehenna ever since their first introduction to the World
| of Darkness. This is the defining moment for the Kindred, arare
| and exciting opportunity to rise above petty squabbles over
| termitory or prestige and truly affect the course of things — for
' good or evil. In times of apocalypse, no one can know who or
' what the deciding factor will be. The most trifling, innocent
 deeds can set portentous events in motion. At stake is the fate
' of every sentient creature on Earth: not just the vampires
| themselves, but the mortals and other supernaturals as well.
| Yourplayerwha's been writing her own Book of Nod chapters
| and your player who feverishly combs the game stores ro collect
out-of-print supplements in the hope of “putting it all together”
are poing to be expecting fireworks.
But never fear— help is here if you need it. This chapter
provides information and suggestions for Storytellers who
 wish to run chronicles set in the Time of Thin Blood.

THEME

! The following themes are provided for inspiration. The

first two are especially appropriate to chronicles with thin-
flooded characters; the others, however, apply toany chronicle
| set on the eve of Gehenna.

| » Ignorance: This, even more than the lack of Blood-
strength, is the dominant obstacle for thin-blooded vampires.

(8 k]

Almost without exception, they are young and untutored.
For other, more privileged Kindred, the time immediately
after the Embrace is frightening, but navigable; they have
lessons to learn, skills to acquire, allies and enemies to
identify. It is not necessary to like one's sire, or the stifling
strictures of vampire society, to benefit from the support.

Many thin-blooded, however, know of no other Kindred |
apart from themselves and perhaps their sires (at least not to |
begin with; of course, it would be astrange chronicle indeed that
didn’t bring in other vampireseventually). They have no notions
of Beast versus Humanity. No one ever tells them that an
individual kine life istoo brief to worry about, or that morral love
can lead only to tragedy. They have little choice but tomake the
mistakes and try to survive them long enough to do better.

Even if they gain the opportunity to associate with other
vampires, the fledglings might not find the answers they seek.
Therivalriesand betrayals of Kindred politicsare barely compre-
hensible even to its old hands, and thin-blooded quickly leamn
that no one tells them the truth — except when it’s convenient.
Moreover, once thin-blooded have made contact with Kindred
society, it can bedifficult for them to extricate themselvesatwill.
Drawn to innocence like sharks to blood, the Kindred come to
them, offering, threatening, wheedling. Naturally, thin-blooded
with special abilities are doubly enticing to these deceivers.

In a thin-blooded chronicle, it is especially important to
ohserve faithfully the distinction between player and characrer
knowledge. Even a brand-new Vampire character, under the




standard rules, is assumed to have anywhere from several years to frequently target even those thin-blooded who are simp_lym

afewdecadesof experienceasa vampire underherbelt. Most thin- to mind their own business. It’s not always easy to be free.
blooded, however, are newly Embraced. Dhampir characters, Still, players should enjoy the chance to turn the mw
being the children of thin-blooded, also tend to be Very young — tional wisdomofthe Damnedonitsear. —n'lin-b]oocled.‘;mlpﬁi@"]

teenagersorchildren. Theirnaiveté isoppressive, evenparalyzing, of distinct clans, for example, usually have no inkling nf:h@&
but it also provides a unique roleplaying opportunity. Of all the  cyliural heritage and often end up unintentionally defyingit
Damned, the highest generations are, withourt question, the ones Imagine a coterie in which the Brujah collects Japanese teg

closest to humankind, as well as o their own Humanity. sets, and the Toreador picks fights at biker bars (meanwhils,
® Freedom: Thisisthecorollary to Ignorance. Although  the Nosferaru, having devised a set of beautifully painied®
it's a handicap to be so unaware, it can also be liberating. The masks, is making his comeback as an operatic tenor), The
thin-blooded throw away the old rules with rare panache. highest generations belong to the vampiric demimonde. Dip |
They are free to explore even the wildest solutions to the  inherited already, they have no one to please but themselves.|
problem of vampirism. They can turn up on the doorstep of e Chaos: Forall dqekmdjagmﬂﬂtm_mosrkmmﬁﬁm

the Mayo Clinic. They cansue for protected starusundercivil  have the vaguest understanding of Gehenna. All they “knowls
rights law. They might suffer for their indiscretions, but they  that it now looms dangerously close. Many profound charjges am-
can also make unexpected allies and discover novel strategies raking place in the World of Darkness. Is a sinister pattem tabe.
for fending off their hidebound progenitors. discerned within them, or are they meaningless symproms of the:
This freedom is more threatening to the rest of Kindred ~ general confusion? Those who believe that the Ancients have.
society than most thin-blooded can even imagine. The Camarilla already begun the gradual ascent to consciousness claim g
elders envision the destruction of the ordered society they have reason to blame every twist and tum of modern (hinitepoltti&ml
struggled for so many centuries to build. The Sabbat worry that their subtle mental nudging. And what will happen as e
if the thin-blooded are allowed to move unchecked, they will Antediluvians become aware enough to act for themselves?
inevitably draw the notice of the Antediluvians and set off the Psychologists among the Kindred have a more scientific |
Gehenna time bomb before the sect is ready. Both groups interpretation for the widespread unraveling of clan and Sext,
truce and mreaty. Despite their utter lack of biology perse, Kindred
may still possess akind of evolutionary programming, closelytied
to their vampiric Beast nature; it is this programming that|
% responds to the growing signs of the Gehenna cycle drawing
to its close. Sensing thar the time has come to ﬁgh;q_|
»  perish in the ultimate Darwinian contest, the Kin.|
" dred fall upon each other with more violencs:
than ever, abandoning all the#r careful con:
structionsand plunging intomayhemthar
seems completely counterproducrivefy
. the observer — and even to the par-
: ticipants. Nevertheless, it is an
entirely predictable stage in the
development of the species.
Such rationalist theories
have gained little ground to
date. The Cainites, as »
race, are extremely sus
ceptible to delusion,
Paranoid by
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nature, they find no theory too baroque or improbable to
' consider. Now, they look around themselves, see the disinte-
gmtion of everything they relied on and conceive a burning
needto find the moral of their story. This is a quintessentially
human response as well — to ask “why,” even of such mindless
- catastrophesas flood and war. However inventive the kine may
' be, though, few could concoct the sorts of explanations devised
by frightened Kindred.

Insuch an atmosphere, demagogues flourish. The scourge

- impulse to impose order upon the ungovernable. Cults and
| secret societies of every description spring up like dark weeds
o promise answers and protection. Prophets and doomsayers
| ride the hysteria to dizzy new heights. Religious manias are in
vogue, and not only among elders; the hitherto disaffected
agnostics of the younger generations also fall prey.

Thin-blooded, especially seers, often find themselves
 the unwilling focus of all this hysteria. Eccentrics with eccult
' agendas supplicate them. Bloodthirsty radicals hunt them
down. The younglings may well begin to feel they are the only
" sane creatures in a race of lunatics. The Storyteller should do
| nothing to alleviate such beliefs.

Stories built around millennial panic tend to share a few
central elements. The great threat is often hinted at, but never
- shown in more than shadowy outline. Red herrings pop up
constantly, and different, equally credible theories compete to
 explain the given facts. The world seems to be populated by an

unusual number of psychaotics, religious fanatics and obsessives.
Odd inconsistencies and strange coincidences abound, as
though the laws of nature and probability just aren't being
enforced as rigidly as usual. If the Storyreller isdeftat balancing
chaos and intrigue, the players’ characters reach a point where
they have no idea what's going on, but know beyond adowbt that
the fate of the world depends upon their doing something.
Eventually, they will have to be let off the hook so that the
chronicle can come to a satisfying conclusion, but that dan-
gling suspense is both the chief fun and the chief frustration.
¢ Fanaticism: This theme could well be considered a
subcategory of Chaos. Nonetheless, optimists can take heart:
. Whatever else the omens may have wrought, at least the
Kindred have shaken off their apathy and inertia in response.
The voices in the wilderness finally have an audience. It isa
time for radical causes and sweeping reforms.

Leaders of fanatic groups, generally fanatics themselves,
often harbor an unshakable belief in their own righteousness—as
well as that of their cause — and they soon seduce their followers
into the same outlook. In such a climate, tragic mistakes are
inevitable; but so are heroic deeds. Those whohave yearned to see
thetoric put into action may have their chance at long last.

 Scapegoating/witch-hunting: Because many Kindred feel
powerless against what truly threatens them — Gehenna and the
Antediluvians— they tend to take out their hostility on nearer,
easier targets. Older Cainites often treat vagrant populations,
especially the thin-blooded, in the same way that citizens of a

isonly the most visible manifestation of the overwhelming

9%

country treat itsunwanted immigrants. The thin-blooded are seen
asignorant, lawless and dangerously alien —a teeming, barbarian
horde, so to speak. Their mysterious powers are envied, but feared.
According to the most paranoid theories, they desire nothing less
than the eventual overthrow of the social order; thus, they must
be suppressed for the safety of all true Kindred.

So long as they can make themselves useful, some thin-
blooded may succeed in being exploited rather than destroyed
outright. But no matter what they do, eventually the time of
purges will come. The treatment of the Jews and the Gypsies
by various nations over the centuries is perhaps the most
archetypal real-world example of this phenomenon.

Moop

Face it: There’s little reason to tell a story about the end
times unless you can make the players really feel it, really place
themselves in the apocalyptic mindset. Mood is one of the keys
to creating that mindset. Pay careful attention not just to the
events you introduce, but the way you introduce them.

¢ Paranoia: This mood is the signature for any good
apocalypse. It also pairs reasonably well with the theme of
Ignorance above. For the thin-blooded, as for any vampire
unfortunate enough to be up and about in these perilous
nights, what you don't know can be a deadly danger.

It’s been mentioned above, but bears repeating: Vampiresare
naturally paranoid creatures. Betrayal is an integral part of their
culture. Most vampires are out of the decision loop when it comes
to Gehenna, and so their only altemative is to theorize and
conjecture. It should come as no surprise that the theories they
invent are as twisted and complex as their own devious minds.

The highest generations, too, have cause for paranoia.
Many of them, especially those who can still rolerate daylight
and mortal pastimes, consider themselves essentially human.
They remain close to the ordinary people they care about and
the values they were taught in life. From their viewpoint, even
a 12th-generation neonate is a menacing creature. Enemies
such as the scourge constantly swoop down on them for no
discernible reason, exact punishment for some mysterious
offense, then disappear into the night again. Wherever the
thin-blooded step, it's always on someone’s toes.

Paranoia can be absurd as well as frightening. Although
such a chronicle should be overwhelmingly dark in ambience,
it may also give rise to some profoundly grotesque moments.
The eavian whose prophetic advice the characters have been
following might suddenly reveal, in hushed tones, her secret
theory that the Antediluvians transmit their subliminal mes-
sages to vampires through the left fang — and then run around
savagely removing the offending article fromall present. A cult
of vampires might decide to take a whole apartment building
hostage because one of its members “saw” Caine in the lobby.
But what constitutes an insane belief, when the times them-
selves are insane? Characters in an eve-of-Gehenna chronicle
should eventually come to feel that anything is possible.

CHarres Four: Wremmen v Rip
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* Angst: (You knew you couldn’t get away from it,) I
Perhaps it wouldn’t be fair to say that the thin-blooded
necessarily have more angst than their stronger brethren, hut
they certainly have a unique brand of it. !

The central dilemma of vampirism is balancing the hom»
fying, instinctual Beast nature against the remaining human
nature. For the thin-blooded, in some respects, the struggle is4
milder one. They do not have ro confront their monstrousnes.
as immediately and as keenly as others of the Blood do. Manyaf |
them can enjoy human pleasures; those who cannor usuallystill
retain close ties to human society and blend in far more easily
than those whose attention must be divided between mortaland
vampire culture. Their supernatural powers are not as strong,
and so are more easily overlooked by themselves and others, The
game of denial is fixed in their favor.

However, this can also be a terrible disadvantage. The
closer you remain to your mortal loved ones, the easierit is for
them to become caught up in the more bizarre and dangerous
aspects of your existence. The more openly you walk in
human society, the more likely it is that someone hostile will
discover your little secret — and he may understand irs
significance even better than you do. Most importantly, the
longer you can deny your monstrousness, the more devastat-
ing it will be when it finally escapes your control.

In other words, the special torture of the thin-blooded i,
ironically enough, tobe closer to humanity than other vampires.
The Storyteller should try to lull the characters into compla-
cency. Imagine the situation of a 14th-generation Caitiff. Fora
while, existence after his Embrace is surprisingly un-Hellish. He
switches to an evening shift at the restaurant (he can even still
sample the food). He brings his fiancée, his sister and, of course,
Grandma in on his secret. They're nonplused, bur supportive;
the younger women even offer themselves as blood donars
(better he should turn to loved ones than unwilling strangers to
meet his needs, after all). He has no idea why he was chosen for
this weird affliction, but he knows he has potential he never
imagined. Perhaps he gets in a scrape now and then, but so far
he’salways managed to escape with hishide intact. He's thinking
of becoming a stage magician. |

The Storyreller lets him have all this for a while, then
begins little by little to take it away. A frenzy in Grandma's
house thankfully doesn’t kill the old woman, but it scares het
badly enough to confess to the parish priest. The vampire's
sire shows up with the bad news that her illicit Embrace has
been discovered, and she can be forgiven only if she destroys
her own childe. Asfor the fiancée, well, she’s always told him
she wanted to have a baby eventually....

And if that's not enough angst, consider the problems of
raising a dhampir child.

True, much of thissame angstcan beexperienced by standard
Vampire characters, but they are often must make a quicker, and
therefore somewhat cleaner, break. Among the clans, many sires
insist that theirchilder putaside the trappings of mortalityand join
Kindred society as soon as possible. Before long, they are far too
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immersed in the game of survival to notice their old life slipping
away... at least, until it's roo late. Thin-blooded, being largely
arphans or outcasts’ progeny, suffer no such distractions in their
early years and are free to experience the whole agonizing process.
¢ Horror: Much has been written on the subject of
| horrorin Vampire, butat the risk of belaboring it, a few words
must be added here. For the most part, horror greets the thin-
hlooded in the familiar forms: Each has a Beast; the Beast
sometimes urges them into monstrous actions. They spend
their existences contending with the cruel irony of the
conundrum, “A Beast | am, lest a Beast I become.” The more
Humaniry they manage to retain, the more appalled they
must be when the underside of their new nature surfaces.

If the personal horror is the same, however, the external
horror is another matter. Most Kindred find their elders
comparatively freakish, but to the thin-blooded, who tend to
move in mortal society more than immmortal, all vampires are
freakish. To be hunted by a society of unabashed predators,
many of whom pride themselves on their alien moral stance,
is a horrifying thing indeed. Don’t pass up the opportunity to
demonstrate this distincrion to the characters.

CONFLICTS

The Time of Thin Blood is a period of intense polariza-
rion. None of the traditional Cainite groups can stem the

growing disuniry in their ranks. Most of the standard Vam-
pire conflicts rage on with the same ferocity as always (sect
versus sect, clan versus clan, generation versus generation),
but a few new ones have arisen as well.

® Thin-blooded vs. “normal” Kindred: The thin-blooded
are perceived as dangerous deviants by others of their race. At
best, they are discriminated against, forced to dwell at the fringes
of society; at worst, they become the targets of the scourge and
other persecutors. The Storyteller can wringa surprising amount
of drama from their futile search for a home. Fleeing the Blood
Hunt in one city, theyare probably grateful, at first, tofind amore
accommodating prince elsewhere; their elation might well sour
once they discover his price. In return for legitimizing them, he
may demand that they become his spies, or worse yet, hiscannon
fodder. Theymay be relegated to the poorest, outermost reaches
of his domain. Of course, protesting this treatment no doubt
brings the ax crashing down on them once more....

® Thin-blooded vs. other vagrants: No one knows berrer
than the anarchs, autarkis and Caitiff what it is to be outcast.
Nonetheless, theyfrequently turn away from theirweak childer.
Disgusted at their failure and fearful of the scourge’s wrath, they
reject the thin-blooded even more vehemently than theirsires
in the sects do, Sometimes, theyeven take steps todrive out the
unwanted competition. This is one of the more poignant
conflicts in the Time of Thin Blood: It makes enemies of those
who should be allies (and vice versa).

CHarmer Four: Wanmen v Rep
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* Thin-blooded vs. mortals: Even when thin-blooded have
noinkling whatsoeverof the Masquerade, thatdoesn'tmean they
have any less tofear from mortals. Quite the opposite —since the
thin-blooded frequently retain their mortal ties much longer
than other neonates, their risk of exposure is dramatically in-
creased. Nor do they have as much supermatural weaponry at
their disposal for fighting off the witch-hunters. Conversely,
Fearless Vampire Killers who have been schooled in traditional
methods of detecting and destroying the undead are in for a few
surprises when it comes to the thin-blooded, something smart
characters can easily tumn to their own advantage.

* Seers vs. elders: Theseers’ clairvoyant talent often tells
themabout the plots and dirty little secrets of the Jyhad's senior
players. Whether seers use that information is up to them, burt
since they realize, as few others can, just how important their
part is in the grand scheme, they'll probably feel obliged to say
or do something (knowing that your actions might help or
prevent doomsday itself is the mother of all guilt trips). As a
result, seers tend to find themselves at odds with the mighuy.
Theymust tread carefully, always leaving themselves an escape
route, always seeking out allies wherever possible. If a seer
makes an especially powerful enemy, she may be recruited by
someone else with a vendetta against that same elder: a local
anarch leader, perhaps, or an ancient clan rival.

* Rebels vs. collaborationists: A common predicament
is no bar to strife, and the thin-blooded themselves have
many differences of opinion — especially on the subject of
Kindred society. Many thin-blooded, perhaps most, long for
acceprance by their own kind. Others, politicized by the
harsh treatment they have received, hold that assimilation is
the tool of the devil. They deliberately adopt a countercul-
ture stance, and if they cannot persuade their fellows to join
in, they may well resort to harsher methods. So those hold-
outs thinks they'll be left alone if they don't bother anyone?
Well, perhaps an anonymous letter with their address and a
photograph of their little dhampir girl should be sent to the
local harpy. Then they'll see how futile it is to hope for peace!

* Cult vs. Cult: Cults are not exactly a new phenomenon
among the Kindred, but rarely in history have so many existed at
once. Rather than some titanic battle between good and evil,
consider giving your players a dirty little vendetta to satisfy. Even
minor differences in ideology are enough to set two Gehenna cults
at each others’ throats; after all, the fate of the world depends on it.

CHRONICLESIN THE
TmiMmeoF THIN BLooD

As mentioned in the Introduction, the Time of Thin
Blood isn’t the end of the world, only the beginning of the end.
Still, the specter of Gehenna haunts all chronicles set in this
dangerous time. Its menace should be obscure and yet com-
pletely plausible. As for the Jyhad, which has gone into
overdrive for the occasion, it's a mystery that defies all inves-
tigation, but if the players’ character hope tosurvive, much less
to shape the course of events, investigate they must.

Time of Trv Buoop
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All this is a tall order for Storytellers — especially sinceng |
amount of poring over White Wolf supplements can yield the |
definitive answer to what isreally going on in the brackish, torpid |
minds of the Ancients. This ambiguity is deliberate. Afterall.
who can fathom the gods? Well, you can. It's your apocalypse. |

Needless to say, the players should remain mystified for |
the greater part of the epic; the Storyteller, though, musthave |
a clear view of the big picture. Many different clues and
theories have been promulgated in the published World of
Darkness material, to say nothing of the various (and often |
vociferous) fan communities. It is your task to pick and |
choose among them or create your own, then weave thg '
elements that your players, if not your characters, are probs
ably familiar with into a coherent conspiracy that intrigues
and surprises them. What follows is a set of suggestions for
building an eve-of-Gehenna chronicle from the ground up.

Step ONE: ADJUuST THE FOcus

In part, this means making some basic decisions about
mood, theme, conflicts, etc., just as you would for any
chronicle. Another very important issue is scale. An eve-of-
Gehenna chronicle may well tend to assume (ahem) Biblical
proportions, but this need not be the case. It can just as easily
confine itself to the conflicts between sects, cults, clans, ete.
Once you've decided on the true scale of your chronicle, you
can decide how quickly you want to reveal it to the charac-
ters. Will they suddenly be plunged into events a good deal
beyond their control? Or will they gradually come to realize
just how far-reaching the implications of their actions are!

Step Two: WHAT SITALL ABOUT?

Even if your chronicle is taking place on a modest scale, it
probably helps to have at least a basic idea of what the antagonists
(whoever they may be) are really trying to accomplish. The Jyhad
is as arcane and many-faceted as the individuals who wage it, and
one can hardly hope toshow more than a part of the picture clearly
in any single chronicle. Presented here are some issues for the
Storyteller to consider as she builds her web of intrigue.

* Last Man Standing: Many Kindred think of the Jyhad as
a giant game of King of the Hill, fated to end in the usurpation
of Caine’s patriarchy (and perhaps even his very Blood) by one
of the Antediluvians. They see this same principle extendingall
the way down through the generations. Vampires are solitary
predators; each ultimately seeks a solitary victory. In the mad
race for individual power, all ties of trust, belief and even Blood
itself ultimately become meaningless. The Jyhad is thus the
highest expression of the Beast’s brutal, selfish imperarives.

* Holy War: Personal ambition isn't the only driving
force behind the cannibalism. Ideology, too, playsa strong role.
The very word Jyhad refers to the wholehearted pursuit of a holy
cause, and surely the Ancients are its architects. The First and
Second Cities were monuments to Cainite pride, yes, bur also
to Cainite vision. In some Noddist legends, the Antediluvians
quarrel over God, Golconda and everything else under the
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_gﬁa"cmn — bur most especially, how best to carry on their
| grandsire’s abandoned kingship. Eminent Kindred scholars
| have identified what they believe to be the main factions of the
| chin founders. Details may be lost in the fog of oral tradition,
| but the overall picture is clear: There really was some age-old
| metaphysical contention, and the Ancients did take sides. No
| doubr, they've dreamed of their many missteps and failures as
]’.-Ehe_?slepr. Nodoubt, they fully intend to get itright thistime...
| once the heretics are out of the way, that is.
» When the Stars Are Right: “Holy war” ornot, Kindred
| fears of Gehenna tend to revolve more around what the
| Ancients will do on first rising than around their future plans.
| After millennia spent in torpor, their hunger will have sharp-
ened 1o a keenness inconceivable to those of lesser Blood.
iThe'zr powerful Beasts will have overwhelmed all lingering
traces of human thought or feeling. Like alien juggernauts,
they'll range over the world to consume the souls of their
| childer, and who will be able to stand against them? Perhaps
| the last hope lies with their childer, those few who have
| urvived with a shred of sanity intact. They must remember
. something that could help their descendants weather the disas-
' ter; but will they rell it, or do they mean to interpose the rest
| of the Kindred race between themselves and their sires?
¢ The Generation Gap: On another level, Gehenna
serves a purpose similar to that of the redwood forest fires.
i Although the fire itself devastatestheadult trees, the greatheat
{ also cracks open the shells of the acorns and permits them to
| grow. This is a natural mechanism, designed to prevent over-
| crowding. Just so, the feast of the Ancients makes room for the
| continuation of the Cainite race. The Antediluvians rise, cull
I the surplus population and return to torpor. Supposedly, this
has already happened several times in human history (or
I prehistory). Gehenna is the inevirable culmination of an
I ' ecological cycle; nothing more, nothing less.
e The Big Lie: Gehenna is a myth, just as your Camarilla
sirealways said. Whatever may have actually happened in those
remote first millennia, it's since been buried beyond recall in the
' untruths and half-truths of the Methuselahs. Not a Noddist
| verse, nota Lilin chant, not a page of the Brujah’s history scrolls
| Gisescaped being twisted to serve the Ancients’ purposes. Even
d now, the shadowy Kindred of the Fourth and Fifth Generations
hope to use their progenies’ fear of apocalypse to tum the higher
generations against one another—and preserve theirown place
| at the top of the ladder now and for all time. Go ahead — pick
. alie; pick any lie. It doesn’t make any difference.
: o The Fisher King: The Book of Nod and other vampiric
scriptures often portray Caine as a tragic figure, a sort of
' wounded god. His curse consists nat only of the physical reality
| of vampirism, butalsoof his estrangement from God, humanity
1 andhimself. He iscrippled forever by his inability torepent and
 forgive. And perhaps this is the problem that most deserves to
| occupytheartentionof the Kindred. Afterall, Caineisthe one,
A true source of the Blood, the one true father of the vampires.
| Therefore,asCaine fares, soshall the Cainites. The Arimatheans

seek the Holy Grail so they can lift it to their Dark Father's lips
in the Final Nights and thereby cleanse the whole race of his
mark. Proponents of Golconda say that if only they could find
Caine to teach him, he and all he has wrought could be put
back in balance. Why bother with the Antediluvians!

s The Dark Mother: Vampires of the sects often forget the
demon queen when they lean over the chessboard of the Jyhad
toponderendgame. Othersrememberall too well that the queen
is the most powerful of all the pieces. Caine became the father
of vampires through Jehovah's curse, but it was Lilith who
supposedly granted him true power. She made him; she can
break him. And break him she will, for what he’s done —along
with his squabbling childer. Lilith evokes potent and valid terror
wherever her hand comes to rest. Like Kali, the Hindu goddess,
she is both the dark force of destruction and the creative
principle of motherhood, wise in the great, bloody secret noman
can truly understand. As her Bahari multiply, reveling, recruit-
ing and growing stronger in the pain of a race poised to destroy
itself, who's to say that the final move won't be hers?

Step THREE: THE PDRINCIDALS

Once you've decided what the Jyhad will be focusing on
in your chronicle, you can set about designing the important
antagonists. Some of them should remain hidden for a good
part of the chronicle; after all, no conspiracy is complete
without puppet masters. Nevertheless, even their offstage
actions are sure to have considerable impact on the flow of
events. And the players’ characters will most certainly have
dealings with the manipulators’ allies and followers, all of
whom can be created as necessary.

Flesh out your nemeses as lovingly as the players do their
characters. Most importantly, know their morivations — no
one, even a lunatic, exists for the sole purpose of doing
mischief. Moreover, those motivations should be as epic as
the villains themselves: grand ideologies, burning vendettas.
By and large, they should act in accordance with their own
best interests, though occasionally it's necessary, for story's
sake, to have them make a miscalculation. A hint: Antago-
nists with tragic flaws are good deal more pliable....

Step Four: THE PLOT

Although player initiative is absolutely essential to the
momentum of a chronicle, it is your responsibility to capture
the players’ interest, to give their characters an opportunity
to get involved, and then to guide their process of discovery.

The last is especially important in an eve-of-Gehenna
chronicle because the sacred mystery and frantic intrigue of
the end rimes virtually demand an investigative plot. What-
ever the characters seek, be it revenge or revelation, earthly
treasure or the bliss of Golconda, they can find it only by
patiently collectingand assembling your clues. The following
section details several archetypal patterns that can assist the
Storyteller in laying out those clues.

e The Russian Doll: Have you ever seen a Russian
Matryoshkadoll — each doll splitsopen to reveal another doll
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inside! A conspiracy plot can seem like that. The characters
start by gerting caught up in one intrigue. Eventually, they
figure out who's doing what to whom — but discover that the
local intrigue is just part of a broader conspiracy involving
more powerful forces. When they penetrate that conspiracy,
they discover a still greater power at work. Have they found
the true “secret masters”? Perhaps, perhaps not.

The starting point might be a conflict between factions of a
city's primogen, using the neonates and ancillae as pawns. This is
the first layer, the outermost “doll.” Eventually the characters
discover that one of the factionsisallied with anothercity's prince,
whowants todiscredita rival. They have discovered adeeper level
to the conflict, the strife between princes within the Camarilla.
That'sthe second “doll.” Asthey feel theirway through thisJyhad,
they learn about the Methuselahs and how they use their progeny
as catspaws for their own rivalries: a third, fourth, or even deeper
layer of the nested doll of conspiracies. Behind the Methuselahs
lies the awful powerof the Antediluviansand the Greart Jyhad that
drivesall the other intrigues (and the characters should be so lucky
to survive long enough to get this far...).

[n sum, the Russian Doll model posits multiple layers of
plot. As the characters penetrate layer after layer, they
approach the center of the doll and the prime movers of the
Jyhad. The doll is a good model for epic chronicles, since it
promises great revelations and a chance to get involved with
the most important conflicts in the World of Darkness. It also
works well for more mystical quests, such as seeking Golconda.

The Russian doll’s disadvantage is a lack of what to do for
an encore after you've revealed the ultimate mysteries. The
Russian Doll model works best for chronicles that have adefinite
ending point. It is also the best model when a chronicle cannot
involvea lotof travel. As the Chicago Chronicles show, amajor
city might hold all the protagonists and antagonists of a series of
intrigues, all the way back to a pair of warring Methuselahs.

¢ The Jigsaw Puzzle: In contrast, the Jigsaw Puzzle
model is far less structured. Here, the characters must wait a
long time before they see the big picture of the Jyhad —
assuming they ever do. In a jigsaw chronicle, the characters
see only the small, local intrigues. None of the clues have any
obvious relation to one another. The characters have no way
of knowing which events have a deepersignificance. As they
learn more and more about the World of Darkness, however,
they find connections and patterns in events. A sinister
picture starts to emerge. Eventually, they put together enough
information to understand the dreadful secret of the Jyhad.

Clan and sect conflicts are particularly suited for jigsaw
chronicles (although the Storyteller should be careful about
applying the model too zealously; clan and sect members almost
never act in perfect concert, or even in near-perfect concert).
For instance, in city after city, the characters discover Tremere
involvement in the local conflicts. What are the Warlocks
really up to? The Camarilla-Sabbat war naturally lends itself to
jigsaw treatment too, as the grand strategies of each sect emerge
from a welter of smaller plots and counterplots.
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The jigsaw is open-ended: Characters can alm?s.ﬁndmu:@‘ '

pieces of the puzzle. Note, however, that the characters nesdo J{
have reason and opportunity to travel frequently, The playes |\
might also get impatient if the Storyteller perpetually delays the |
great revelation, so it may not be wise to put too many piecesinthe §
puzzle: The Storyteller faces the challenge of keeping the player' §
interest while the picture of the conflict slowly assembles itself

On the other hand, once the characters get a hinrof the |
big picture, the paranoia flows freely. Everything receives

intense scrutiny to see if it fits the conspiracy theory. Andthe |
thrill of finally putring together all the pieces of the puzehas |
few equals in gaming. '

® The Chain: The Chain model is a bit more structurad
than the Jigsaw Puzzle, but more open-ended than the Rus- |
sian Doll. Here, each local fight, mystery or intrigue holds §
clues that lead to the next problem.

A chain chronicle is heavily episodic, with the strengths §
and weaknesses that implies. On one hand, the characters §
always have convenient hooks leading them into the negt |
story. Chain chronicles lend themselves to recurring oppo- |
nents; in fact, pursuit of an archnemesis might be what binds |
the sequence of adventures together. Chains also work well |
for treasure hunts where the “prize” comes in several pieces
(for instance, a search for the lost chapters of The 'Bn'ok' af i
Nod). Many television shows have used the chain asa model.
Like these shows, however, a chain chronicle can sometimes |
lean more toward action than horror, so beware. .

On the other hand, a chain can be frustrating if it doesn’t
seem to lead anywhere. Ultimately, there must beanendtothe
chain. Characters must fee] that they are headed toward some
sort of resolution, whether it's to catch the one-armed vampire |
who framed them for murder or to collect the complete text of ;
The Book of Nod. The Storyteller can delay the resolution |
indefinitely — but unless the players feel thar their characters.
have made some progress, they will probably get bored. '

 Combination: One can often counteract the weaknesses
of individual models by combining them. For instance, a Russian §
Doll plot may seem alittle too tidy—and the World of Darkness |
mightstart lookingabit too completely controlled. Andifitsta |
easy touncover the next layer of the conspiracy, the players may
legitimarelywonderwhy othervampiresof greater powerhaven't |
foiled the conspiracy already. The solution? Make the characters
assemble a jigsaw puzzle of clues or follow a chain of leads to
penetrate each layer of the Russian doll.

Conversely, after the characters figure out the “big
picture” formed by a jigsaw of small events, or follow a chain
to its end, they may find that there’s yetanother Russian Dol]
layer of mysteries behind it. What they thought was the end
was only the beginning of something much bigger.

They might discover that the Camarilla-Sabbar war is
manipulated by a powerful group of Methuselahs who play
both sides. The dying words of the one-armed vampire might
force them to re-examine past events that seemed unrelated
at the time, but now look like parts of a Jigsaw Puzzle. It all




depends on how intricate you want to make your plo, the
interest level of the players and the length of the chronicle.

Step Frve: SET THE STAGE
Once all these decisions have been made (if not before}, you

' should have a look at the players’ prospective characters. Much of
| how the chronicle progresses will depend on their nature and goals.

| Don't be afraid o disallow or encourage certain character types if

' youthink doingsohelps the flow of plot or troupe cohesion (though

you should certainly make this much clear to players before they

 develop characters). Play through Preludes — with special atten-

tion to developing Backgrounds — then go back to the drawing
hoard, Do some detail work before the next session. The design for

. theopeningstoryand the initial antagonistsshould bebased onthe

| characters’ situation, which should now be firmly established.
' Narural curiosity can carry them only so far, especially in the

hesinning; give them a genuine stake in the course of events. Even
if you are counting on one particular character to provide most of
the momentum for that first story, make sure you have something

 for everyone. It's all too easy to lose people in the beginning, and

commensurately difficult to recapture them later on.

COTERIES

Several different ideas for character coteries in the Time
of Thin Blood are presented here.

Tue THIN-BLoopep COTERIE

When thin-blooded reach out into the night, occasionally
theyare lucky enough tofind each other, rather than the countless
predators that lie in wait. The bonds of loyalty insuch a coterie are
often unusually strong. After all, who else can really understand?

All they have in the world is one another, To survive, the young

vampires may have to share not only herds and havens, but
whatever scant wisdom and experience they might possess.
The vampites of a thin-blooded coterie will probably

have to devote much of their attention tosurvival; the search

for a safe haven, where they can live in relative peace, can
take up a large portion of the chronicle. However, the need
for meaning will haunt them almost as relentlessly. Lacking
an inherited vampire culture, they are bound to go in search
of one eventually. This can end in their discovering Kindred
society, or even the societies of other supernaturals; or they
might fall prey to the seductive phi losophy of an apocalyptic
cult. Alternatively, they might create a cult of their own,
modeling themselves on somerthing they've seen in a movie
or heard from mortal guru. Kindred of the major sects can
only shake their heads in wonder when they encounter the
bizarre unlifestyles that proliferate among the vagrants.

Ahighlymystical chronicle can be built, forexample, around

acoterie comprising thin-blooded seers (and perhaps afollower or

two). On topofall the other reasons toally, seersexperience agreat
multiplication of their clairvoyant powers when they work in
wandem. A coterie of seers might have been hand-picked and
assembled by some powerful vampire with a Gehenna-obsession,
or they might have found one another, having been drawn to the

same place by premonitions of the same disaster. Seers frequently
travel the world looking for items, locations and people that can
inspire their vision. Iftheyshare their talentswith Kindred society,
they are likely to artract a sizable audience, some of whom will
persist in their interest even between omens; the seers might find
thisartention welcome or troublesome, but at the very least, it will
make their unlives interesting. Of course, they will no doubt gain
a number of enemies as well.

THe Minep COTERIE

A thin-blooded character in a coterie of normal vampires
is often viewed as something of a burden. He is far weaker,
particularly in combat, and may need protection — especially
if the scourge should happen to pay a visit. On the other hand,
he can bring unique skills and abilities to the group, as well as
a fresh (some would say naive) perspective. If he has enough
personal charm, he may be able to establ ish himselfasasort of
“mascot” or “kid brother” for the coterie. If not, he should be
prepared to put up with constant ribbing and even bullying.

In the present climate of prejudice and misunderstanding,
the most plausible scenario for a mixed coterie isone in which the
thin-blooded members are the childer of the other characrers;
however, it's not the only passibility. Neonates in a coterie (ora
pack or gang, for that matter) are not always in a position secure
enough that they canafford to disdain an outsider'shelp, however
minure. Ifa member of the highest generations manages to obtain
some prestation over them, they may allow him to skulk on the
edges of their group, rather like a neighborhood cat permitted to
eat on the porch but not to come inside. In cities that don't yet
have a scourge to sniff around investigating illegitimate sirings,
anarchs and Caitiff might be willing to take in a weakling childe,
aslongasshedoesn’tshowdefinitesignsofbeingon therun. Lastly,
seers’ abilities are so prized (and feared) that a character who
possesses them has far less trouble than other thin-blooded finding
a cotetie to accept him. Of course, said coterie may well have less
than entirely altruistic motives in extending the generous invita-
tion, bur unlife is full of such Faustizn bargains.

Whenever and however a mixed coterie comes about, any
chronicle in which it is involved is likely to deal extensively with
the subject of prejudice. The coterie may struggle for acceptance
among the Cainites, or it may eventually declare sour grapes and
withdraw into hermitage, but while the battle lasts, it can provide
the chronicle with countless little dramas. Another good point of
the mixed coterie is the opportunity it provides to reverse the usual
progression of things. Most thin-blooded chronicles are sure to
explore the viewpoint of the thin-blooded as they gradually
encounter more and more of other vampires’ bizarre customs. But
the trials a mixed coterie faces often end up drawing it away from
Kindred society, even when the majority of the coterie’s members
are legitimate Kindred of established clans. In the first case, the
process is one of assimilation, in the second, of alienation. When
the two things happen at the same time — i.e., the thin-blooded
in the group become more comfortable with the Kindred outlook,
while the rest grow disgusted with the cruel and fearful behavior
of their former colleagues — it’s especially fascinating to watch.

Cuarrer Four: Wrimen v Rep
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Give me your tired, your poor, your huddled masses yearn-
ing to breathe free. ..

— Emma Lazarus, “The New Colossus”

The following templates are meant to provide inspi-
ration, as well as to show the variety of characrer types that
can be created with Time of Thin Blood rules. They can

also be used as quick-start players’ characters, however.

CINDERFELLA

Quote: No, I can’t make it Thursday — Nicodemus wants
me to delouse the rat-guardians and sweep the library. Oh, I
cauldn’t do that either — Nicodemus says the Toreador hate us.
Anyway, just look at me.. ..

Prelude: You were always the shy little boy with the
glasses. The other kids teased you for your bookishness, and
the more they teased, the more you withdrew, until the only
life you knew was in your imagination, in the tales of passion
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and derring-do that most stirred you. The Three Musketeers,
Le Morte d' Arthur, The Lord of the Rings, Treasure Island. .. you
had devoured all these and more before you finished middle
school. No one was surprised when you decided to double-
major in medieval history and literature.

Youwereamere 18 credit-hoursaway from your bachelor’s
degree when Nicodemus found you. At first, you knew him
only as the odd old man who sometimes came by your study
carrel late at night. He repelled you personally, but his first
few offhand comments revealed a deep understanding of the
work of Victor Hugo, which happened to be the subject of the
paper you were working on. Eventually, conversation with
the strange man became a habit.

You even got into a friendly gentleman’s game: Every
week, each of you would propose some odd, obscure trivia



AL
question for the other to research, and whoever discovered his answer first was declared the winner. At first, Nicodem " A
beat you every time, but as you honed your research skills, you quickly caught up. You never realized that you were beiz
trained until it was too late. A few months after your first meeting, while you were desperately cramming for fi

long since decided he was harmless. Your mistake.

Now you know the purpose for which your sire was preparing you. A huge Nosferatu warren exists under the streets of your ¢
city, and within that warren is a library, bigger than the downtown city library and the !
university library put together. The books date from the eighth century all the way up to
last month. Pompeii-style murals, visible only to “Kindred” eyes, line the walls in a giant
historical tapestry. It is truly a thing of beauty — but librarians are desperately needed,
especially since a certain Nosferatu vampire recently began demanding research reports ¢
on the most bizarre and obscure subjects.

Nicodemus had marked vou to become one of the library’s custodians. He'd
noted your intellect, your social awkwardness and your love of books, and he decided
that you would never miss your mortal life above. He underestimated you. Even
worse, he overestimated himself. When he Embraced you, his weak blood sparked
a pitiful response in yours. Although your sire was a Nosferatu, you became a
Caitiff, as his Blood left none of its disfigurements upon you.

You are so naive, you truly don't understand why Nicodemus hates you

— but he indisputably does. He constantly insults you and belittles your (g2
intellect. He goes out of his way to make your existence unpleasant, providing §
you with only the filthiest, most maggot-ridden rags to wear and the scrawniest
prey to feed on (you haven’t yet graduated to a diet of human blood, nor are y
you supposed to leave the safety of the sewers till you're older, whenever that
may be in a vampire context). He fills your schedule with at least as many
menial chores as genuine research projects.

One night, when your Auspex had reached the point where you didn’t need
your Coke-bottle glasses anymore (squintingatold rexts in the dark was wonderful
practice), you threw them away. Nicodemus saw your sea-green, almond-shaped
eyes in the lamplight and went berserk. He chopped most of your hair off in uneven
chunks and savaged your face with a pocketknife. Many times since, he has repeated
this barbering and butchery, punishing you if you dare try to heal the wounds.

Concept: You've never thought of yourself as one of the beautiful people; in
fact, all your life you've considered yourself unattractive. But the truth is that you
were just awkward, bespectacled and poorly dressed. Next to your Nosferatu peers,
you look like a runway model, and they resent you for it. Despite the close eye they
keep on you, you've managed to make a few Kindred and mortal acquaintances outside
the sewer: a friendly mission worker and a small coterie of anarchs, who all keep
encouraging you to grow a backbone and rejoin society. You are reluctant to do so,

be cajoled into sneaking out. You have heard wondrous tales of a power called Celerity,
which would surely help you complete all those unfinished chores before sunrise.
Roleplaying Tips: You are a gentle soul, and you do your work dutifully and
patiently, hoping that in time your usefulness will gain you acceptance. Bur the more you
learn and excel, the more venomous your warren-mates become. You have been subjected
to taunts and snide comments since childhood, and now genuine abuse, so you've become
painfully shy. Flinch if people make sudden movements or try to touch your filthy body. You
are a worthless creature. Although your heart dreams of adventure and noble deeds, so far ____%
you lack the courage to leave the confines of your cloistered world for long; your true Nature ;c )
is almost completely suppressed. Note that you rarely enjoy the full benefit of your
Appearance Attribute, since you generally walk around filthy and disfigured by your sire’s
mutilations. You're allowed to keep only your hands clean—for handling the books.
Equipment: Notepad, fine fountain pen (a premature graduation gift), personal library
of paperback classics, hidden wad of cash from draining your old checking accountvia ATM

Time ¢ Thn Buooo /*“‘\‘ ==
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Quote: This is her picture. She's pretty, huh? Dad used to say I have her eyes. ... Oh, I don't go
places with strangers. Really? Well, if you're sure you saw her there.

Prelude: Even when you strain for your earliest memories, you can remember nothing about
your mother. Dad always told you that she died of AIDS. Then he died of it himself. You got lucky
— HIV-negative — but the social workers who took over your life treated you as if you were
diseased just the same. Nobody wanted ro adopt a gangly, gap-toothed, mixed-race eight-year-old.
You were shuttled from orphanage to foster home and back again more times than you could count.

Inschool, you managed to fail almost every subject, but you were so willful and headstrong that
your teachers usually passed you on to the next grade just to get rid of you. Although you quickly
got a reputation as a bully in every school you attended, the truth was that half the time you
were just defending yourself. So those boys got all upset when they found out you could
shove back harder than they could. Boo hoo. Next time maybe they'll think twice.

Then one sweet day, your aunt came and got you. She said she'd been looking for
you for years, but your dad had moved around so much she’d lost track. She and your
uncle were so good to you, you almost felt bad about that one time when you swiped afiver
from her purse. They fed you square meals and even took you to the dentist for braces, but
they couldn’t give you what you wanted most of all: stories about your dead mama. They
didn’t know anything about her, they said. She was just some floozy your dad had picked up ¢
on the road. You didn't want to believe them, so you started going through their things when %1
they weren't around.

Locked away in one of your uncle’s desk drawers, you finally found what you were looking for:
letters from Dad to your aunt. He'd written about meeting this beautiful, angelic woman who loved
himand was going to help him kick the drugsand the booze. He'd evensent a picture of her, a cheap
Polaroid. She was milk-white, just like you'd always suspected she must be, with hollow cheeks and
a row of freckles across her nose. Still, there was a kind of wasted beauty to her.

The letters got sadder and shorter. He'd tested positive. He couldn't get any gigs. She was '
feeling poorly. No, she was pregnant. Again and again, the letters asked for money. Your birth
was described in one curt sentence, and the next sentence held an awful truth: Mama didn't ‘-
died, she left. She left you, 10 days old, with your poor, sick dad. Where'd she gone? He didn’t | _~
know; she used to talk about having family in Chicago.

You knew what you had to do. In your very best script, you wrote a note to your aunt and
uncle to explain where you were going and why. You even forgave them for lying to you. Then,
photo in hand, you got on the next bus.

Concept: You have almost no idea of your supernatural heritage. The powers you possess
were developed by instinct, and you generally use them only in a fight or other stressful
situation. Still, you're learning fast. In fact, a few odd things your father said in the last stages
of dementia came back to you recently, spurring your investigation in a new direction.
Although you don't realize it, and despite your woefully deficient education, you're becoming
quite a little sleuth. The trouble is, you’re likely to stumble across stuff you shouldn’t long
before you're ready to handle ir.

Roleplaying Tips: At 13, you still haven’t quite lost your baby fat. Adults take one look at
your braids and your chubby cheeks and think you an innocent. And in many ways, you are; but
you've also had a lot of grief and pain for such a short life, and you've taken care of yourself for
as long as you can remember. Play along with the grownups, all sugar and spice, until they thwart
you. Then, let your jaw harden, cross your strong arms and show them all whar a little hellion
they're really dealing with.

Equipment: Fading photo, fanny pack full of photocopied county records, Walkman,
wicked fighting knife, phone number of aunt (who is frantically looking for you!)
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Quote: Beware, mighty prince! Your doom is on the horizon.
Three heads it has, and five legs, and two tongues. [t will come 1o
your city and befriend your enemies, who know. .. who know the
way to... damn. Lost recepaon. I can try again later, should it
please my prinee.

Prelude: You always wanted to believe in
v ESP. In fact, you spent a great deal of your
B adolescence dabbling in the supernatural with
your friendsand their friends, holding séances
W\ with the Quija board and doing Tarot read-
8 ings. They all wanted you to do their
readings because you seemed to be so

s uncannily accurate.

You never had the heart to
tell them your doubts. Sure, the

priate patterns, but their
unadorned meanings were
g vagueenoughtofitanum-
ber of interprerations.
Nordid youfeel anymys-
teriousforce closing the gap
foryou. Asfarasyoucould cell,
you just had good “people sense.”
You tried hard to take the supernatu-
ral on faith, the way all your creepy
friends did; still, some skeptical cor-
ner of you kept demanding proof.
Meanwhile, you grew up.
Eventually, worldly concerns
sapped away all your energy for the
AN ‘3\ mystical. ‘r'm._tr people sense sewed
RN you well — in a crushingly mun-
Sl clane job as a flight attendant.

Then, one night, you were

There were only three passengers,
and two of them, bleary-eyed busi-
¥ nessmen, had fallen asleep within
five minutes of departure. The other
| was a very attractive, mustachioed
young man with a bit of a brogue. You
charred with him for lack of anything
better to do. He claimed to be a
paranormal researcher. You were fas-
E{ cinatred by his anecdotes. He seemed
to find your interest amusing — and
stimularing. He told you he had a
meeting to go to that evening, but if
you were planning to stay up late,
he'd love to go our for drinks with

you afterward. You accepred.
Five orsix hours later, youwere in

trying to take a Zener card test. You have no idea how well youdid
—not very, you expect —and the two of you went to bed together
instead of finishing it, anyway. The lovemaking was amazingly
tender. Eventually, an odd thing began to happen. Memaries of
your life came back to you in flashes, and you sensed his presence
in your mind, sharing those memories. [t distracted you from your
physical pleasure, but the experience of connecting with another
person so intimately more than made up for it. Just before you lost
consciousness, he whispered the words that you'd been yeaming
to hear all your life: “You have the gift.”

Vague nightmares haunted you as you slept through the day
and into the following evening. You woke up to find you'd been
stuffed into a jumbe garbage bagand tossed in an alley dumpster,

Youwere naked, andyoushould have been freezingaswell
in the pouring rain. Getting some clothes proved to be a hell
of an adventure; luckily, somebody finally called the cops on
you, and they tock one look at your cold, pallid skin and
decided you couldn’t be doing this on purpose. You were taken
to the police station and given a blanket and some old sweats
to wear. You gave your statement, bur a funny feeling in the pit
of your stomach told you to refuse hospital treatment. Despite
their warnings about hypothermia, you headed out to find a
phone booth and get your credit cards canceled. Life, or to be
more accurate, unlife, has been getting weirder ever since.

Concept: You are a born communicator. You have an un-
cannyknack forreadingpeople, nowsupplemented by the unreliable,
but powerful, force of your visions. Most importantly, you can tell
who has the leverage in any situation. When you know you have
valuable information, hold our for the best possible price.

You've been approached by a number of bizarre people
since your Embrace. So far, you've politely turned down all
offers to serve as cult priestess or messiah-for-hire. You set your
own hours and come and go as you please. Sometimes a little
blackmail or false enticement is necessary to preserve that
independence, but you can't really feel bad about that. After
all, they're horrible vampires who just want to use your gifts for
their own evil plots. It's even amusing to make them scramble,
Most Kindred despise you as a freak of unnature, but so what!
You have several princes competing to hire you as a personal
adviser. Although you keep hoping your sire will turn up, the
odds of that seem pretty lean. Obviously, he took you for dead,
or he wouldn't have disposed of you the way he did.

Roleplaying Tips: Act a little overconfident. You really
don't understand how much trouble you're potentially getting
yourself into. Then again, you certainly don't want to have a
bunch of powerful vampires pissed offat you either, so youusually
try to ingratiate yourself with whoever seems to be in charge. You
never admit that you're manipulating anybody; everything you
dois couched in terms of your “messages from beyond.” Not that
youlieabout whatyousee in the visions— that would be an abuse
of your precious gift. You just report selectively sometimes; hey,
you gotta defend yourself. Whenever you're alone, you scribble
complex diaries of your prophetic dreams. You're sure you really
do have the answer... somewhere.

Equipment: Scrying mirror, crystals, incense, velvet-
wrapped Tarot deck, clove cigarettes
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VAMPIRE DAD

Quote: Son, | think we need to have a talk about keeping
family secrets.

Prelude: She called herself Donna Felisa. When you an-
swered the door that night, she smiled charmingly, picked youup
and threw you across the room. When you came to, she had your
wife and children trussed up like Thanksgiving turkeys. Donna
Felisa explained that the Sabbar wanted your town. As the most
successful real-estate agent in the area, you would locate accom-
modations. She regretted that you couldn’t undergo the rrue
Creation Rites, but she needed your mind clear in the nights to
come. Maybe later. While your wife watched, Donna Felisa
drained your blood and made you a vampire. You woke up
hungry. .. but that's why this creature had left your family alive.
By supreme effort of will, you kepr yourself from killing any of
them. Donna Felisa laughed. “Maybe later, when the Vaulderie
has changed your loyalties,” she said. If you served well, she
promised, her pack would promote you from slave to equal
through something called the ritus.

Thank God your neighbor Phil came by to return the
lawnmower. Thinking nobody was home, he opened the
garage door with the key you gave him last summer so he
could feed your dog, Buster. The late afterncon sun shone full
on Donna Felisa. She woke up just long enough to scream
once before she burned to ash.

Luckily, you slept behind the workbench and the scream
woke you up. You told Phil to shut the doer, then go upstairs
to free your family. Phil had a lot of questions. At first you
tried ro explain. Then you just told Phil to look into your eyes.
Donna Felisa could hypnotize people; she'd shown that when
she... played... with your wife. Turned out, you could too.
You told Phil to forget the whole thing, and he did.

Somehow you managed to put your — life? — together
again. More hypnosis erased at least some of the nightmares
from your family. You talked your boss at the realty into
[etting you show houses at night. Actually, some clients were
pleased; they had busy day jobs. Buster had to go, but a few
hutches of rabbits out back gave you an alternative to feeding
off your wife and your clients.

Then yourwife had hernervousbreakdown. You couldn't
have her tell the doctor why, could you? More hypnosis, and
when that wasn’t enough you fed her your blood three times,
like Donna Felisa had wanted to do to you.

Once more, your wife smiled when you entered the
room. Then Bobby's girlfriend saw too much, and you had to
hypnotize her to make her forget. That upset Bobby. Maybe
that's why he tried to pound a stake into you. Hypnosis time
for Bobby. Now, little Justin's teacher wants to have a word
with you abour the wild stories he's telling at school. And
how many lame explanations have you given to your nosy
next-door neighbors? Maybe they need a little look-deep-
into-my-eyes, too. Hardly a week goes by without some
absurd new predicament.

Tive oF Trin BLoop
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Sometimes, you have to laugh at your existence —
because the only alternarive would be to scream. And once
you start screaming, you might not ever stop.

Concept: Remember those "60s supernatural sitcoms
like Bewitched and I Dream of Jeannie! Your unlife mightbe
called Vampire Dad. You're a _g :
regular, middle-class family man
who got turned into a vampire.
All you have to sustain you in }
this horrible, secret world of mon-
sters are your wits and the abilities
youdeveloped as askillful realtor.
Fortunately, you're asu-
per salesman, which
gives you an incredible
knack for Dominate.
You can make nearly
anyone believe nearly
anything... for a little
while. You'll probably
need that skill when
Donna Felisa’s
friends show up.

Roleplaying
Hints: You're a nice guy.
It's part of your job, yes:
Nobody buys a home from
a grouch. You're always
shaking hands and slapping
backs, with a smile like a
plumber’s helper on the
downstroke. Butyoureallyare
amiable,and that'showyou're
gonna stay. Nice guy, nice
job, nice house in a nice
neighborhood, nice family.
It really bothers you when

you have to rape
somebody’s mind to pre-
serve your secret — but

someday, some way, you
will turn this horrible
mockery intoareal, happy
family again.
Equipment:
Realtor’s jacket, portfo-
lio of houses to show,
sales awards, pipe
(never lit) and a
lovely home in the
suburbs. Weapons!
What weapons?
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Quote: I'm making this up as | go along.

Prelude: You were always underestimated. Parents, teachers, friends — none of them seemed to think you'd ever amount to
anything. Truth told, you figured they were probably right. But the old hometown was going through a bit of a boom when you graduated
from high school, and if a guy had biceps and knew how to use them, the construction crews wanted him. You liked your work. Youdidn't
get to wear a sharp suit or spend the day in air conditioning, but when you put a thing in its place, it stayed. Better than that, you knew
it would be there long after you'd forgotren abour it.

Eventually, the work dried up. You started moving around, but the pickings were slim g
everywhere else, too. The jobs got worse and worse, and the union just kepr taking its big bire (/
out of your pay. Finally, you were on this one job where asection of rickety scaffolding collapsed
and put three men in the ICU. It got a story on page four. You quit in disgust.

Your friends told you there was work out east, so you decided to hitchhike. You were
surprised as hell when a pretty girl in an RV pulled over for you. You asked her if she wasn't afraid
you might be some crazy rapist, but she just laughed.

The twoof you wound up pulling off intoa campground along the highway. She had a television
in her RV, and yousnuggled up in the tiny bed together to watch it and talk about life. She had '
a million stories; seemed she'd been knocking around the country for the last three years. You
told her the driving would be easier split two ways. She laughed again. When you made your
move on her, she told you she only liked to do it by starlight. Fair enough, you said.

You never got past first base before she was sinking her fangs into your throat. It
felt great, but she drained you so low that you got really sick. Afterward, she just got
up and started to walk away from you, all businesslike. Who did she think she was,
leaving you here when you probably needed the emergency room? You struggled to
your feet and lumbered after her, meaning to teach her a lesson — but she held you
off like you were an infant. Finally, she shook her head and said she was going to do
something she would probably regret.

That was how you became a vampire. She stayed with you just long enough
to teach you the basics and then bid you adieu. Gangrel — whatever the hell #
that might be — met up every so often, she assured you, and you'd be seeing
her again. You better have some good stories when you do, though.

You aim to. 1.

Concept: You'reaprettyself-sufficient type, and younever askedfor | =
abreak fromanybody. Still, you can’t help noticing thateverywhere you [f
go the young vampires seemn to be gettingashitty deal. Youhavenoidea Jjgi
why they put up with it, and you tell them so. They don't need those ";p

)
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dried-up elders; they can teach themselves how to use their powers.
Hell, you've done it. Sometimes the brighter-eyed among them ask to join up with you, and you
letthem, foralittle while. ... till they know the ropesand can make it on theirown. You try tospread
the message every little way you can. The dubious reward? You're becoming something of a folk
hero to the Caitiff in your corner of the world.

Roleplaying Tips: Youhave no idea that you're Caitiff; your loner lifestyle is indistinguish-
able from that of the Gangrel from whom you hail. Nor, yet, do they have any real inkling of
vour “deviance,” though they wouldn't be pleased ro find out. Move and ralk with quier &
confidence. Exude the wisdom of the road. Of course, you're still 2 little anxious over the whole
vampire thing — you haven't yet dared o venture inside a church, for instance, and you try to jg=
confine yourself to animal prey for as long as your self-control will let you, But you're patient. g
You know that the answer will have to come its own way, in its own time.

(Note: The Discipline marked on your character sheet as “My Power" is, well, just that |
— your unique power, which you, as an incepror’s player, must detail. Talk to your Storyteller
and come to an agreement on what this Discipline does at each of the four levels you can [
atrain, what kind of rolls you have to make to use it, etc. Whatever “your power” is, you've B
managed to reach your one dot to a few Caitiff you've met on your journeys; you've also been e
there as a big brother for other clanless working on new Disciplines of their own. Refer to &
Chaprer Three for more information on inceptor characters.) T

Equipment: Bedroll, backpack, union card (you still work on night crews), motorcycle, 45
Tiwe of Thav BLood
12
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There will come a ume,

when the heads of three Princes

will watch the buming of the daum

on a pillar of white.

—"*The Awakening of the Dark Father,”
The Book of Ned

For many years, the World of Darkness has teetered on
the brink of chaos. Well, it's finally happened. Vampires call
it the Week of Nightmare, when Gehenna moved from a
remote possibility to an immediate terror.

The end of the world is nigh — and under way already....

THeEHORROR AWAKENS

The acolyte genuflected to Tieh Ju, the Iron Chrysan-
themum, quickly touching his forehead to the marble floor
three times. She impassively noted the slight breach of
decorum but instantly forgave it. She knew her pupils. They

would not hasten because of small matters. She nodded her .

response a hairsbreadth further than usual, granting permis-
sion to address her without her panoply of honorifics.

The acolyre did not waste words. “Revered teacher, word
has come from the Court of Luoyang, The ancestor claims
that the Eight Thunders Master has left her mountain.”

The Eight Thunders Master. This did not entirely sur-
prise the Iron Chrysanthemum. She asked, “Did the messenger
say which way the master journeyed?”
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“West,” replied the acolyte. As she expected. All the
omens suggested a resolution to the long war with the false
vampires of India. Two nights before, she had felt the earth
scream as a terrible, hungry power awakened and ripped itself
free. Last night, she had smelled distant blood and terror on
the western wind. Yes, the Eight Thunders Master would
welcome such a battle. It was her way.

“Revered teacher, what do we do?" the acolyte asked. He,
too, understood the gravity of the battle that must take place.

“Do?" Tieh Ju echoed. “We watch. We learn the way
these events must follow. And then, when the time is right —
we do nothing, and thereby confound our enemies.”

The acolyte bowed again, comforted by the familiar
wisdom of their philosophy. He murmured formalities until
she dismissed him, and he hurried off to spread the news.

In the time of her meditation, however, the [ron
Chrysanthemum practiced calling up the demonic form
and powers of her lower soul. In the Universal Way that
she followed, every action had its reaction; éverything
balanced in the end. Nevertheless, she did not want the
end to be hers....



ES £ *

The photos of men and women dropped to the floor as
the test subject shot to her feet, staring at nothing. “Get Dr.
Netchurch! Now!” Dr. Reage hissed to the orderly. Thank
God she had the video camera ready.

“He split the mountain!” the woman shrieked. “The
king split the mountain! He calls the princes and princesses.
They run, but he sends his nightmares to fetch them!”

Dr. Reage held the woman’s shoulders, heedless of her
extended fangs. “Who is the king?” the psychologist de-
manded. “Describe the king!" The younger woman only

babbled in a language Dr. Reage could not identify.
* * *

Chou Li and his four companions reclined on silken
cushions and admired the way the temple, the willow and the
lanterns reflected in the pool. He had just made a lotus bud
and now it was Shangguan's tum. The grinning monkey-man
recited his short poem, and the lotus bud opened to reveal a
little road made entirely of emerald-green jade. The frog
blinked its stone eyes and trilled the last line of Shangguan’s
poem. Everyone languidly applauded Shangguan's creation.

Then the frog exploded. Blood from a wound opened by
a shard of jade trickled into Chou Li's eye. The willow trees
twisted, cracked and screamed. The lotus blossoms thrashed
on their stems, and the white and golden carp leaped from the
water to flop on the temple floor. The grassy earth itself
heaved. The five ran for their unlives, as their favorite temple

collapsed upon itself.
*

* #

At the Western State Hospital, doctors, nurses and
orderlies rushed from ward to ward, hurriedly restraining the
patients. As one orderly held down a shrieking patient,
another tightened the straps around him. Dr. Melliot re-
viewed the patient's chare: John Riddick, acute paranoid
disorder, last medication three hours ago. As the doctor
injected Riddick with the tranquilizer, the patient stopped
struggling.

“Thekingwoke up,” he calmly said. “He woke up hungry,
doctor. Now he's eating all his children and his grandchil-
dren. They don't like it, but they can’t escape his dreams.” He
peered anxiously at the doctor and the orderlies. “You're not
hungry, are you? 'Cause if you are...” he paused dramatically,
“I'm not family.”

Dr. Melliot moved to the next room in the ward. Jane
Kellner, catatonic schizophrenia, passive type. She sat on her
bed, one arm stiffly out to her side. At least she was quiet. As
he inspected her, however, she spoke. “The king walks with
his nightmares. They call his children to him”

She must have heard Mr. Riddick. Of course, that was it. Dr.
Mellior continued on his rounds. These poor souls were intensely
suggestible, in amorbid, self-torturing way. No doubt, he thought,
many other patients would rave about kings and cannibalism.

They did not disappoint him.

BATTLEOFNIGHTMARES

Schiavelli dropped the microprobe in surprise when his
palmtopsounded thealarm. For0.43 seconds, he cursed himselffor
his reflexive panic, then for 0.28 seconds he cursed himselffor his
own irritation. Then he recognized the potential for infinire
regressin thisself-chidingand banished it. Be steel, he told himself.
As he keyed off the alarm, he once more felt calm and precise.

At the touch of a button, his palmtop projecred a rapid
series of satellite photos, MANAR telemetry data, maps and
graphs onto the air. Schiavelli felt his mind slip into overdrive,
correlating the anomalous readings with informarion gleaned
over the past year from around the world, until his intuition
reached a conclusion. The incident unfolding in Bangladesh
was much worse than the computer analysis indicated. His
little project would have to wait. Schiavelli keyed a comples
sequence on his handheld computer. He walked around the
comer and leaped into the back seat of a gray American sedan

that hadn't been there mere moments earlier.

* ES #

“The University faculty identified the language,” Dr.
Netchurch said to Dr. Reage. “It’s Sanskrit.” The vampire
scientist paced back and forth, tapping his pencil in his
hands. “Sanskrit! Now they’re speaking in tongues!” Witha
savage twist of his hands he splintered the pencil into splin-
ters and threw the remains into the wastebasket.

The psychologist watched her domitor carefully. She sel-
dom saw Dr. Netchurch so agitated. Any frustration now could
provoke a frenzy, and she could not bear the thought of his
magnificent intellect overthrown by the Beast. As the scientist
paced and rifled the transcripts of the seers’ ravings, she selected
a bottle from the refrigerator, filled a beaker with the contents,
and transferred the beaker to the microwave oven.

“Ten heads... ten arms... cuts off his own heads one by
one and eats them...” Dr. Netchurch muttered. As the
microwave beeped, he stopped and sniffed. He snatched the
beaker of reheated blood and threw it back like a shot of
bourbon. “Ah!” He frowned. “Was that...?"

“The blood with the tranquilizer, yes,” Dr. Reage said.
“Sir, you need it. You've been... irritable.”

“Yes. Yes, I have. Thank you.”

“Sohave all the other Kindred. The ones who aren’t raving.”

Dr. Netchurch stopped in mid-pace. “All of them?”

“All of them. The stress mannerisms are unmistakable.”

Netchurch pondered. “Give each of them 10 milligrams

of Librium in blood solution,” he said. “And sodium pentathol

ina serum drip for the seers.” He whipped off his wire-rimmed

glasses. “Let’s get to the bottom of this, doctor!”
* * *

Johnny Jumpup spun the girl from one arm to the other
as the big band music played behind him. Sometimes, he saw
a ghostly echo of the musicians around the CD player, which
perched incongruously on his lord’s throne. His lordship

Time o THin Buooo
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affected to scorn “swing” and said he permitred these dances
only out of sheer magnanimity — but Johnny had seen
Cassidan’s foot tapping to the beat often enough! Now,
however, Johnny only had eyes for the black-haired beauty
who swung on his arm about the hall. He beat a quick ratroo
in counterpoint to the music out of sheer high spirits: He
knew from Aronwy’s flushed cheeks and bright eyes that he’d
jump her bones later that night. Commoner, ha! He'd show
her there was nothing common about him!

Even the fire in the hearth seemed to join the dance by
leaping and flickering to the beat. To mortal eyes, Cassidan’s
court was just a shabby, rented hall decorated with old movie
posters and wedged between a pawnshop and a mini-mart.
Only the changelings, or mortals under their spell, could see
the marble floor, the tapestries, the golden palm-tree col-
umns with the living crystal birds nestingamong the leaves.....
Nor could mortals see the Good Folk in their true forms. They
could not see the pointed ears and piquantly upswept brows
of Aronwy, or Johnny's horns and hooves. To them, his open,
brocaded shirt was just polyester from K-Mart. The fire itself
would look like nothing but a chafing dish.

Suddenly, the flame roared up, darkening to a bloody
hue as it split and coiled around itself. For a moment, two
figures struggled among the flames — a man (or at least
something more or less of human shape) and an enormous

cat rearing up on its hind legs. Jets of flame lashed out at
random, smashing the refreshment table and setting the
tapestries on fire.

Everyone ran for the door to the street. Johnny grabbed
Aronwy around the waist. With an “Alley—oop!” Johnny
bounced into an aerial somersault, up and over the other
revelers, Aronwy in his arms. Just as the last changeling reached
the street, a great puff of fire blasted through the roof of the hall.

“Are you all right?” Johnny asked his companion.

“I think so,” she replied

“Demon!" shouted the pamphleteer on the corner a few
yards away. Johnny saw him there daily, shoving his tracts in the
faces of passers-by, exhorting them to let Jesus into their hearts.
He harangued the changelings every time they had a dance, and
he never saw a hint of their tnie selves. Now, however, Johnny
saw the man brandish his cheap wooden cross at—art him?

“Avaunt thee, Satan, and thy harlor with thee!” the pam-
phleteer roared. Light blazed around the cross. Reeking
flames burst around Johnny. He leaped away from the
hellfire, frantically slapping at his scorched legs. Mundanes
couldn’t do this! Johnny ran. At least Aronwy ran with him.
The other changelings scattered too, lashed hy the street
preacher's fury. Behind them, cries of joy, surprise and terror
arose as other mortals found their dreams coming true —
and their nightmares....

Appenont: THe Weex oF NicHTMARE
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Frater Siderius pounded the table, making the scattered
charts, pens and protractors jump. “Didn't | tell you?" he
crowed. “Didn't I say this would happen in 19997*

“You said that some major disruption would happen in
1999. Just like you predicted a world-shaking catastrophe in
1979." Ashmole spoke skeptically, but he bent to look at the
crystal ball again. The orbrockedslightly on its rune-struck silver
plate, in mild sympathy to the violence it showed. Ashmole saw
dense, chuming clouds, intermittently lit with both mundane
lightning and the stranger discharges of supernatural force.

Siderius drew himself up to his full five feet. “I predicted
a drastic change in 1979,” he said. “And I stand by that
prediction.” He tapped one of his astrolabes, “When Pluto,
terrible planet of entropy and apocalypse, passed within the
orbit of mystic Neptune, planet of the infinite and indefinite,
a door opened and something new entered. Not a thing or
being, necessarily, but a new possibility — the unimaginable
become real." He snorted. “Great God, man, I confirmed my
astrological findings with both geomancy and the Holy Qabala.
How can you doubt the findings of three precise sciences? It
is not my fault that the order neglected to discover what new
phenomenon entered the world.”

Siderius tapped the other astrolabe. “Now, with Pluto
approaching Neptune again— outbound this time— the door
has opened again. You can see the results!” He drew Ashmole
to the window and pointed an accusing finger at the brilliant,
red star burning in the sky. “Something else has entered.
Something you cannot ignore.” Then Siderius bit his lip, his
ebullient mood passing in an instant. He, too, looked at the
crystal ball again. “And I think that something equally great
and powerful is about to leave reality. But not without a fight.”

* * ®

“The dragon rises, the crane falls and the tiger circles
‘round,” Wendy murmured.

“Theystrike at the king’s nightmares,”said another vampire.

“The nightmares strike back,” added a third.

“Does this make any sense to you?” one ghoul orderly

whispered to another. Dr. Netchurch shushed them both.
* * *

“Hang on!” Stepperfellt shouted — quite unnecessarily,
for all his passengers had grabbed the sides or mast of his skiff
as soon as the wave struck. Wave after greasy black wave
crashed over the little boat, sending it spinning. The Byway
they followed appeared to break into spinning whitlpools, a
gibbering face at the center of each one.

“What! Is! That!” one of his passengers shouted.

“It’sastorm, stupid,” Stepperfellt muttered. “That's why they
call this the Tempest.” Then he saw what his passenger meant.

Four enormous, transparent figures fought above the
Sunless Sea and sent waves of turbulence in all directions. One

looked more or less human. .. but nohuman ever had such long
talons, or such a distended mouth full of fangs. The other three

figuresflickered and shifted. One moment they looked human,
the next they were a dragon, a tiger and some sort of bird — 4
stork, maybe? — and 2 moment later they took the form of
grotesque, fantastic demons. The dragon and tiger clawed at
the man, who lashed out at them both with his enormous

talons. Then the bird swooped in, beat at the man’s head with

its wings, and a boom of thunder rolled across the sea.

Stepperfellt wrestled with the rudder as he tried to turn
the skiff. A flash of brilliant light distracted him; the man-
tiger held a javelin of white flame and hurled it at the central
figure. An enormous, black shield appeared on the man's arm
and the burning javelin exploded against the shield. Even
from so far away, Stepperfellt could feel the heat.

Shitshitshitshitshit! If only... there. Stepperfellt forced the
skiff about. Now, each wave pushed it farther from the battle.
One of the whirlpools rose from the sea. At the spout's tip, a
patch of gray, wavering light appeared. Stepperfellt wrestled
the skiff through the heavingsea by a mixture of skill and will.
Then there was no more steering, only hanging on as the
vortex swept up the little boat, around and through. The skiff
vanished from the storm-tossed sea and erupted from a
churning black pool in the middle of a dead, decaying fores.

Stepperfellrand his passengers picked themselvesup. “Owoo,
who said that death was an end to pain?” one of them complained.

“Never mind that,” Stepperfellt replied. “We need to find
shelter. That storm will break through in force pretty soon. When
it’s over...” Stepperfellt sighed. “We find our where we are.”

E 3 * #*

Dr. Melliot massaged his neck as the orderlies wrestled
Mr. Riddick back into bed and strapped him down. Damn,
this time the man had tried to bite him. “Let me finish!”

Riddick shouted. Melliot glared at the wall and Riddick’s

interrupted finger painting in his own blood and feces: Four

stick-figure men with huge, fanged mouths where their heads

should be, and bloody switls and clouds around them.
Riddick definitely needed heavier sedation. .. he and

half the ward.
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“Code Ragnarok. This is not a drill. Repeat, Code
Ragnarok. This is not a drill.” The relays carried his voice
around the world and beyond, to a hundred other installa-
tions, where hundreds of men and women dropped whatever
they were doing and hurried to new posts. “Analysisindicares
multiple presences, force eight to 10 at the center of the
disturbance. Monitor all locations for collateral activiry.”

Next to Schiavelli, another man and a woman gave their
owncommands.” Activatesolettas twothrough five,” the woman
said. A thousand miles above the Earth, four refrigerator-sized,
jet-black cylinders splitand slowly unfolded into silver-mirrored
daisies, each a mile across. At her further commands, the grear
mirrors turned to face the sun, bouncing the light down to night-
shrouded Bangladesh.

The other man spoke into his own microphone. “We
need the Storm Chasers in there now to cut the cloud COVer.

ke
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Use all available armaments, ground and airborne, to protect
them.” A pause. “That’s right, this is a suicide mission.”

[n front of the three, their operating protocols appeared
On d computer screen.

»CODE: RAGNAROK

»0PERATIONS BUDGET: UNLIMITED
»PERMISSIBLE WEAPONS: UNLIMITED
»PERMISSIBLE CASUALTIES:

>»»LOCAL INHABITANTS: 100%
»>ASSOCIATE PERSONNEL: 100%
»>ENLIGHTENED OPERATIVES: 100%

Schiavelli typed access codes at his keyboard. A laser
scanned his fingerprints and retinal patterns. A microphone
confirmed his voiceprint.

Code Ragnarok. A threat to the entire world. If the
weather-shapers could not pierce the typhoon, Schiavelli
had another way to bring sunlight to Bangladesh and the
things that battled in the storm. He typed more codes and, 600
miles above the Earth, three more jet-black satellites un-
folded to reveal racks of missiles.

A few tens of thousands of lives to save six billion lives now and
countless billions to come, he told himself. A rational transaction.

* * *

The cops wrestled the screaming woman into the jail
cell. “Damn, how does she keep it up!” one complained.

“Drugs, probably.” The other cop shrugged. “You know.
Fucking angel dust. Bad trip or something.”

“Hey, don't leave no crazy bitch in here with me!” the
cell’s other resident called. He was a purse-snatcher arrested
earlier that night. “I'm tellin’ my lawyer about this!”

The copsignored him. “So who isshe, anyway?” the desk
sergeant asked.

“Let’s see,” the first cop replied. He flipped through the
arrest report. “Driver’s license says she’s V. Harriet Bakos,
lately a resident of California. She's a long way from home.”

At that moment, the woman stopped screaming and
began babbling. “Oh God, mother Mary, they're ripping up
the sky, they're ripping up the ground! The dead call to the
dead!” She began chanting, “Dragons and tigers and cranes!
Dragons and tigers and cranes, oh my god!” swinging her
long, lank brown hair in time to her words.

“See what I mean?” the second cop said, as he poured a
cup of coffee. “Drugs.”

Then the purse-snatcher began screaming. All the cops
turned and saw the tiger walk out of the jail cell, passing
through the bars like a ghost. All the cops drew their guns.
Two of them fired. The tiger vanished, while the purse-
snatcher moaned a wet, bubbling moan and fell to the floor,
blood quickly staining his shirc. A crack of thunder rolled
through the precinct house, and the cops felta powerful wind
swirl around them, yet somehow leave the papers on their
desks undisturbed. It began to rain in the cell.

Appenpie: THe WeeK OF NicHTMARE
110



The second cop shakily lifted his Styrofoam cup of caffee_ "the wind. For a moment, Mujibur thought he saw a snarling |

to his lips — then threw it away with a cry of disgust at the
worms wriggling in it. When it splashed against the wall,
however, it held no worms. His partner did not notice:
Having suddenly realized that he was stark naked, he was too
busy hiding behind his desk. The other officers soon found
preoccupations of their own.,

* * *

Lt. Roderick Crowe wished his scouts would retumn. He
wished he was in his bomber again, high above the typhoon,
instead of soaking and shivering undemneath it. While he was
at it, he wished the storm would just go away, and take with
it whatever horror had set his spirit watchers screaming even
thousands of miles away.

As if these poor people don't have enough problems, he
thought. Between the rain and the storm surge, half of
Bangladesh must be underwater. Thousands would die, even
without a rampage of the goddamn Leeches.

His air-spirit scouts appeared before him in little puffs of
mist. Metal birds attack the clouds! Bad! one spirit said. Storm
coming, exclaimed another of the excitable elementals. Go
home? Home come here?

Crowe soon learned what the spirit meant. A rippling
green and yellow glow blossomed in the distance to shine
faintly through the storm. He sniffed and even through the
storm he could smell the sharp scent of overflowing life. Home
came here! the little elemental announced. An eruption of the
spirit world into this one? The shaman had thought he'd
never live to see such a thing. His heart rose. The spiritswould
surely aid his pack against the deathly thing within the storm.

Then hishackles rose, and he growled. Streaks of black shot
through the storm. They reminded him somehow of black ice on
a road, eager to claim the life of a careless driver. Something
tapped him on the shoulder and fell into the streaming mud. A
finger bone? He and his packmates stared at the rain of bones.

The storm of life and death surged outward and swept

over the small group of warriors.

* * *

“Chains of water,” Kellner said in her usual dull tone.
She no longer strained against the straps. “Water holds him.
That's why they called the storm, you see, Doctor?” Melliot
ignored her words and jabbed her with the sedative. Dammit,

he'd get this ward quiet!
* * *

Mujibur kneltwith his family in the upper floor of the house
at the outskirts of Khulna. Three other families knelt as well.
Water six feet deep covered the ground floor. Together, they
praved that the gods would cool his wrath and let them live
through the storm. The wail and roar of the typhoon almost
masked the sound of the building next door collapsing into the
flood. Mujibur knew his own shanty must be long gone.

Three of the children cried, and their mothers could not
comfort them. “There are ghosts out there,” one little girl
sobbed. Her mother shushed her, telling her that it was just

face push from a corner of the room — no, of course it was just
a trick of the light from their single, flickering oil lamp.
“Papa, will we die?” Mujibur’s youngest son asked for the
tenth or eleventh time that night. Mujibur gritted his teeth.
Wouldn't the brat stop? Suddenly Mujibur felt a burning rage
slide into hissoul. “Yes!"” he snapped. “We're all going to die!”
He snatched the handle of a frying pan from the bundle of his
family's meager possessions beside him. He'd spank the child

with it just once to shut him up....

* * &

When Cyprian entered, he found two cops dead and the
rest in hysterics. One held his gun on the young woman in the
jail cell and screamed at her to stop it. While he screamed, one
of his teeth tensed and snapped. Several others had broken
already. Cyprian said, “Attend me,” in a low but penetrating
voice. The cops all looked at him. “I require assistance.”
Several of the cops hurriedly straightened their uniforms.
“That’s right,” the gray-haired man continued. “Decorum.
S.0.P. Do it by the book.” One man slowly walked to his desk
and sat down. Under the newcomer's gaze, the other police
drifted back to their posts — those who could, at least.

“Very good. Now, unlock the cell and bring the woman to
me."” One of the cops obeyed slowly, walking through a swirl of
ghostly snakes. Cyprian held the woman's head between his
pale hands and forced her blind gaze to meet his eyes.

“Sleep,” he commanded, “And do not dream. Sleep.”
The young woman's eyelids fluttered and closed. She sagged
into the stranger’s arms. The snakes and other phantoms
vanished. He laid her on a desk. Cyprian addressed the police
again. “Thank you. Now clean this place up. When you
finish, you will not remember her, or any of this." He
inspected the bodies of the purse-snatcher and the two dead
cops, licked his lips, then shook himself slightly. Producing a
handkerchief, he carefully took the gun of one of the dead
cops and pressed it into the purse-snatcher’s hand.

At Cyprian's bidding, the cops lined up before him. One
by one, he stared into their eyes and told them, “The criminal
grabbed the gun and started shooting. Of course you had to
shoot back.” Each cop nodded, then returned to his desk.

Once hefinished, Cyprian hoisted the girl like asack of flour
and carried her from the police station to his Lincoln Continen-
tal. He sat beside her in the back seat. “Home,” he told thedriver,
and sighed. Protecting the Masquerade took more effort every
year. Why do I bother? he wondered. He looked at the young

woman and hoped he could find a reason nor to kill her.
* ® *

Lars plunged his massive blade into the throat of the last of
the scrofulous, bird-headed monsters. As the bartle-fever faded,
the sodden werewolves looked around them. They had arrived
too late to save the men and women in the orange jumpsuits.
Broken guns like none Crowe had ever seen lay in the mud. In
the center of the battleground sat a plastic drum with a dish
antenna on top and a few dials and meters on the side, secured
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by cables staked to the ground. Around it hung the sharp, cold
smell of stasis and logic, an odor smelled with the soul.

One of the fallen men groaned softly. The warriors
crowded around him. Everyone's ears flattened in shock as
they saw the flesh melted in rivulets across the man'’s eyes.
“Medic!" Crowe shouted. Old habits die hard. The man
feebly stirred.

“Captain?” he croaked. “Secondary... neutralized. .. Unit
positioned. .. Send... planes,” He coughed. “We did it, Cap-
tain. We... did it...."

Crowe felt the man's pulse. He would not live long. The
shaman felt the man's soul stir, preparing to leave its vessel of
flesh. A powerful soul, one that could force order on the world
by will alone.

A werewolf hefted one of the strange rifles and raised it
overhead, ready to smash the dish antenna with its burt.
“No!" the shaman commanded. “Leave it alone!”

“You know what these people are. They want us dead,
sit! Two years ago, some of them killed my cousin!”

“I said, leave it alone,” Crowe growled. “They aren’t our
problem. Not now, at least. And if these things attacked
them” — he kicked one of the rapidly decomposing corpses
of the bird-headed beasts — “They can't be all bad. | have a
feeling this machine’s meant to contain the damage, some-
how, or to harm whatever monster we came here to kill. We
let it be!" The two werewolves glared at each other for several
seconds, but the younger one quickly backed down.

“I still don't like it,” he muttered.

“You don’t have to," Crowe snapped. “Now, we still
haven't seen what’s causing all this. Move out!”

FINAL DeATH

Tieh Ju and Chou Li watched the supernatural storm
from a mile away. The mundane storm hardly bothered them.

“It is the Yomi World,” Tieh Ju explained to the curious
snake-man. “Hell on Earth. If nothing contains it soon, it will
cover the world. In opening doors to both the Yin and Yang
Worlds, the Bodhisattvas may have acted imprudently.”

Around them, the Iron Chrysanthemum's acolytes swat-
ted away the ghosts and demons. More and more, however,
she felt her attention drawn to the thick, chuming clouds
that drenched her and her students. Something more than
the battle disturbed those clouds. She extended her subtle
senses and felt the aircraft moving above the clouds, pushing
at them with magical breath. The Five Metal Dragons. Of
course they would be here. She calmed her mind and felt the
Way whisper in her soul. Too soon, it said. She turned to the
serpent-man and asked, “Honored sir, do you believe you
could thicken the clouds?

Chou Li gave her a puzzled look. “They seem thick
enough... Ah! Theydo seek to part! How curious.” He bowed.
“I will do my poor best, revered ancient, in memory of past
favors to my kind.” The serpent-man concentrated, then

staggered. “Sostrong. .. he whispered. “A mighty force pushes
against the storm. | do not know how long | can do this.”
“Iwill help you,” the Iron Chrysanthemum said. She deftly slit
open her palms with her lacquered fingernails and laid her hands on
the snake-man’s shoulders. Immediately, he straightened.
“Youhonorme, revered ancient,” he said. “T will notfail you.”
* * w

“Something's fighting us!” Schiavelli heard the pilot say.
“Something must be maintaining the typhoon.” Schiavelli
swallowed hard. Now that the moment neared, he did not feel
like a hardened, precision instrument. He reminded himself
that in all likelihood the masses near the battlefield were all
dead already. He typed at his keyboard again, spoke words into
the microphone. Thousands of miles away, a satellite received
its instructions and took aim. Rocket after rocket soundlessly
erupted, hurtling down toward Bangladesh like falling stars.

* * *

Crowe prayed as he fought. An elephant-eared demon had
slain two members of his pack even as they killed it. Now, they
fought ghosts who whispered dreadful promises and mockeries,
arousing both his rage and his terror. Sometimes, he could slash
them with his claws or crush one in his fangs before it faded away
but for every one he —killed?—another took its place. He called
on every spirit who had ever helped him or anyone he knew and
begged for someone to save his comrades, if not himself.

An incredible flash of light bleached the world into stark
black and white. To hisamazement, Crowe felt the blast with his
spiritual sense as well. It felt like the aura around the sacred places
of his kind. Every one of the phantoms vanished in the blue-
white glare. Then, a roar like a falling mountain hammered
against the shaman. In a moment, his dazzled eyesight cleared.
A hot new wind blew, prickling with unholy radiation. No, it
couldn’t be. .. Another bomb exploded a few miles to his left.
Nukes? Spirit nukes? Jesus H. Christ, now I've seen everything!

The next bomb fell very close to him. He only felt a
moment of dislocation as his body vaporized, and then his
thoughts passed into history.

* * *

All five of the seers screamed, “He’s burning! He's
burning! The sun fell from the sky and he’s burning!" Dr.
Reage held the video camera while Dr. Netchurch struggled
to paste the EEG's electrodes to Wendy's forehead. The EEG
had never worked on a vampire before, but with vampires like

these you never knew....
*

* *

Awake but unseeing, the woman lay on the couch. Two
burly ghouls held her down. Cyprian sat wearily in an armchair
beside her. The sun had been up for hours; he wanted desper-
ately to sleep, but the terrible dreams kept waking him up
again. That he could not remember the content of the night-
mares frustrated him even more. He mightas well do something.

He glared at the young woman and demanded, “What is
your name?”
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“V. Harriet Bakos,” the woman replied. “Vampiresa
Harrier Bakos." Vampiresa? Parents these days....

“How old are you... Harriet?”

“I'm almost 20.™

*“Where do vou live, Harrier?"

“Trailer park....”

So far, so good. “What are these dreams you have,
Harrier? How do you make other people see them?”

Harriet struggled against the strong hands of the ghouls.
“All dead! The three masters, all dead when the stars fell!"
Her eyes shot open. The room brightened as five balls of
terrible white light shone above her and rose into miniature
mushroom clouds. Cyprian howled as his flesh blistered, and
he ran from the room. The ghouls dithered for a few moments
between orders and emotion, then hurried after their master.

Harrietswung to her feetand staggered out anather door.

Eventually, she found a way out of the house.
* * ®

The acolytes howled and ran as the fierce white light
seared their flesh, but the Iron Chrysanthemum stood her
ground. Only two of the bombs actually fell close enough for
their light to burn her. Chou Li stayed beside her, holding the
clouds in the grip of his will. The whirlwinds of bones, blood
and gore vanished as pillars of fire rose to pierce the clouds,

“A little longer,” Tieh Ju whispered to the snake-man.
“Justa little longer.” The Way burned in her long-dead heart
as the universe moved to restore its balance. The time to stop
acting hurried closer, closer. She bit her own cheek and
sprayed a mouthful of her blood into the wind.

Minutes later, a vaguely human figure staggered roward
her through the rain. She guessed it might be male but could
not be sure. Flakes of black ash covered the remains of its
naked, shriveled body. One arm hung as a stump of tatrered
meat, Hallucinations of pain radiared from it, like the vibrat-
ing, inner light of migraine. It had survived the wrath of three
Bodhisattvas and a bath of nuclear fire. Tieh Ju knew that,
even weakened as it was, she could not fight it. If she tried, it
would replenish its strength on her chi.

Although the thinghad no eyes, only sockets oozing black
blood, it turned to face the pair. Its fanged jaws worked, and it
rasped out, “Blood. Feed. Hunger.” It spoke Sanskrit, the
ancient tongue of India. The Iron Chrysanthemum knew the
language moderately well. She released Chou Li’s shoulders
and nodded to him. The snake-man slumped to the ground.

Tieh Jubowed to the swaying figure. “Good night to you,
brother of Zao-Lat,” she said. “Or perhaps — good morning?
In any case, goodbye.” As the charred figure leaped at her, she
sank into the ground. The figure hissed and turned to the
snake-man. Chou Li consigned his own soul to Heaven. ..

...And, released from Chou Li's power, the clouds rolled
apart from horizon to horizon. A line of four suns spanned the
sky. The figure screamed as it caught fire in the quadrupled
sunlight. Chou Li thought that the entire world must hear
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! that shrill, inhuman scream. The thing ran only a few paces,
then fell. A minute later, nothing remained but a sticky ash,
already dissolving into the mud.

AFTERMATH

Cyprian ripped the gate off its hinges and stomped into
the trailer park, his ghouls trotting behind him. Damn the
Masquerade anyway! If he didn’t get some information here,
after all he'd been through, he'd break some necks. The
phone book indicated the Bakos family lived here. Looking
around, he saw a variety of trailers and mobile homes.

Where were the people? Why were no lights on? Cyprian
stopped. Blood. A day old at least, but no vampire would
mistake that smell. He found the first body soon after.

Black paint covered the windows of the Bakos trailer.
Odd, for humans. He sent one of his ghouls in first. “Two
dead, sir,” the ghoul reported. Then Cyprian entered.

The swarthy, sharp features of the dead woman on the
floor explained the mystery. Gypsies, of course. She must
have served a vampire, one of the wandering Gangrel or
Ravnos — and that lump of crumbling carrion must be the
vampire. Cyprian sneered. He'd heard tell of some vampires
— thin-blooded, rebellious childer — who tried to return to
their mortal families. Supposedly, the Gangrel and Ravnos
stayed with their mortal Gypsy relations.

Gangrel or... Ravnos. He remembered the phantoms and
all-too-real nightmares that had swirled around the gitl, and
the illusion-casting power of the Ravnos clan. What was she?

As he walked back to his car and pondered this disturb-
ing question, a berserk vampire attacked him. It could not
speak, only shriek and howl its rage. The incendiary rounds
in his guards’ pistols made short work of it.

Well, thar explained the deaths. Undoubtedly, one of the
Gypsies' vampire kin had fallen to the Beast and attacked rhem,
killing the other vampire. That was one loose end tied up, at
least. Now, if only he could find Harriet again. Cyprian saw no
way around it. Whatever the freakish girl was, she had todie. He

instructed one of his ghouls to stay behind and watch for her.
* ¢ *

Dr. Melliot rossed back his shot of whiskey and slurped
at his beer. Thank God he'd persuaded the director to send
him to this convention. The last week made him long for the
good old days of electroshock and lobotomy.

“—and all through the ward, patients babbling about a
cannibal king and wild animals. | swear, every one of the
damn loonies caught it.” Melliot’s head whipped around
toward the conversation a few seats away along the bar.

“Mine acted up too. They went on and on about a rip in
the world letting in ghosts and demons. Heh, anybody know
if there was a full moon last week?”

Melliot rose and walked to the other psychiatrists, Elabo-
rately casual, he asked, “The wild animals — were they a
tiger, a dragon and some sort of bird?”

o N

The psychiatrists looked back and forth at each other.
Then, they tumed to the bar, ordered fresh drinks and

pointedly talked about the bartender's breasts.
* % *

The portly, robed and hooded figure whispered a word
and traced a series of curves on the great iron door, deactivat-
ing the last of the traps. He thrust the key into the lock,
turned it three times, and pushed the door open. Then, he
turned to his six companions.

“So, who wants to tell him?” he said. The six shuffled and
looked at the walls or at their feet.

“Oh, you tell him, Etrius,” the woman replied. “We all
know he likes you best.”

Etriussquared his shoulders and slowly walked to the massive
stone coffin in the middle of the chamber. He pushed aside the lid
of the master’s tomb, then stopped. The other six froze as well.
There, in the chamber 500 feet below the streets of Vienna, they
heard a muffled coughing sound from inside the sepulcher, and a
gout of blood vomited forth, plashing against the ceiling.

Etrius stepped back. “I think he already knows,” he
whispered. Together, the seven shut the doors, locked them
and began the long walk back to the surface.

*

* *

Schiavelli allowed himself a moment of quiet pride in
himself and his squad. The symposium had judged the
Bangladesh operation a complete success. The bombs had
destroyed all the problemsafflicting south-central Bangladesh.

Investigations would continue as to whether the bombs
themselves had done the trick, or whether the creatures’ own
struggles had done this. In any case, the world was saved for
another day, and the bomb fully vindicated.

The death toll among the masses was regrettable, of
course, with an estimated 1.3 million casualties. Most of
these, the report said, were caused by the vampires and other
beasts rampaging through the region (Schiavelli skipped over
the statistical breakdown of deaths by direct assault, induced
homicidal or suicidal mania, paraphysical contagion or col-
lateral damage). The typhoon caused an estimated 115,600
deaths by purely natural means as it flooded Bangladesh. As
they were designed to do, the bomb airbursts caused serious
property damage and death only in the immediate vicinity of
the blast, while still slaughtering the supernatural creatures
many kilometers distant. Only 60,800 Bangladeshis had died
from the explosions and radiation.

Shielding the masses from knowledge of the battle would
be difficult but not impossible if the group used its resources
efficiently. Fortunarely, Bangladesh had poor record-keeping
and communications. The deaths from the typhoon would
conceal the deaths from other causes. Enlightened operatives
would quickly remove all physical evidence of unnatural death
and adjust memories where necessary. Media operatives would
ensure that no one in the rest of the world paid much attention.
The cleanup would take no more than a month.
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Prince Marcus Vitel of Washingron, D.C., addressed his
fellows at a rare, secret conclave. “We have laid out all the
evidence available to each of us: the faked weather satellite
photos of the typhoon; the massacred villages in eastern India,
Bangladesh and Burma; the reported exsanguination of the
bodies; the destruction of all the Kindred in Calcutta; and the
madness that led Ravnos throughout the world to attack each
other. [ can see only one explanation for these events.”

“A Methuselah?” Queen Anne asked.

“Methuselahs wouldn't make the whole clan go mad,”
Francois Villon objected.

“Correct,” Vitel said crisply. “If tradition is to be be-
lieved, only one sort of vampire can send its power throughout
the entire world. Just as all the Ravnes, scattered across at
least three continents, have only one thing in common.”

“An Antediluvian,” Anne said hollowly. “Jesus, Mary
and Joseph, it has to be their founder!”

“But — they must all be extinet,” Mustafa of Istanbul
said. “My sire always swore that they were real and ruled usall,
and he never told me the truth about anything.”

“There’salwaysafirsttime,” Guilbeau of the Riviera said
with a shrug.

“So they exist. So one woke up. Whatdo we do aboutit?”
the Prince of Amsterdam asked.

= =

“Do? Rome laughed. “What do you 'do’ about the sunrise”
Vitel slammed his fist against the table. “That’s enough,”
he said. “1 will not roll over and bare my throat to anyone, not
to Caine himself. Back in the Anarch Revolution, the
Tzimisce and Lasombra supposedly destroyed their
Antediluvians. If they could do it, so can we."

The princes satsilently fora long moment. Villon eyed Vitel.

“Never mind that,” Rome finally said. “What do we tell
the other Kindred? ‘This concludes the Elysium. Oh, by the
way, the Antediluvians are real and waking up. First item on
the agenda for the next meeting will be preparing for the end
of the world.” I think not! We'd have a riot!”

"Wesaynothing,” Vitel replied. “We tell only our primogen,
otherprinces we can trust and the justicars. Revealing the truth
toour lessers would only frighten them. What's worse, the news
would make the Sabbat seem more credible.

“We maintain our authority only to the extent that we
are feared,” Vitel concluded. “If our childer fear the
Antediluvians more than they fear us, they will cease to obey.
Bid your sheriffs and scourges to crack down harder than
before. We will have order!

“And while we distract the childer with purges, we will
seek ways to kill our progenitors... and build impregnable
shelters for ourselves. If worse comes to worst, we throw our
childer to the Ancients’ fangs and hope that satisfies their
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hunger.” Vitel smiled. “I prepared for a nuclear war. Could
Gehenna be worse?”
[fany of the other princes thought so, they found it prudent

not to answer, except for Villon, who whispered, “Again?”’
* * *

In a daze, Harriet wandered the streets. She was aware of
nothing but a terrible sense of desolation. She had seen
bombs, she had seen four suns in the sky — then she'd heard
ascream that went on and on, echoing through her soul. She
felt as if something had broken within her; as if she had lost
something precious without ever knowing what it was, and
she wanted to reclaim it.

She stood before the trailer where her parents dwelled. The
door hung open. She went inside. Her mother lay dead, abloating
corpse. Her father. ... could that scattering of ash be her father?

Harriet lurched from the trailer. Now she had a grief she
could name; it pushed aside the nameless grief and the
memory of the scream. She could recognize the world again.
She recognized that she sat next to anotherdead body, a fresh
one. Vaguely, she remembered seeing him before, in a...
house? Yes, he had held her arms while she had seruggled and
raved. His gun lay on the ground nearby. When she had
finished throwing up, Harriet cried. When she finished
crying, she checked the gun. The clip was empty, butshe took
it anyway. Perhaps she could pawn it for enough money to buy
a bus ticket to another town. Whoever or whatever killed her
parents, she knew she was not safe in this city anymore. If
nothingelse, the police would want totalk to her, and Harriet
very much did not want to talk to them.

She stared up at the night sky, and her prayer for her
parents froze on her lips. A glittering, red star drew her gaze.
As she watched, it pulsed brighter and brighter

“This is your fault!” she shouted atit. “You did this!" She
knew, with absolute, inexplicable certainty, that the star was

evil and that it would destroy the world.

£ S # *

Chou Li sat waiting for three days and nights where Tieh Ju
had sunk into the ground. When she did not emerge, he burned
anoffering of incense to hersoul and began the longjouney back
to China. He had a temple to rebuild. He did not care whether
the new temple would last a thousand years or only a night; the

prospect of building it filled him with purpose enough.

WHAT HApPpPENED I

Okay, no more veiled hints and contradictory rumors.
This is the proverbial it: The straight dope, the truth about a
great event in the contemporary World of Darkness.

Storytellers, we've avoided setting a specific date for the
Week of Nightmare to allow you to work it into your chronicles
as you see fit. Those of you wishing to adhere to Vampire’s
canonical timeline and setting are encouraged to begin imple-
menting these events immediately— July 1999 — as future game
supplements will certainly take these events into account.

GeHENNA BeEGINSFARLY

Here’s what happened. The Ravnos clan originally came
from India, where it inspired many legends of illusion-casting
demons and deadly trickster-vampires. The Ravnos who came
west with the Gypsies were merely a trickle from this mighty
source — a few poor relations wandering far from home.

India also lies on the fringe of the Cathayan vampires'
sphere of influence. The mysterious Cathayans, who call them-
selves “Kuei-jin,” have fought the Ravnos for millennia over the
right to exist at the western edge of the Middle Kingdom.

The Ravnos fared poorly in the last few decades. In
desperation, they took a page from the Sabbat’s strategy book
and Embraced veritable armies of childer to hurl against the
invading Cathayans. The survivors often sired large, expend-
able broods of their own.

In the past five years, this process resulted in the Ravnos
siring large numbers of thin-blooded vampires... and, more
importantly, in the Final Deaths of large numbers of Cainites,
thin-blooded and otherwise.

The mere presence of hordes of thin-blooded vampires
meansnothing. The elders who believe they will cause Gehenna
are deluded. Large numbers of vampire Final Deaths, however,
does hasten Gehenna. They disturb the sleep of the ancient
Methuselahs and Antediluvians. Thin-blooded vampires die
very easily, as vampires go (yes, the Camarilla princes who
think they can forestall Gehenna by exterminating the Last
Generations are causing the very event they fear).

First, several Ravnos Methuselahs awakened, disturbed
from their cold torpor by the incessant conflicts of the vampires
warring on the surface. This helped the clan: Once the ancient
vampires slaked their thirst (admittedly, on other Ravnos vam-
pires), they made relatively short work of the Indian Kuei-jin.

Then, the Ravnos Antediluvian awoke, smelling the
spilled vitae... of Methuselahs. As vampires age, they must
feed upon increasingly potent blood. First, the blood of
animals no longer sustains them. After several centuries, only
the vitae of other vampires can satisfy their thirst. The true
Antediluvians are more than 10 millennia old. They passed the
“Methuselah’s Thirst” stage long ago.

Did the Antediluvian utterly devour its childer and
grandchilder, or did it merely destroy their minds, turning
them into soulless vessels of vitae with no wills of their own? It
doesn’t matter — in India, Gehenna began ahead of schedule.

The raging power of an active Antediluvian echoed
around the Earth. Worldwide, psychics, seersand lunaticsfelt
the Ancient awaken, even though none had any idea what
was truly happening. The Ancient plagued the dreams of
everyone on Earth, twisting them into nightmares — but
some people, living orundead, could notescape by waking up.

Other supernatural powers and principalities noticed as
well and converged on the Antediluvian. They joined battle
in the region where Ravnos India and Cathayan Indochina
meet: the floodplains of Bangladesh.
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Thiree of the oldestand most powerful Cathayans (known
to their kind as Bodhisartvas) attacked the Antediluvian,
Omne of them created a humicane as both 3 weapon and a
defense: The thick cloods Blotted out the sunlight, allowing
thee wamnjuires to fight throwgh the day. The Bodhisareas also
use] their pErAErs EO open Tifts into sTAnge, ﬂ;'qrimn] wiorlds
unknown o moat Western vampires, This tactc caused a
sevand sborE, a:nq-.-em:.uura] storm of r.::.]:l'ﬁiing workds. The
bartle echoed throughour all these worlds — the worlds of
dreamas, spirits, demons and the dead.

The world's lasgest and most powerful group of sorcerers
also ook part in the barrle. These mages use magick in the
form of technology 1o promore that rechnology and protect
ordinary humans from the menace of the supermatural. The
wizards' super-science [dentified vampires as the mose power-
ful entiries in the hellstorm, so they mied using sunlight
against the Kindred and Kuei-jin. When they could not part
the chouds o reflect sunlight onto the barrle, the sorcerers
brought thelr most powerful weapons into the hellstorm:
neutron bombs, built o praject o mdintion lethal w© RIper-
natural beings: They worked. The bombs destroyed all the
supematural creatures except the Antedilovian itself — but
the bombs and a day and night of bartle with the Bodhisattvas
had weakened the Ancient enough that, when the storm
clouds parted, the reflected sunlight destroyed the smcient
Caimite ina fulfillment of God's Biblical curse.

At that moment, most of the Favnos in the workd wenrmad,
driven into the chutches of the Pt by the ssdden hacldash of
hatred that washed throogh the fallen Ancient’s lineage. 1t would
seem that prophecy ang tue — the Third Generstion muly
waribech to destroy its reachesous childer, Ravnos across the globe
fele an insune, instinble hunper for each other's vime, When the
mrderus macness pased sevemd nights later, very few Ravios
rermmined — perhaps a bundred inall the world, with no powerful
ehiiess. A g stroke. the Ravmos were obliternied.

STORYTELLING
THE WEEK OF NIGHTMARE

Storyrellers might want to incorporate the Week of
Mightmase directly into their chromicles. Here's how the
various events play out in game termes. Note thae while major
events happen at night, Bangladesh time, they may happen
during the American or European day. For Europe, the time
difference is three to six hours; for most of Mot America, it
iz more than 10 hours. Thas, midnight in Bangladesh is
evening in Europe and around midday in the US.

MN1GHTS ORE AN Twi:
THEANTEDIL UVIAN Wakey

Maost vampires merely feel edgy, ansiows and ireirable
Mightmares trouble their sleep, but they cannos remember
what they dreamed. Seers, however, all have an eplsode of
spontaneous [nsight — with three extra dice on the roll w
determine its success. They may suffer Insight shock. Whar's
meore, the Insight mance does not stop on s owi, To beeak

freee of the trance for the rest of the night, seer characters must

expend a poine of Willpower.

As always, the seers” visions are couched in symbolism.
They perceive the Bavnos Anredilivian in the form of
Ravana, the ten-headed king of the demonic Rakshasas.

Morals suffer from the same nightmares as vampires.
Muowtal peychics, the mentally ill, sensitive children and vision-
ary artists must make Willpower tolls (difficulty 6) to resis
falling into a raving, nightmare trince like the seers’. They,
however, see considerably less {for mechanical purposes, as-
sume that each affected mortal has three dots of Insight).

Mriont THRee: The BatTie Beoing

When the three elder Cathayans atack the Ravnos
Antedihnvian, madness and chaos sweep through the super-
nitural world. The bartde’s effects on other supermatural rmces
nieed not be detailed: Thisis, afterall, a Vampire supplement.

Seers continue 1o rve. Mortals and many vampires con-
rinue to have nightmanes, Ravnos vampires, however, “mune in”
tio thielr ancestor and receive its overflowing power and rage.

Forthe duration of the bartle, every Ravnos vampire gains
ene to three dots of Chimerstry. If this pushes a chamcter's
Chimerstry rating over 5, so be it. Generational |imits are
witived for the barthe's duration. The ride of rage and madness, [§
however, makes Ravnns Chimemstry unreliable during this
time — p few of the surviving Revnos believe dhar the Ante-
diluvian consumed all of the mystical powerfor el f during the
stiggple. All difficulties sssociated with Chimesstry should
viry wildly on the third night, set anywhere berween | and 10
by the Storyreller at the change of each scene,

Addirionally, Bavros vampires also become very likely
o frenzy, Ravnos charscrers recelve =2 difficulty to theirmolls
o resist frengy during the thind nighe... and with both the
living and the undead all feeling edgy, the Storyteller has
ample excuses for plenty of frenzy checks. While a Ravnos
frenzies, her augmented Chimerstry powers do nor cost Will-
POWET POinTs,

NigHuTs FounR THROUGH SEVEN:
Fival DeEATH AND AFTERMATH

The Antediluvian dies in the wee hours of the moming,
Bangladesh time. In Evrope, the time is evening; in the LIS,
it's late moming 1o early aftermoon.

The moment the Antedilindan meets Final Death, seers
and other vistomaries snap out of their trances. Ravnos
vamgpires lose their added dots of Chimerstry.

All Ravnos, awake or asleep, antimibu or otherwise, hear
the Antediluvian's death-scream and feels its hunger, rage
and terror. Immediarely, they feel a roaring hunges, no marter
how much blood they have in their bodies — a hunger for the
vitae of other Bavnios. [n a final effort to purge the world of
its childer, the Ancediluvian cursed s descendants with an
overwhelming, cannibalistic unge.

To resist this hunger and avaid frenzy, a Ravnos charac-
ter must gamer 3 successes on & Self-Conmel {or Instince)
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roll. Ravnos vampires of 12th to 15th Generations have a
difficulty of 8, whereas eighth- to 11th-generation Ravnos
have a difficulty of 9, and Ravnos of seventh generation or
lower have a difficulty of 10. A Ravnos must make another
hunger-frenzy check whenevershe wakesup atnight ormeets
another Ravnos (even if she doesn't recognize the individual
as a clanmate — the Blood calls to her).

This blood bath continues for three nights. If a Ravnos
character can survive these nights, the hunger fades as the
Antediluvian sinks into the mire of legend.

FAacinG GEHENNA

Most vampires have no idea what happened during the
Week of Nightmare. They know that nightmares troubled
their sleep for several days, but they cannot remember what
A, they dreamed about. They might know that seers, lunatics
and various “sensitive” mortals fell into trances to rave about
a mysterious battle (oddly enough, Malkavians were not
especially affected). They might even know that the Ravnos
have all but killed themselves off.

In short, most Kindred know that something big and bad
happened. Many suppose it a foretaste of Gehenna, perhaps
because vampires tend to see any disaster they can't explain
as a portent of Gehenna.

This time, however, the doomsayers are absolutely cor-
rect. The Antediluvians are waking up, they are as powerful
and destructive as legends said they would be, and Gehénna
has begun. With the combined efforts of every potent force in
the World of Darkness only barely able to stem the tide of the
first ripple in this apocalyptic ocean, what will happen when
all the remaining Antediluvians rise in tandem? Indeed, how
many Antediluvians are there? When will Gehenna arrive?

Can anything stop it?

THe ReDSTanr

Something new has appeared in the sky of the
World of Darkness. Mere mortals cannotsee itatall. To
supernatural creatures such as vampires or ghouls, it
looks like a red star — fairly bright as stars go, but easy
to overlook, To beings with at least two dots in Avspex,
however, the Red Star looks very different. It burns as.
brightly as Venus, thus making it hard to miss, and ared
haze or nimbus surrounds it like the halo of a comet.
Kindred whe have the Oracle Merit see it this way too;
the Red Star also may appear in Insight visions:

The Red Star has nothing to do with the Week of
Nightmares directly. Anyone who can see its halo, how-
ever, instinctively knows that it foretells evil. The Red
Star’s hellfire glow rouses other evils from sleep. The
Ravnos Antediluvian would have awakened anyway, but
the Red Star woke it a fewmonthssooner than otherwise:
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From: “Justin R. Achilli” - Vampire Developer
To: White Wolf Office

Subject: Erotica Title on Server

Date: Tue, Feb 23, 1999, 16:59 AM

For those interested, I have placed Lucy Taylor's erotica novella, Eternal Hearts, on
the server.

First, this represents a new direction for our company and I thought a “first look”
at some of the new material would interest you.

Second, some of this stuff is _really_ hard-core, and you may want to be aware that
your parents will disown you for working here

As always, this is super-confidential and Steve will kung-fu your throgat if you do
the wrong thing with it. I recommend not even printing it out; just look it over on
your monitor at your leisure.

Regards,
Justin

Eternal Hearts

chapter one
spires.

spindle-thin, ornately carued churceh spires rising bigh ouer ber head as she fay on.
her back being bludgeoned. .

Thal was the first memory that refurned.
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couldn't euen see the preternaturally beautiful face of the man standing cuer ber.
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eternal Hearts — The world’s First Bfack pog Nouel.

1. written by Bram-stoker-award-winner Lucy Taylor

Hifustrated by jobn Bolton
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The Curse of Caine has existed for so long, it has finally begun to weaken,
Elders’ blood, passed from one childe to the next for generations, no longer
holds the potency it once had. Too many childer have been Fmbraced in the
Final Nights — and reckoning must come for these illegitimate vampires, If
it does not, the world may end.

The Time of Thin Blood allows players to portray the hunted childer of
high-generation vampires. In addition, the Final Nights are upon us, and this
book offers Storytellers a glimpse at one of the first events in the unfolding
Gehenna. Rich in story and characrer content, The Time of Thin Blood is
the first step roward the world's ultimate demise... or salvation.
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» Rules for creating 14th- and | 5th-generation vampires — and
their children

* A wealth of setting material that allows Storyrellers to bring the Final
Nights into play
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