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[NTRODUCTION

Qﬂaticmnu to the Tome of Secrets. Welcome back to the 13
'Y century, to the Dark Medieval World presented in V20
Dark Ages. Here, we'll be treading some familiar ground, and
we'll be finding new trails. We're going to pull back some curtains
and let you see the meat, skeletons, and bile behind them.

WHAT THis Book [s

Tome of Secrets is a series of short supplementary pieces
which add material to V20 Dark Ages. This is mostly ma-
rerial we wanted to add more of, but couldn't squeeze into
such a massive tome. Every supplement, every piece adds
material for Storytellers and players alike; you'll find options
I-{']T yOur I;,:I:'!':lri:'ll:“_"l'!'i ':':lfll.,] E-‘I.:ll' }'L‘llir 55.'[]1.".“;"5.

This book is an interesting collection, in that you helped
make it happen. Not you specifically, necessarily, but the fans
in general. During the Kickstarter campaign for V20 Dark
Ages, we engaged with the fans, inding the sorts of things they

anted to see more of. Over that month, we added more and
more material as we reached additional benchmarks. This is
the sort of material we've always wanted to touch on, bur didn't
necessarily have the space to address in the past. We also got
to give more specific identity to these ideas. For example, we
give Setite Sorcery more attention than before; it now feels
very distinct from reskinned Thaumaturgy. We added more
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content to our new Koldunic Sorcery system, showing some of
the directions it could go beyond the baselines presented. We
added a ritual magic system as well, at tan request.

Also, this compiles the serial fiction from that Kickstarter
campaign, detailing the strange phenomenon of the Bloodless
Crusade. With the help of our Kickstarter backers, we've even
added a series of lost letters, which help shed a little light
on (or ask more questions about) the mysterious crusade.
We've also added some new Combination Disciplines and
Iitli:;llf'i- !'ill{!“'ﬂ:':!ﬁil'lf.{ SOINE [][: (AT I-:;!T':If'i-. L'.I']:;ITI;'I{.'TETE. &! 'l.\.'i'u:r::
V20 Dark Ages was a love letter to Vampire: The Dark
Ages, and Dark Ages: Vampire, this is a love letter to fans
of V20 Dark Ages.

‘WHAT You 1L FIND INSIDE

Here are the supplements you'll ind within:

ABYss MYSTICISM

This section delves further into the darkness of Lasombra
sorceries, including new rituals, and some of the terrifying
creatures of the dark.

ASSAMITE SORCERY

Thisis a treatment of Clan Assamite, with attention paid
to Alamurt’s role in the bloodline. We showcase a form of
sorcery which is inexorably tied to Alamut.

INTRODUCTION
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FIEFDOMS

This section offers tools and ideas for building domains
and fiefdoms within your chronicles. It looks at the idea of
territory in the Dark Medieval World, and gives game tools
for presenting that to your players.

Hoty THINGS

This c:{pnnd:-; on the concepts of True Faith PTE:-LL‘I'I[L‘d
in the V20 Dark Agirs rulebook. It looks at the nature of

miracles, and how faith marters for Cainites.

KNIGHTLY ORDERS

Here, we look at knighthood, both in a mortal and vam-
piric sense. This gives ideas for how to implement knighthood
in your stories, as well as knight-specific combat options.

' KoLpuNisMm

This material expands on the Koldunic Sorcery content
featured in V20 Dark Ages, including a system for ritual
magic, and a new kraina for your Tzimisce sorcerers.

THE DARK MEDIEVAL WORLD
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NECROMANCY

Here, we expand upon the magics of the Cappadocians,
the Giovani, and Laibon necromancers. We add new rituals,
and new concepts.

SETITE SORCERY

In this section, we offer further Paths and rituals for
S"L"fitl: i ]'T-I...'l':'l.-ﬂ,.‘]'h'. s '||1|.'Ii,:“ A5 a Fh i].li.?!':-[.:lpi'lil:ﬂi :1['1]:"1“ ]':-'“.:]1 Ey “'E? at
I:'.;I;'.."[ itl: !-'.I:‘.I-l'i.;l.:]'}’ Mmeans.

(InHory THINGS

This material deals with demons, the infernal, and vam-
pires’ complicated relationship with the unholy.

r
‘W ARFARE

Here, we look at warfare in the Storyteller System, and
through a medieval lens. How can you run large -scale combats

in V20 Dark Ages and make them truly impactful without
wading into complex numbers exercises!
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THE BroobpriEss CRUSAD
THE CREIDNE DIARIES

s

,Eﬂtrrjr 0: Prelude

jﬁft;f 1242

dur pAtron has Frﬂnﬂm{ each r;:f us great fortune if we uncover the r.iti;r called Scath. You must
I‘—'ﬂ'nﬁ {Tﬂrh‘? A horse, And I‘!nﬂﬂ it immu{mtﬂit}r ﬂft&r ruﬂﬁtfﬁﬂ tomerrow’.

You ask. H—?ﬁ,t;r we're tmﬁaiing. Hou ask. fnr what we travel. You ask far wheom we travel.

We travel ﬁr the city. It's not A place like Dublin. You cannot Just consult maps. It
maoves. It vanishes from time to time. The cit:{; contains A qreat Ivmuh;: of ancient And mystical
treasures, treasures that can make 1’.1:14-.?5 :-'rf pAupers. It contains A secret se dark, it shall shake cur
ungers mm{inﬂ l?f the blood to its very core.

Drar Pﬂtrw: 15 A great Carnite, A power Amanﬂst ewers. I cannet q'_iﬂuiﬂﬂ his name. He has
1ven us a JUATAR that within one night’s travel, we shall know his power. He Aasks not ﬁ»r
:?Hm[fm,tﬁ,, simply ﬁrr one niﬂﬁt to prove his credentials.

D11 ?‘iﬂt Voyaqe is te Dublin. We canvas the r,itrjr. We seArch. We question. Our pAatron tells us
we shall knﬂh?fw what we search when w‘ﬂﬁm{ it.

This letter's existence means that you Are valuakle te our hunt. Come with us.
We ride at nightfall.

MWJ

Entry 1. Dublin, jmh?r 1242

Dur voyadge takes us toward beaten roads. Our pAtron has come tﬁfFHﬂﬁ- on his Assertion.
We traveled hard the fint m’gﬁf. When we Awoke on the second Hi.-?ﬁ.t, We fﬂu nd our Runﬂar
qone I:F'H‘LFIE.‘I-'EII:IL

That is a Lie. Our his nger was not qone, and to suqqest it was would pelittle the truth ﬂf
the matter. Pur Aunger was mfiﬂ.cm{ gi;r A new hunger: A Runﬂer fnr the hunt, ﬁrr the quest,
fﬂr the road. These r:rfj us whe Strﬁ?a{ﬁﬂm the Pntﬁ)jeit the pangs ﬂfitﬂrﬁntiaﬂ the WAY one
might ﬂft&r A week without mortal It Ham{. These ﬁuckﬁu? down And mnrcﬁinﬂ ﬂ‘f’””ﬂ"f";t
sated, like we might riﬂﬁi‘ .:I.ﬁ‘f:r A fn:j menl. As we arrived in Dublin, we feﬁt completely sat-
ﬂfiu{, elated even. This helped the vo Aqe, since 5o many Chinites traveling fpﬂﬂﬂfer wonld
tax ifﬂnrt eradicate a loca ?nyulﬂtiﬂﬂ. Witheut the uﬂﬂ;{ﬁrr I'—'Ir;rrrq‘:, we could devote ourselves
te the mission.

Publin seemed a dead end for three nights. The locals had no concept of this city of Scith.
However, this n.a-.-.?fmu,c{ lack ef hunaer pt our interest in the search. Some af PUT -
ber continued to hunt, just to Keep the bloodlust at bay. This was a cathartic experience for
AR,

ﬂ'Zr break came in the form of forqotten alley Petween twe derelict homes housing numerous
poor fnmiifﬂ. The H#H?Iﬁ; .ﬂlﬂpﬂiﬂfﬂi{.ﬂﬂt{ Hm:;w,)ﬂﬁﬂ Le Warre, told us this tint: wArd did net
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exist. He told us not to travel to this edge of the city, that any of the ether 5,000 people were far

more Likely te help us on our search. Put Mﬂfﬂﬁﬂi{ it. “ScAth Edinburgh.” This obligue reference

made our hearts feel enqorqed, As i:ufs just staked eur thirsts on A freshly Killed, healthy vessel.
tfe

While the rafa rence was Vaque, t Iiug WAS ammﬂﬁ te send us to our next ﬂmf.
b . >

e

e m— e —— —_ -

,Eﬁtfﬂ;f = ,Et{mf?m rq h, )mlij [Z4Z

Now, the Loss of hu nqer is tmfi;f proven A miracle. We have traveled for over two weeks, And
none of us has col Apsed from the absence Emeﬂ{. None of us has fatien to the Beast, or te dread
torpor. Our Plessings are mAany.

Edinburgh was a guick stop on the voyaqe. /r woman waited for us. Or did threed I cannot
remember. I Pelieve I recall tﬁﬂir‘{hﬂﬁi. But FH-“? rememper one iymkin te us. She tr—*h{ 145 A
qreat many tﬁinﬂ-i, Puteach an every one ﬁfm ﬁrr ot her words. She said we'd remember when
1t WAS impaftﬂut te remember. She qave us A tfiuﬂﬂr one, clawed, ancient, cold. We szt it

¢

densel ufrﬂﬁpm{, fr.vr Any Piﬂ,ut within A fﬂﬂ the bone withered in seconds, And no fewer than
three horses died while I:ﬁrrrifiﬂ it. One Ffﬂmr charge, An Assamite, holds the bone on her person,
and runs with the guickness ﬂ} the blood ﬂrfﬂﬂﬂﬂr{ﬂ oUT CATAVAR.

She told us te continue on te Norwich. She told us Norwich would not end ou I’jFH ried. She
told us that Norwich would qive us A knuckle up on the competition.

We have Lamfatiﬁnuf? The Piﬂz thickens. Did our patron hire mu!tiFIﬂ Lﬂnpﬂuin}f
Certainly not. Our miracle could not Fe fﬂFIiEﬂtﬂd{ 31;; Anyone short Ff{}ﬂiﬂﬂ. Could even Caine
abate the need for Plood?

We traveled on toward Nerwich.

With Nerwich eur next waypoint, I have te wonder, te where does this veyaqe taAke us?
We've mm&ﬁm{ ever most t?f the g'ﬁ:t'l':.'ifl, Isles, ﬂnr{ we ﬁ{ﬂ not ﬂP}rﬂﬂr to be stﬂy Fi 4.

,Eutﬂ}; 3: Norwich, r"r‘mgwjt, (242

Noerwich gave us An immedinte clue. We looked toward London, and saw in the Hiﬁﬁf sk
A red hale Around a star. When we Looked te this hale, our hearts PHMPME the WAY A young
mertal child's might. We knew this was our path.

However, Norwich a{farﬂﬁ{ something else. It offered up the first signs of danqger ahead.
While we discussed with the locals, A mjs.ﬂn?e:r CAMme fram London to tell the city that the
Church wmﬂﬁt out A coterie of demons traveling the countryside toward the capital city. This
most certainly referenced our band. The messenqer said to the locals that they are to lead the
questioning devils to London Town. There, the messenqer said, the demons sShall meet their end.

Some :zrmr nipmber .’.e:ft the party at tﬁiij uncture, not willing te risk the Final Death ﬁ!r the
veyaqe. They risked ﬁwﬂﬂﬂr, hewever, and I de not enew at this time what MPFMMI te them.

Others 5in{m{ their Loins for battle. We took some of the ﬂfﬂﬂrfﬂit hunters And WATTLONS in
Noerwich, And Embraced them inte the ﬁ?qu. s expected, our patron ' grm.t miracle extended to
them, too. None of the new childer hu ﬂﬂﬂrﬂq[. None attacked their sires upon ri}iﬂ.j. We ii-‘lf:c.k.h;f
inteqrated them into the fold.

At that, we moved on toward London.

THFE DARRCNROIFVAITWORLD




f.utﬁ? 4: London, Auﬂmt, 1242

As we arrived, London was silent. This could net be qood. As such a massive enton raqe, we
mArched to the gates, And were denied entry. The quard told us to find a rural stable to put us
up, And to return come {awn. They said current policy fﬂ'?’}‘ﬂ—{t’l stranqgers from entering at Hiﬂﬁf-}

We had a Ffﬁ-n.

We would not buckle. We would not wait. The hu er for the quest was too great, and the
Beast murmured under our dead flesh. One of our Toreador summoned the guard g:' A H—EH-F‘I";J'
house. We had no time to feed him far three m'ﬂﬁ.ti, 50 We gAve him the Embrace, and a fﬂlpl':l{
equcation. We sent him into the city to investigate and report pack.

#e qid not report pack, but he diq qive us all the infermation we needed. He screamed. He
screamed to high heaven. #e growled. He hissed. All the while, we saw the warm oranqge glow of
A bonfire above the city gates.

We would not enter London As A coterie. We dispersed. We surrounded the city walls. We
ancﬁ.fou nd haven, and planned to move the next u{f,-ﬁ.t in & concerted effort, Foth directly
militant and covert.

,Eutﬂ; 5: London, f"mgﬁjt 1242, Mﬂﬁm

Tpuiﬂﬁt, we Laid sieqe to London, A sieqe E}‘ shadows.

Dur fﬂﬂﬁaMﬂ Assamite Hﬂﬂﬂﬁ[ s All with a veil af the Very niﬂﬁt. She ﬂﬂ-lﬁ"ﬂ- A prayer in her
native tonque, And our warriors And spies moved without trace or sound, And London’s foq clung
to them Like cloaks Punched in the wind.

Dur spies iﬁir.kh? fn;—l nd the source crftﬁ.ﬂ travesty; a lone church stood aside from the Pustle
t?f the |:£‘.|'.'1}r+ This church still bore the ashes of our unfortunate childe across its [awn. “The
Ghrian shall tear down the walls Ffﬂcﬁrtﬁ, some of the conqreqation murmured under their
voices. Tear down ScAth's walls they may, but their eves cou h? not tear down our sorcerer's
blessing.

ﬂ'r}ﬂl‘j warriors moved in to strike, their claws, fangs, and blades empowereq ﬁ'l;y the hunger we
shared. ﬁiﬂﬁtﬂﬂiﬂﬂ number n:f the ﬂﬂ'ﬂgﬂlﬂﬂ-tiﬂﬂ, At least A dozen, }!{:Mﬂﬁt with the fires p'f True
Faith. We Lost some, masth:; the young. But the I!.Emrq[ :-'rf Ceaine 15 strong within us. Ne man, no
mAYor, 1o ﬂm{ will hold Pack an alliance ﬂftﬁﬂ Pamned. peculiar fact evertook. us; some pf
our number were lost in the act e fe.aq[ir: . Dur Au nqers gone, we ‘d ne }ptﬁan:{ te explore mortal
blood since starting our voyage. But tot kuigﬁtﬁ of our crusade, mortal blood turned to ash
Like so much tﬁrﬂqf g:- Caine’s qet. What were we J‘:-.-.:u:ﬂminﬂs’ We fam}ﬁ,t hard, and we conquered
mftar A SCAH fﬂu—? hours a.':rf the ji.e.ﬂa.

We took exactly one prisoner, one Father Childebert Longivad. Like so many fathers of
fﬂitﬁfﬂi ocks, his fﬂ.it{ w s not se true. He was Hﬂfﬁ.iﬂﬂ' more than a power A Yy Pﬂrﬁf.rf:,
Htﬂeﬂtph mtiﬂﬂ the Finm te serve his {iigmtiug ends. Under Fﬂ,in ﬂf torture, he told us pf hts
order’s home in Toulouse. Our hunqger cAlmed. We knew we were on the right track. We strun
him te A horse, And qfrﬂﬂ ed him nganﬂ the next steps r.rf PUT jﬂHfﬂE-f;f. 115 gw,{l;r qave out, shredded,
and fell into A ditch }*E}gfﬂ the first uiﬂﬁt ended.

,‘"‘ih THE BLOODLESS CRUSADE
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Entry b: Toulouse, October 1242

We made cur WAY ALTOSS the f.nfi-fiiﬁ. Channel at Bournemouth, and Arrived in ﬂaﬁarfwursj.
We traveled iﬂiﬂkhﬁ eur horses seemed guickened As tftﬁ.a shared our unRCARIY At ngar far the
hunt. We traveled every H?ﬂkiﬂﬂ hour % the m’gﬁt Across t LFHHtfifiiﬁtﬂ, seuth inte Dccitania.
While we oft werried of wild threats such as LHPinﬂj, ne menster 1mn 1ts riﬂﬁt mind weuld attack
A cATAVAH Of battle-hardened Cainites.

The “order” of which Father Lonqivad spoke was ne order. No proper order, at least. The
Ghrian were not known to the PE‘-E’PIE, ner did they have a chu rer. ndeed, the iﬂﬂrﬁﬁfw his ar%er
took several snights 2‘ CARVASSLAG. The gilrimu WETE nen ﬂf letters, And Toulouse acted As A hu
for their Activities. very qay, never At Hiﬂfbt, couriers Arrived And quickly left with missives
qropped in seemingly random Locations.

We made ever e;ffﬂrt to coordinate iﬂf:arcaptinﬂi gﬁmnh* Muingd-controlled servants. Tr‘ﬂ;pi.
The randemness threw us aﬁ uﬂﬁ-rh;r m’art;; time; when we mana ed to ﬁm{ A note, 1t cAme up
Mtf&rh;; empti -:'f meAnLing, A f_'f PlLT enemies were one ste ﬂ,ﬁaﬂ,ﬂ? of us. The second such note
Appeared to Pe A seneschal's housekeeping recerds for Joan, Countess of Toulouse. This featured
uatﬁ.iuﬂ ;{ﬂmninﬂ, ner could our qroup ﬁ[ﬂf.i)pﬁar ﬂm;,rfarm Ffﬁiﬁ{;{ﬂn m&ﬂ'ﬂf‘-ﬂﬂ.

Eventually, one of our mark contacted a local Ventrue elder, offering qreat prestation
ﬁ’r the service ;?’f Fnﬂaﬂiuﬂ A mortal shell to £m’:an:aPt A courier. The courier could qive Little
infermation. #is letter however, once recovered, revealed ancother step on what is gﬂﬂﬂmiﬂﬁ A
VoyAqe Erat;rmq{ any of our expectations.

Tomerrew, we will make our way to Toleds. We travel one stronger, for our friend Ventrue
now possesses the same hu nqer for the guest, And has asked to ACCOMPANRY US in ﬂfcﬁ.ﬂuﬂﬂ for

erasing the debts we owe.
\_/-_.g/—v———‘\_,?‘-v e

,Eﬂtﬁ;: 7: Toledp, November 1242

s we made our way to Toledp, I Listened to my Company speak. of the city's composition. dur Assamite
friend told us tales of its inhapitants. Toledo wias her first qonl on her pilgrimaqe from the EASE; she came
AS pAart of A caravan of Muslun settlers Inakiﬂﬂ te f{pﬂ;m{ mercantile aAssociations within the req 10H.

She savd that in the tune of her ﬁﬁt ?iiﬂrimazz, things looked ve gm{ ﬁvr the Muslim settlers af Tolede.
The Assamites maintained qood relations with some r.i the Jewish Tremere of the region, where the

drew boundaries both physical and conceptunl, and traded notes for the advancement of their arts. This
arrangement unraveleq with the Christian Reconquista; tensions ﬂm{, And ne fmtiﬂu could qet along.

We ﬂdickh?' fw nd twe tﬁiuﬂi in Teledp.

A foreman in the construction ﬂf the Catedral Primada Santa Maria de Telede somehow
recognized one of our number, and handed her an iron Key. We attempted to question him, to
uncever frpm where the kﬂ:: cAme, And tn where itﬂf:, Put he had ne awareness. In fﬂ{t* he conld
not evesn remember ever Fm,ﬁiuﬂ the k&f;f, or F;mfiuﬂ git—*ﬂn it te us.

The second came in similar fmhim. A smith handed usa qorqeous {{ﬂﬂﬂﬂl‘, A Hm[ﬂ of Tolede steel.
#e told us that the key would plunge into the heart of darkrness, and the daqqer would open the
deor. r"rﬂrﬁaiu, he did net know Any ﬂ:u.nﬁ else that coul ﬁﬂijp s,

We toiled fw’ H#ﬂrhf anether month, Mﬂﬁﬂif}? pu rsuing our next lead. We had these tools, but

could not tell where they were to be used. Some of our number fled the party. Net many, Put our
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numbers fell pelow the starting population. Discouraqed, we followed the first potential lead. That
lead came in the form of & dream. Dur Malkavian, Catherine, told us to move west to the ocean.
She said the req {ﬂﬁt rises in the east And sets in the west. She said tonight, whatever tﬁﬂiﬂﬁt
means, we must travel and faf Low t.&afﬂﬂinﬂ star. Hu nAqTYy fﬂf the ?’FAZ We rede on.

Arddenda: My fmnq’l Tremere on our travels tells us tﬁiﬁt there 15 no ﬂfﬂﬂﬂiﬂﬂtﬁﬂﬂ ﬁrf/]ﬂufiiﬁ
Tremere. No formally PrgAnIZeq cabal exists, And in the time period recoginized, the Tremere did not
exist P:?arfr:; in that reqion. He sugqests that eur ssamite ﬁi&m{ may have rafarann{ one cf the
mAnY remmere cults, some afwﬁir.ﬁ ook, mﬁagﬂ in the nascent clan.

Entry &: Lisbon, November 1242

The stranqgest thing eccurred Last night. We sef out on our roaq Ha’ﬁifﬁ«’ﬂfrtiﬁﬂn Toledo. We bedded
down f'—'ﬂfﬂrﬂ tﬁzﬁrst dawn. When we rose at dusk, we were but an hou r from Lisbon. This was net
A night's trip; we had expected our voyaqe to take the Petter part ﬁf A month. We verified the date
j i . . /i : T oty
and our locAation uhtﬁfmmari; we had traveled tﬁafuii distance in one night's time.
Where were we that mgﬁtf How did we travel so mF:]{It{;f WwWhat #fpwr m#lrfifﬂfiﬂhi Fntﬂmf Did
PUT Pﬂtfﬂﬂ F..EIF 15 1H OUT ]'ﬂHHTrH?r*.’? I cannet answer these iﬁajtiam.
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We still have not fed on the blood of the Living. Some of us Lament the Loss, and speak. of how
we miss the taste, the connection. Pne af oUT nu;—:‘i’ar. A Worm, saus that the hunt, the fes iha,
is the only time he ﬁ'ﬂf} to remember what it means te be human, Pecause it's his nuh}r contac
with the Wing.

We're shaken to the core, one and ALL. Does this travel peculiarity truly matter? We do not
know. But it certainly affects us, and our morale. We cls fﬂﬂﬂfﬁﬂ?‘. Since entering Lishon,
we Ve aveided the Local Cainites. This is not out of any particular prejudice, Put how could the
locals understand us¢ We don't share food with them Anymere, Ang haven t for some time.

Our next clue came from underneath the Sike Jorge Castle. As we combed through the tunnels
in that hill, we saw 5&;‘44{##5. We saw’ dozens afi ow’s, which Ef.ﬂrm;p&rﬂqt tﬁ-ﬂ?Hﬂ'E the halls.
Even the quickest of our numbper could not catch these shades; they would give us ne Answers.
But what they did qive us was A mAssacre. We ollowed them to an antechamber which had no
fau—?&r than three dozen bodies, each rent the WAY You i hit expect ﬁ:?m A fﬁck of wolves. dur
ﬁﬁuﬂﬂr drove us to inwﬂitiﬂﬁtﬂ, And we sSaw Mlﬁui of the j%riﬂﬂ. We saw cotinnge [rom Toulouse.
We iﬂ,w?fﬂﬂtﬁen WEe Tﬂﬂﬂﬂﬂf:EEr{ frﬂm the church there. ¢ iqst the Prutality, we rring A wrnit
of command from a Bishop in Cordoba. If this Bishop was truly a church official, this puts the

Arian in some Pﬂrifﬁﬂrﬂi invelvement with the church. The writ iyaka a}fﬂr qrovp ﬂfﬁ[ﬂmﬂui
tmﬂaiinﬂ ﬁﬂm the East, in search ﬂf “the city.” I can only £mﬂﬂiﬂa tﬁaﬁ: meAn eur Scith.

We decided to put Aside our concerns about the rapid travel, and move on toward Cordeba.

AN, P

Entry 1: Cordoba, December 1242

We mmade our WAY to Erarc{ﬂm. The triy WAS masthﬁr uneventful. While we traveled, our
Malkavians and Toreador swore they saw eyes on us, from the distance, from the wooded depths.
We iuﬁa}tigﬁtﬂﬁ[, 55;1{{&1 scomts ont in every qirection, Put came up with nptﬁiuﬂ substantial. We
fﬂumﬁ tracks ﬁ?r that tebe Lupine, Put are somewhat smaller than Any :rfm Are useq to. Vﬂﬁnﬂlt}r

animalistic, with claws, but nmh}l human size, let aleone Larger.

The cit ,fl‘ﬂi.ﬁll':j' conquered As pAarte the Reconguista, was a hotbed Fffaitﬁ. f-‘.ﬂ’ﬂﬂ:jﬂfﬁﬁfﬂ We
looked, we found new churches built. T L:’t:;; had more than mmﬂﬁ gfw its Ef&.‘iﬂﬂt ??Hlﬂ-ﬁﬂﬁ;
We sxFact hat tﬁ.m;r seel. to af}:ﬂne{ Aangd maintain A !trﬂﬂﬂiﬂﬁﬂlt{ o their Christiang Y- Heowever,
these churches gave us Fﬂﬁﬂ-ﬂtﬁi}tﬂ te look into. Many af the Fuih[iujj WETE 11 15e, {ﬂi}:ifﬂ Ivr:inﬁ
::urrmﬂ{; under construction.

We E.amue:{ﬁvm our time in London. We I'riaﬂv; took. roots in the n:it:r,r, fim{-inﬂ connections, And
;R&ﬂniﬂﬂ the locals. We made the [21-.!':1?‘ work. far us, in s.tﬂk.mﬂ out our preyy. Just vnder ﬂfﬁ'l“tﬂfﬁ' ht
has Pmm{, Aand we have fnunq’_ pur mArk. We have received numerous, simultaneous re ﬂrﬁ;}iﬂm
certain church with & growing Army. However, the reports wildly varied in their nu mﬁ:zﬂ.

Ghrian Locally call themselves “The Church of the Wayward,” and flock around a figure called
the Wayward. Al raPurtj have him A I?muhfui MAR., S0me raParti SAY he is old, some oung, some
clean, jﬁnﬂﬁ[tﬁl?. One report, the one we worry most about, 5Pmk.j c?‘ his snuiiﬂﬁt-ﬂnicgn etfes.

We Rayﬂﬁ{ to plan a greater sieqe, A StATVALion game, Put the rumers speak. of the chure
moving on to the next city, to Granada. Their plan is to move within the week, and thus, we will
mount An Assault to start the next sundown.




Entry 10 Addendum: Cordoba, December 1242

... I wrote this E.H'f.‘l’f;f, Fut I cannet remember w’riﬁuj this entry, or what it contained. I see the
fn,ir:t jﬂrﬂn?fiﬂ?s on the next sheet oyf pAper, And tme do net matc iy ,Entrp‘; 7.

.‘H—

— e T r———— —————
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Ilntﬂ?r I grﬂﬂﬂt{ﬂ, Date unknown

s Isearch g‘pr .E-Hrfﬂ}f i, I finq{mr coterie in GranAda. Again, we Know not how we Arrived in
tﬁf.fmr .:it:jr. ﬂfm § § i{pﬂﬂ«k Ff er time 1n grnuﬂ{a, I wish to cﬂmyiiﬂ my uﬂq'_e.r;mm{inﬂ r.rf oUT
time in Cordoba, After Entry 1.

We FI&HMC{ An Assault on the “Church ﬂf the Wﬂt:fﬂ?ﬂ.n{. " We {ar}nm{ A battle Pimn that

uiﬁﬁ.t, ﬂtﬁu I Paunm{ Entry 1. Our plan included a tﬁ#mwgﬁ. Attac frvm ampush, using our
Nos ﬁ:m and Assamite members to qreat .g)j‘eﬂt. faiiwing with our other members imm:{iﬂ-tﬂhf.
Duar F!ﬁm was te everwhelm, and to take km;r ﬁ.ﬂitaﬁaiﬁvr mformﬂtiﬂm

Net A one ﬂf us remembers the m’ﬂ ht ﬂﬂﬂr.
However, As we sit in GranAda, near the beautiful Alhambra f?ﬁrﬂii, we Assess our situation.

Hﬁnijr #fﬂwr EHPFI-L'.H show traces ﬂfHWs{. We all wear different c othin ﬁﬂm when we [ast
remempber. Hnur?t n:rf oL H?E.H-FFHE Are miﬂimj; sopme Are Proken Ang show intfense wear.

ﬂ-q:{hf As well, our mouths, our fﬂuﬂi, :rhrh:p& show stains of blood. Our bellies [ﬂai fu”, Very
fuﬂ. Unlike we ﬁﬂﬁﬂﬁit in near Y A ?eﬁrrfs time. We didn't unger; we de not unger. But what
does this mean? Have we straved from our voyaqes #Have we Lost our patron’s gifts?

Tomorrow’, we search gmum{ﬂ. We cannet work with ﬂSSHMPtiFHi. The mission st come firit

Entry 1Z: Granada, January 1247

?ﬁlr our iﬂﬁﬂifi:ﬂ'ﬂrtiﬁ'ﬂ inte the matter nrf our miiiiuﬂ time, we discovered that HEHTI? a
month had ipmm[ since our Last known night in Cordoba. Much of that could Pe accounted for in
travel — A tﬁﬂuﬂrﬁ whe Knows, considering our mysterions jnurnm;r between Toledo and Lisbon. It
feals As 1;')"-' we Ksnow’ Less ﬂf FIT inission now than before we Iva.?m:. We have a kf;ifz, A }'E.E.'t}r, And A
f:w’ VAque fﬂfﬂfﬂﬂﬂﬂi te Ffﬂﬂniz.ﬂﬁﬂﬂi that mAY or nAY ne relate te our r.ifgr cAth.

gmnmfﬁ :Z(ﬂm{ A bea Htt;fui Im-u:kd_m fw our meticulons search. Our next clue came from an odd
setrce: eur reswqent Malkavian fﬂu nd & LAmp in the mnrhtfinm. The seller EPﬂh of ifs .ﬁlnﬂ Pmmnm{
f{ A qreat Z:’rit, A “Dyinn nf 5:;51' th, or somet iﬂﬂ close to that,” our Malkavian tells us. Dur ssamite,

"tsha, pe q ﬁm At him, iﬁ-l}l‘iﬁﬂ that ﬁﬂfﬂll ﬁr An old nr:::{i;[&nﬂﬂ scam, And that r—m;utimi Iﬂmpl Are
A great source of profit for un{ar-Paiformiug merchants inq to pay guick pills.

s we set down ﬂmraucﬂmqut, we learned } st how wrong Y isha was. The ImnP 5};:#& to
our Camp, And 5r;rmat|l':-,£n5 m:‘.amymﬁﬂusihﬁ }nﬁrngjitm{ fr-::m it. I could trr:y to iﬂﬁﬂrﬂ”f— it, but my
words would betray the experience. It looked... Like an epiphany. It Looked Like u nderstanding,
wisdom, And kuamiaq‘fﬂm. It looked like so mAnty tﬁ.iuﬂi that have ne look whatseever. But let me
not dwell on description. What it said was much more important.

It told us it was escAped fmm ScAth. Tt told us it was just ancther resident Ff the dark. r.i.tl;r. And
that it fled. It told us that many attempted escape, Put it knows of none other which survived.
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It told us that the city entrance MWE.}[F uently, Put that it could help to quide us. It told us it
would m.ﬂit;p Appear te s ﬂ-ﬁﬂ-’iﬂ 111 the shadows, but that our Hﬂrft'?ﬁf.ﬂr wotl fmﬁer hear its aqvice.

It ﬁzIF.ﬂqf eur navigater, Pzrcﬁnnca cpiuci{autnihj eur Malkavian, taiiiﬂﬂ- him where to are
tﬁrmjﬁ strange, riddle-like sugqestions. #He worked his a;mﬁ, and determined we'd be Rﬂm[iug to

Valencia next.

Ve == _ _ SN === __i

,EH‘fﬂ;f 7. Valenain, Janu ATy 1243

The uigﬁi Iv.afara our arrival in Valencin, I had A dream.

Please indulge me. I should add that Isleep A dreamless daysleep. I've heard Cainites who speak
af dreams, hmﬁth;p Malkavians with a jmnﬁarinﬂ of ethers. Arn al Y crf mine Among the Tremere
speAks of one Very vivid dream of an Earth with two moons. He dreams it At least once per month.

Ide not dream. But I dreamt.

I dreamt ;rf a .Em:'f.h}' ﬁah{, A qrove ;rffmi.t trees. I dreamt u:rf A figt—i re, semetimes man,
sometimes woman., It was cloaked in ;nmmh'ﬁﬁ.f. fh!ﬁ&{ tiﬂ.n'lt Hf}.ﬂiﬂ'—if etherwise naked flesh.

It held me like a lover, and I swooned with its inger Petween my teeth. I fﬁIt vulnerable and
FLE!PIEH. Put warm within its arms. “Creidne,” it wﬁiifﬂrﬁi te me. It then hummed A s014
t:HLFHtPI‘EﬁE.HSI:I?IE, Jﬁdi pf words 1n A Inuﬂﬁﬁ e Iconld not ﬁ-ﬁ’frﬂ te understand. Not once, not in ifs
H?H-‘I:SFE.T, not in it sonqg, did its lips move. It szq"_ me, And I had ne Fw}urﬂ Put to remain tmn its Arms.
I fait A ﬁm -:2‘ the unknown, A fear ﬂf the eutside. Tts arms were m mi‘ft; rﬂiﬁltzfﬂ.

Arnd in this dream, the sun rose on this Imuﬂtiﬁd rove. The sun shocked my eves }risﬂ , Put
then the ﬁﬂ“ re Wrap ed me in ﬁh:rripm wings. These were ufiuﬂi not nffaﬂtﬁﬂr, pf lesh, or F}z FHE.
These were winas cra :{af the starTy ﬂtﬁ;. knew I was protected I?t;r this darkness. T t;mv.?m:s{
Like a babe, and the fiqure finally opened its mouth. It leaned over me as I sat craqled, and it
spewed )‘:r:r.m b ? ullet A strange uiq inte miy mouth the WAY A mother bird miﬂﬁt her young.

his fluid most Y reeked of Plood, but alse bone meal, & horse's urine, and freshly warmed wheat.
I took. down what I could, Put qaqqed on the excess. Tﬁaﬁqu re closed our distance inte A ﬂ:rw{e.{
kiss, fan:inﬂ the mixture down my threat. While this n?::-'ﬂh{ seem. ﬁigﬁf&ﬂiuﬂ And .if'l'-fhﬂﬂ, I
found this nourishment oddly comforting.

Thewn, I saw inte its eyes. Its eyes were wtﬁinfg, uatﬁiuﬁ at all. Not even the Flackness q:rf
Lasombra blood. This was truly a veid. As T Looked, my meuth still spraved with what it pushed
Petween our Lips, eve Pit ﬂfma Iwaf, an to pull into its eyes. First my ﬂﬂiﬁ 'ﬁhﬂﬂﬂ{ frﬂm muscle.

Then e1jes SnApp ﬁpm ml;ffﬂ,c.ﬂ. I faf-t the pressure :rf Ire.mﬂ crushed whole, and my Ew{l;r shrunk
down bi Iﬂ;,r I’Iﬂh{i}r Fit, iﬂﬂ/ﬂpinﬂ And jﬁ.E.ﬂrrl:nj As the ﬁkjmm's eves drank. zﬁart;rtﬁ,inﬂ ryf e 1.

Not once, not once at all, did I feel afraid. I pray that I wanted it more. I woke asking myself

how I could have that, outside i I’ﬂitﬁrq‘_ dreams. |

—Crewdne

2w

;E.Htﬁ;: i4: Valencin, ]ﬂuu ﬂart;f 12453

er my Puwiinr dream, we made WAY inte Valencia. Our clue, our lead this time, came in
the form of & story. Not quite As peculiar As my dream, but none the less interesting.
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For whatever reasons, most of eur cabal f.:ru nd eurselves in a local tavern, A Wﬂﬂitﬁl:g ﬁtrmnr'i
maner. He owned most #f the su rrﬂnuqtimj 1o, Ang ﬂlﬂt«’ﬂ lease to lesser Farmers in his }:I'E.T‘I':F.{'.L-E-I‘ff.
At the event, A traveled trobairitz entertained with tales of her time on the road. She came from
the northeast, from Marseilles and Paris. In fact, had we not traveled to Valencia, we'd likely
have run Across her in our travels Frin?n .

She told a tale she said is sweeping the countryside. She told us of a flock of pale riders, of

Aunt hunters from the British Isles. Cheek M::(j subtle in her telling, she hinted that we could
gf- mistaken for the very flock. We exchanged glances throughout, and later blood. But that's
ancther Stﬁ'ﬁ;f.

Her story said tﬁt’jﬂack r&ymmut&q{ A premature r"t‘rmﬂﬁm{qfﬂn. She said it was the warnin
Pursts of A velcanoe that may or mAy not erupt later. In PAris, she told us A Prﬂpﬁxt spolke :rf this
“Bloodless Crusade.” She said he clarified that he did not call it a Bloodless Crusade Fecause
1t L&ft 1o Corpses in its wake; he said the corpses Iﬂﬁ in its wake would be without Plood, lﬂft
somewhat preserved. Many of our company strugqled to hold back knowi ng Looks and Abrus pt
reactions At this rﬂfﬂrﬂﬂm. We beckoned her to continue.

She told us the prophet’s words, and those words sugqested the pale riders would meet an angel
1 Pars, an .ﬂmga.f whe would end the jﬁffﬂﬁﬂ.ﬂ' aftﬁ.air dark crusade. We asked tftﬁij meant the
Angel Mnuiq’\:{ﬂitrmﬁ' the crusaders. Teasing, she told us she did not know’, that the PFFFFLE-‘IZ }Pﬂkﬂ
only mAagdness, and HFI’ﬂqt‘lf sﬁ.ﬂmu{ take these SiLEf;r stories 5£ric:-*m£c;|r.

It seemed our fﬂtﬂ was sealed. Of course we had I’:ﬂﬁ'ﬂq{ this Prﬂpﬁ&t* or, I-.}ctﬁ# Frﬂfﬁat? werds
were to Pe taken seriously, we ha to find this angel to relieve our FHﬁﬂfiﬂﬁ-

That morning, we spoke As A company. We rested in the stables, discussing this issue. We
A mjam{ ﬁrr the road, af course. But as a whele, we aqreed that we were not mffarﬁuﬂ, so the
story most E.El"‘tﬂriﬂh;f could not be about us. But if noet about us, what Fﬂfﬂ riders ffﬂm the British
Isles leave qu‘_f.mx corpses in their wakes

Come qusk, we will strike out upon the read n,ﬂmiﬂ, Aand H{ ﬂﬂﬂqﬁﬂfi to cur mﬂintﬂnf
trobairitz. She has insisted she will see us again.

Eﬂfﬂ}f 15 Marseilles, FEfFﬁdﬂarl;;, 1243

We stoppedq }—‘ri?"h:; in Marseilles en route to Paris. Marseilles held no revelations ﬁ:r us, but the
trip did, however. I overheard a couple of our camPAﬂg?ﬁii‘pﬂriu about dreams. As it ﬁﬂvﬁﬁﬂui,
they dreamt dreams almost identical to mine. We spoke At lenqth, then gathered the others. One
fﬂ;g one, each admitted to A very similar dream. Stranqer still, it Appenrs that for the past two
months, every night, exactly ene of us has had such a dream. Never more. Never fewer. This means

some of us have witnessed the dream twice or thrice now’,

The dreams m?mr te ﬁ[tﬁ"ar only in supe l:ﬁciﬁi interpretations. Sometiines the event occurs
in A fruit grove. Sometimes A garden. Sometimes A desert oasis. This correlates Loosely with the
VAmpire's heritaqe. Our Assamaite's reams occut in A qark, misty Eastern mountain, £r instance.
But tﬁat?' all end the same, with the sun, with the cloak of darkness, and with the phenomenon I
call The Consumption.

S it was, I had a second dream the night we arrived in Marseilles. The mi? qt famma was that
when the entity whispered my name in the first, this time it instead whispered, “Not their water.”
I kaFf: this ;{aﬁfcmﬂca te H‘tri;,riﬂiﬁ I fﬂﬂﬂif mwaﬂf jﬁmatﬁ.iug ﬂf a Fﬁilﬂiﬂfﬁ-ﬂﬂ I pust test these f,ﬁiugj
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and observe, to aveid Fiases and stories retold tﬂﬁt mine. f’l:ﬁﬂr all, memory is part o the Cainite
condition as much as the human condition, and we will remember ﬂ[iﬁfﬂrﬂuth? t:rﬁ tﬂaﬂnﬁk.
‘Fimﬂ Lotis ﬁ.-’it 1t necessariy Lo make villains ﬂf J‘pfﬂiﬁtufﬂj i1 his Kingdom, FPut the PuHiﬂ
had yet te cave te his interests. That Hiﬂﬁfz, I fﬂ-‘: nd A Lady te lie down with. To her, I cpuff.ﬂm{
it all. Iteld miy story. This woeman, this Alcelma, Listene Fﬂtiﬂuﬂt:; Aand ?ﬂﬂtiﬂﬂﬁ-tﬂf‘ﬁf. She
never pﬂcajuq:ﬂai{ me. She fm-r.ah;r seemed su anisu[ At the darkest truths. I Knew somewhere q[u;p
within me that I needed to r.:m)ﬁaﬂ and tell this story to someone eutside the compAny. Once I did,
Iﬁait A ﬂrﬂﬂt burden hft ?‘fmi}f shoulders. She understood that tf}ﬁ.& 5{&1{.&, she'd be killed as
A heretic or madwoman. In & moment of impulse, I offered her my dark qift. She politely, And
reasonably, refused. I felt I'q see her aqain.
With the falling night, we will meve on toward Paris. Toward our prophet. Toward our angel.

\\‘-———F_-_-é_-—'—v__‘-——-h ——— . SR e = - .

Entry 16: Outside Paris, March, 1243

As we approached Paris, our trek. grew quicker and quicker. In the final Hiﬂ.ﬁ-ﬂ of our
Voyage, we mh;p sta;pyzqf when we could see hints :rf pu r}:ll':ﬂ ﬂianﬂ the uijl'—lt s’k.aj. These niﬂﬂtﬁ.
we'd find a farm house Along the road. We'd march in, And our Ventrue would force obeisance
from the owners. We'd stay he day, then leave tﬁrﬂfﬂmﬂl? no worse for wear.

On one LAst, inauspicious stop, we met with a family of Lupines. To put it lightly, they did not
take so kindly to our encroachment. They called us “worms.” They fought tooth and nail — quite
Hf.e.mih:,r. However, their Anger was no Htﬁtcﬁfaf our numbpers .ﬂpuz our zeal. We did Lose sopme of our
number. Our Ventrue... I cannot recall his name. We Lost him. The ﬁgﬁi‘ WAS ﬂ-ﬂ'ﬂ.—iﬂif three L:—:{piuu
ang four ﬂtﬁ.arfnmﬂ? members. Unfortunately, their cﬁﬂ.{muﬁﬂ A5 well. They stood resistant to
TUT j{ﬂ_‘j. and we couldn't risk their .jnrw’inﬁ inte a Pﬂ-ﬂk :rf VICLOUS ;{{rﬂi that would hunt us until
Gehenna. One ? eur number Advised we Keep them — we take them as ﬁ.ﬂii‘ﬂﬂﬁi, As mfrj.ecti ﬂf study,
And potentially as weapons. I mAde the j" udqment call to commit the act Ff mercy.

The bodies were strewn about, but we ignored their potent Ploed. In the distance, we could see
jif‘fﬂi ﬂf Faris. We did not f*at{ down fﬂr Mmrli;r An hour P.ft.-zr sun up. Instend, we qor ed ourselves
o tﬁﬂfpw[ stores in the LH}?‘I:HE house. Their ;jrﬂiui, their I‘v‘rﬂﬂ-l{L their meats, And their m#rﬁiﬂﬂ
stew AL found its way into our qullets. Not a one of us could describe the taste, but we most
certainly did not su ﬁ%r the nermal fate of Cainites eating mnr‘mifw{, We spewed ne Ash, no
blood, H.ﬂtﬁinﬂ Fftﬁe sort. We iim};rit;r ff,f..[ to tﬁ::;rm nd in our aluttony, wﬁif’; CUT SOTCETOUS
Tremere cASt A WATH ﬁﬂﬁiﬂif the comang sun. We jf.EPf. ﬁrr qt.ﬂd:.ri. I f the local fmrfn.&n Are correct,
we slept three days.

We woke hu ﬂaﬁ}ﬁ fcrr the march. We woke rﬂﬁq:l;f Lo see ou rfﬂtﬂj.
We walk en te Paris, all hesitations and curiosities qone.

.,Eﬂfﬁf /5" ﬁfﬂfﬂ'ﬁnﬂ, H’Frﬂ 1243

Our encounter with our Angel changed our Lﬂ#iﬂaﬁiﬂfFfﬂﬂﬂf. A’ftﬂr that niﬁﬁ.i, none of the
survivers dreamt Aqain. We three, we ;It her tﬁﬂuﬂﬁ.. Each af us shared ﬂEEﬂHH‘-fiHﬂS her
Voice, Ang r:;F her H'Fﬁrf'}'}ttﬁfiﬂﬂ;f:ﬂﬂ tﬁ,rpuﬁﬁ eur veins. On our travels toward i‘.apiaﬂ e, We #.Hfﬂ!t
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the pAngs o .ﬁuuﬂar. We felt the need fvr vitae. We hunted, iurah;;, Put we alse moved on. We
hu nqered for the quest, for the road. It was no Longer an inkorn his nqer, we no Longer starved
upon St:l"ﬁl;ﬁ':ﬂ'-ﬂ'.

ffﬂ'l’:ﬂﬂ ne meant nothing to us. Hﬂfﬁinﬂ n:f ianrt, at least. It was but a w’mﬁmiﬂt, Ancther
St&{p ﬁiﬂuﬂ a Ipuﬂ hike. We were slowed Iﬂ;r our need fer prqf_, but we were not halted. We met A
trader {iﬂm down from the Rus called Jaredh Immanuel Konstantin. We shared tales of the road,
eT £ nt.
f Maqgdeburg holds our Angel 's textile suppliers. It is our Fest Lead. Bﬂfﬂfﬂ leaving Paris, we
ﬂﬁack:g her 52@, which had been burned to the qround. We know in our hearts that her fﬂ-}rir.s
held ii.jr Hifitﬂ-ﬂ ce; ﬁtmﬁrh their seurce holds 5£m£?ﬁr Iigm'ﬁcﬂm:m

% - - = S — ‘—\_«_._——-,_,‘—M_.—-—/

Footnote from Eudocia:

In my exploration into the issue, | have discovered ephemeral evidence that they did in fact feed upon this
creature’s blood. This “angel.” It would be irresponsible to conclude that the creature caused their great fast; it
would be as reasonable to sugeest that her blood ended their fast. I have theories as to what caused the fast, and
[ have certain accountings from witnesses that suggest it was not nearly as holistic a fast as Creidne suggested.

However, in our sessions, she never once betraved her piety and adherence to that truth, even under the pain
of torture. She swore with conviction that her journal gave a full and accurate portrayal of her abstinence. If |
am correct, her feedings were few and far between, mostly ocowrring during the “dark spots” in her tale, which [
do believe she does not properly remember.

[ am consulting with an associate of mine from the mountains in Anatolia. He's Gangrel, and notoriously
slow to answer letters. He tells me his daughter, Dominigue, met them in the French countryside. He also raises
questions about the vevacity of their story of the Lupine massacre. Unfortunately, my sessions with Creidne were
too short to ask for details about that affair.

J:'.ntﬁ?r 17 M&ﬁf{&ﬁmrg, May 1242

Hﬂﬂl{ﬂﬁfwrﬁ stood E’Eﬁ-tﬂlﬁf(«di. The massive citr;f Ivﬂrprﬂﬁf i fpiks {mm all walks pf life, F'H-I:'.'Fﬂ:IF
te trade And u?ﬂriﬂiy. The Fmr.a WAS S ﬁi:iﬂﬂﬂ:}v dense that it teck us A fan? ﬂigﬁtf- of research,
imvestigation, And questioning Imfara We fmm{ our Anqgel 's fﬁfrrir. supplier. The Hanseatic
merchants were Loathe to give up their sources, suppliers, couriers, And customers. We surmiseq
he worked with a Tzimisce called Asen, but that bore Little Ivﬂ&riuﬂ on oUr CrUsSAde.

The supplier told us that he sells te merchants across the empire And hﬁmm{, However, when
we described our Parisian seamstress, he knew of whom we iPFh immediately. He told us he
repmembers her so well Pecause she has sisters, or at least identical Likenesses, :{oﬂrﬂ.jmfnﬂzﬂ," 15
A number af cities. The closest E’ﬂi:ﬁ.ﬂ Tfnﬂzmﬁnrﬂ.

We ﬂmpu{ te admire the Mﬂﬂﬂ'_ﬂfm rq Reiter, which stoed As an example ﬂftﬂa modern J"L'myirﬂ
And 1t Hmﬂ}ﬂiﬁr. art. The ﬁﬂum Consists :rf three statues, two imen And A woman. To our sur}arim,
the lance-laden woman — a Virgin — looked the part n}"’pur angel, c-'fpnr seAmstress.

er Ma p[.zf!urﬂ, Mﬂfﬂiiﬂh’ﬂﬂt ﬂfﬂiiﬂ lead to Denmark. I wish not to dwell on the s ﬂr.if{cj
pf that lead; it’s & matter of much shame in our crusade. Fortu ﬂﬂetﬂff;, we moved quic .’1:;;, Ang
were able f:i:rfim{ our way Pack to the Fﬂtﬁ and toward Nurembu rq. However, this was ou rﬁﬂt {

W, coupled with our resumed reliance on blood.

% THE BLOODLESS CRUSADE
7 S
QSe~g




. 4
D =

Footnote from Eudocia:

The Bloodless Crusade did travel to Denmark. [ felt it worth the effort to explore just why. A discarded jour
nal entry | found in my search of Ionta’s libraries from Pisa told me that one of the three — not Creidne — felt
strongly that the doppelganger namative was unbelievable, and would lead them into a trap. This member, named
Elaine Jennings, insisted they would find respite in Denmark. They did stay theve for nearly two weeks, and
{_:T'I;f[f!]'tl;: WYOLE MUMErous entnes n [.I-I:J,H' LIme. Th!,’_"ﬁr?'l;,' E.ht,’l'l" CHLIM .‘f[f.:'T':ﬁl I;'ETH'! _r;"f."'nl,.'i.'l"ll;'”j'l"l.f_:l h!“: I l:'!“ﬁ:l{ I!JI;'[J.L'T'I." TL;'!H-[I;'I:I
to the tale of the Bloodless Crusade.

En f:ﬁ:;.r Z1: Nurembu cr June 1247

She told us she expected us. She knew our names. She told us that she r.a?r.e.tt.e:i oUT I:rn'.ef
time in Paris, and tfﬂft she wished she could tell us more. She told us that our journey would
end in ggﬁ.ﬂn, but we must travel tﬁ,rﬂnﬂﬁ A {%ﬁ.mﬂt Pﬂfﬁ than E::'Pﬂ:tm{. That we would see
mAny ether cities on our Veyadge.

She told us that she would return her blessing, our holy missien. That we would sup of her
le:[, ang Pe sated on our travels once more. We qid, and alas, our huinager was ne more. She
told us Vienna was te be our next stop, but that she would be with us, fo quide us, to walk us
fﬁrmﬁ-ﬁ. the valleys. She told us great peril would come to us, but ifu?ﬂ Paﬁiit&q{ Aand marched
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on, we would evercome the fﬂrr.af- that seek te step us. Genoa would hold our r:i.tt;r ﬂf Scath. She
told us it does not I.'.Hf‘-l"ﬂﬂﬂi;p‘, Put when we arrive, it will.

Beware angels, she said. Angels are the greatest Liars of them all. Imet a Cainite called
:{;ﬁ&riﬂ Blake the ﬂiﬂﬁt prior. gﬂ.}rist. “The 5tr£nﬂtﬁ af od". Coincidence?

—— m— — ™ = —

Footnote from Eudocia:

(Genoa appears to have been the end of their mission. But [ cannot find reference to what they found there, or
what happened. | have done some amount of legwork to uncover their tracks, but the closest I found was a family
burial site along a cliff. It matched precisely with ome of the spots on her hand-drauwn map of the region. What [
most .:ic,l'lf'niwf:-.' did not find was a cily -:.l_f:thf:ff.;m-:ﬁ - .;[.!Illu,u{gh her SLOTY does suggesl that it moves. ['m not prone
to believe such a thing happens, but it's internally consistent at very least.

-;Eﬂtﬁ:f ZZ: Vienna, June 1247

With the wings of our anqel, we flew fast to Vienna. We Kicked up dust in our wake, And
H#.t.ﬁ-l:ﬁﬂ could deter us. Our i{l?idl*fi were eradicated with her pr{ i1 our vVeins, And we Knew
that te continue would e te succeed.

I ﬁm{ e small irﬂnz LiL PUT }“H.’.h?l':f? amivﬂiqfanaq: states. We were more VAmpire than we'd ever
peen., We moved through the city. we J'—Lunts% We interreqated. We searcheqd. We moved on.

N ntﬁinﬁ could stop us. Yet we needed not the blood of the Living.

Duar pmost {Pttﬂrﬂitiﬁﬂ moment in Vienna was when we {FH nd A Venetian merchant, A
MmAan {eniinﬁ 15 s?ir,aj, masks, and ether oddments. He told us ﬂf furmoeil in Genoa, where the
Venetians souqght te starve eut their commercial elements. This was seen As A form Efratriﬁntinn
for their facilitating the Fourth Crusade. Our merchant said that Genoa is Ivar.aming truly A
city of shadows. We pressed him on that statement. #e said he heard the phrase from a wealthy,
mgrifﬂrirrm AR 11 inm, one AAnziani gipfﬂﬂi.

Krakow would be our next stop. We knew this because she told us in our dreams. No symbols.
No f:ﬂkiﬂﬂ turns. AL three :rf s !ﬁmmc{ A dream, where she };ppkﬂ I:IE.H-rl"‘lh;f te eAch pf s, s we
wioke, we felt something within us, mmiug frﬂm the seuthwest. Coming From Genoa. s h?ﬂfﬂit
this pu sh, this PHH, this strange sensation within us, we Knew we had te IE.E.E.P eur distance
until the riﬂ At time. This is why we fled to Krakow; Peing closer u—’puh{h Jpariipm. e ] tmﬁaliﬂg
Tzimisce, orie Pyotr Stanislav, told us what te expect of Krakow.

She protects us. And for her, we march. M_NW/

Footnote from Eudocia:

Anziani Giovani, the “Elder Giovani,” is a term commonly attributed to Augustus, head of our nascent stu-
dent finf..u‘lgq.'_ This is no coincidence; even if this Anziani is not Angustus, none would dare call himself Giovani
without affiliation to that family. While not all of the Giovani line are family, even the adopted outsiders bear
the name. Circuumstances do not permit my congress with the student lineage, elsewnse | would investigate his role
further. I have seen others use an altemate spelling. [ know of one young member named Vincent Giovanni. I'm
FHj[I;“:'ﬂ CUYTOUS al [Itl." TeI N0 ﬁ]T !h:’ I:rlf-if;;':l'll,"!'lf{:-
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Eupocia, IN CoNCLUSION

With this, we reach the end of the verifiable documents

detailing the Bloodless Crusade.

Since uncovering these documents, [ have been present-
ed with numerous “lost entries.” A man offered me a folio
of supposed entries 23-30. They didn't even pass cursory
divination. Another found three alternate entries detailing
the trip to Genoa. The ink still smelled. I found a separate
collection in a clay pot, which is almost identical to the
ones [ have provided in this thesis. They differ in that they
are signed “Conlaoch,” a man's name. In my research, I've
found that many such accountings and testaments have
similar edits. However, I've met Cainites who knew Creidne
in passing, or met her on her travels. I can only imagine

-

these edits were to manipulate the narrative if the story
ultimately went public.

It is my firm recommendation that we seal these docu-
ments. That we hide them away, and catalogue them without
direct reference to the events. The stories of the Bloodless
Crusade are few and far between, and do not feature many
of the more controversial elements of the story. [ do believe
that if this story falls into the wrong hands, that it could
bring about a heretical cult, which is to everyone's detriment
except for those ideologues who would wield such a group.

Make no mistake: This document will do more harm
than good. We may learn lessons from it. But it raises more
questions than it answers. Indeed, it answers no significant
questions. Lock it away.

—Fudocia Melachrina

THE DERINKUYU [LETTERS

> he enclosed letters comprise the most legible of a col-

2/lection related to the Bloodless Crusade. Consider this
a footnote to my research on the Creidne Diaries. Some are
more related to the Crusade than others, but [ consider all
relevant parties to be at least nominally aware of the Crusaders.

Future researchers would be wise to investigate these parties.
Most of these letters were intercepred en route. Some
were stolen from their respective homes. Some were given

over as gifts from survivors — or murderers. One, the one
without an original draft analogue, I uncovered by scrying
at an opportune place and time.

In the codex, you will find the originals. The following
are my translations. While I've taken liberties in localizing
meanings, my authority should not supersede that of the
original documents when in conflict.

—FEudocia Melachrina
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Amades :"ﬁré‘diﬁ'ﬂﬂ"fd? f-ﬁ*mi.i’gg,

! Gm Hﬂ?ﬁfﬂﬁ- this conneelion :E?f way of trabriella of Genoa. | need your assistunce. And i} you
underéfand what" (his means, | dp ri'ﬁ/:'#é'a’r o elabsrate.

You've heard o the wanderers, have you nel? These #f#ﬁmfﬂﬂ- tp be jree ? Hhe shaclles of Hhe
bloed? coon, r‘.ﬂggy shall arrive in valenzia. | need your intzrvention. My sire has demanded y ﬁnéa,
and in such g way | cannet .rgigy-;g. ﬁﬂf thic matter must be c?ﬁ‘{.:ﬁm"éa/ .

A man called :‘*‘Hgﬁ’é’ﬁn&? travels with them. e shares our blood. He must be éliminatzd. tnlzss
| am mistaben, he's fhe only of our ling #ﬁéﬂﬂfmﬂ' His m}y?é. Make ne wmistake: This group will
pall, and soen. Tﬁ&y cannot have one ? pur clon in their ranks. We connel be sssocialzd wi Ty
mm:;jéfﬁéﬁn&-ﬁ, a5 | bnow when the frulh comes put about what f{ﬁé}y}.ﬁf a"ﬂﬂ& itll be jar werse than
any d’ﬁ s .I';H#g-‘:ﬂé?a'{

Things are changing soon. Wheels buin slowly but stzadily. We must be slean, pure, and .rg@q’y jor
Hhat juture. we cannel be stained with thic nonsense, because when the last wheel tums, we must
be ready (o rise ;?Ar%gu-; a5 dark and perject beacons. Whatzver enslaves fhese fravelers, we
cannol be a Fanfy 2

I you do this é%mg; Lnow Bhat 1'll be indebfed. This is a tast 1'd stherwise never leave (o another.
If must be done, and must be dene properly. Gabrielle speaks well of your ability.

For blood absve all

—Lucils de ﬁrﬁgﬁu
Addenda from Eudocia

| have confirmed that Augustine fell in Valencia. I found a diary from one of the travelers, a Tremere
called Maximilian Skold, which stated that .ﬂf'v.z-:g'ru;rim: never woke from the pi fgri ms strange dream; that when
they woke, he was but ash. Odder still, this author seems to think that his passing was largely accepted as
coincidence, as an expected cost of their dream. Either that writer was mistaken, or the Crusade believed their
dreams truly empowered to kill.

| do not discount this I:russiﬂ:ll'l!['r:-.'- Their circumstances were 5:{]']":':::'.511!1:; strange that I.I'u.:j.' i'r11'gJ1I rationalize
anvthing.

To the Lord Bereich Nethisen,

l:’;reef:'rﬁs. tle spofe érr'e:‘?y detring your excursion to Paris. I introduced AnsSelt, e Spoke
of yeour nascent Sloodline. I am Lfércm'?ae d Orléans. I Ve re redding LS, you re on ravels in
A"'::rremé’:frﬂ, from vour Aore in Sdxony. A mecd el :‘u:"'j?e:e‘ﬁr'ﬂf&::c'e Zold se of your visit.

Im ﬂarﬁ Yo be direct wnth Vol Lord Net'tnsen:

L need ou To credate a childe. There s a Voung woman T Afﬂreméa::ﬂ whe clams To have Seen
angels. She says a group of angels rode through her town, and blessed Aer and a few others. I
need ol To make her like Yo, clanless. Hfter The imtial :‘ﬂeedﬁﬂ, which showld be arpie, I need
Voil Zo not let her feed for same time. Wat one week. Perfiges two. See i She Shows the .5::?15
afﬂfaﬁfrﬁ cortral, or the call o tarpor. I She does, feed her. T She does noty I need you o
put a g?afcfﬁeam shaft Chrough her heart and ship her To me in Paris.

T
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In ak-:‘.‘ﬁr‘dﬁe s L eentd jrﬁnz‘ vou a jr-srz‘ Jf’e.ﬁcia'.rﬁ I Aave many ears. More :'m;arfrmff}r, I have many
ears astout -f:-f'f,}-c:.ﬂ}f I prosnse you that eacth Cante lord in the re_ﬂ:m enld ref".:.'ﬂw,ze yoLr nascent
Sloodline. Yot {l subrit to me a codd of arms and a rnante , and I will See to it that owr Slocd af
a"":"q:rje rﬂfnﬂmfea’jej veou as 1.5 Head.

My offer, while gqenerous, 15 Aighly 5-:!{_;'&:2‘ Zo time. I must have you conmtan? t/s credtion
wxtlin one month, and I cannct promise you sy Stpport past that morth. So you must act
f:.r:'-::‘f’.-"’bf- Bert ThS cwvndoews of opportumty 15 Seth reare and potent. I have fererﬁje I can cSe 1n your
favor, sut I need to See results. i

We can create 5rerf things. Shoes me The intiative, and you W b recwarded in a i ey TAG cannot
.:f;f ffa{"'e.ﬂ ity . Yﬂﬂ Ve Seen The rise of the Tresere. 'ﬁ:}:i-.-’ f’m:l-.-.'u s 1S ‘_.Pﬂj.irﬁfe

Sencerely,

M

Mgter Jonattar Crowtey,

I from yon waitzh onr Kind. My Hierd Anatole epoks of yonu, ard Fold me whers | conld commest with you | meed
19 maks thie conmection, and | hape yon anderetand the giauity of why.

My Lamilyfaceeeradizaton. Farther try razefaces eradization. My family, my kind, we kiow. e ind, infeipret;
and we feach the e2ciats of the world wher we car. Undorturately, we ve bosn painted as deuile, and sach nigh?;, | |
we giou femer i ramber. Wores, we 622 the end: and (ikz Castardra, wone will hzar onr talk.

B B e . _ e it . S
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[ v e2em slgie and portents. Gome of our wumber ko brazr e3p on the Hult of the (ivirg. White thie appears
ak infereeling blceeing, amd perhape a iew 6142 tn our very GentTty, (& a eipn of owr ulfimalte downtall I & thz
et g (e & laddier dowm ¥9 a thonsard helle, a ladder whish we capmat slimé back up.

{ need ¥o fell it 6fomy, Fhees portents, o one mot of onr 5lood, bu ome wat mezessarily mortal, You travel You
vbeerve. You beas wicdom. You speak vor a legacy Hhonsarde of yeare oli, fou e a cardidate for thie burden.

Firom s, you Wl tearn mowe of iy Kird in a nightt Hhar you ve barred in o decads & reecarch. | will be af anto
ar gper Sook. I you (l lieter, | W52 gper with yon. You krow my kind erouah o kiow Kow rare Hhie opportundty (¢

{ ot atiaid of you. Take thie story 12 your Kind. | am a woman who has bet cuerything. | carwat bez apy mors,
My Kind &6 doomed: there & rothing you can db with (e fake (0 maks onr itnalion wores. Bat; maybe, jast maybe,
You car cary ou SOy Forward. ¥ we carrot hate imeoifallty n the Hlod, perlape we car hate immorfality as
a12le, af a picce of wiedbm 19 carvy or.

e sayt you speak with the wisdom ard fiwee fokienses of a fox. That', | appreciale. | grom curione of what |
fray earw from you, i orly Fiom meLeies DhEealTong.

{ wwant you 12 hzay o tale. | want you £ protest our fale. | want you 1o ehare our tale. You are wot of our Hlbod,
ard hus, you may b abie 1o preseie e meseage.

W you cap <ind ont how (0 conmest back with me, 1o <wd e, | will fell you my fale.
Greal tidinge,
FZagar

Wataher of Zao-Lat

LS

Verdiana,
Forget your naime. Forget your ‘ﬁuua@/ For I will, and I wish to.

The. pilgrims warch soon fﬁmuﬁﬁo your lands. We'll fake your death. Your second death, as you
fake&f, your ﬁn't i Tuscany. Youw're not established in eqessburg yet Walk away fmﬂb it all. Flee.

Here is my .'::J',ffﬂf.

Come to me. To the Courts .::fiﬂuﬂ. We'll r*?mw our moment together, a willion times over, T'lL
take you as m,fmmwm? lessing. To tﬁ@wﬂrgf, ou'd. be but a clever Tuscan
jﬁrﬂ took a to. To the world, )J.-’m-{fﬁﬂ e Tor y— o :.'meg no disciple r.Bf Echidna.

The night grows short on the followers of Set. As our courts grow in power, I hear rumors that
we'll soord be HM&@ problewt elements; low clans. We've watched the Salubri faﬁtﬂ Other clawns
;&f pllow i this m.mﬁrrpw@. My sire tells me that perhaps m{y stk or seves clans are :aj‘&m

.Ptjf LEvist.

I don't &eﬁmdﬁ& ou your ﬁm&k, .'jf that still drives yous You can practice i the shadows, the
way your cldw has ﬁyr‘ ALOMS.

T&a;&%rmm they are the second i a series of signs. The first came just over a decade ago,
mfﬁ&fmmmmm&y ght. The third has the Etﬂx&afﬂmﬁrf&m&«ﬂ fﬁﬂramai-
striction. We know not how ﬂanf will take. Thew we see a serpent beheaded. I wish not ﬁr
that serpent to be. you.

Consider oposal. Even if you do not, please write. Each night, I worry your time has come
MIWW% Wﬁtgtgﬁ {fjﬂﬂmﬁw .::;,ﬂli-. “J fs

S .. T

Yours,

Rosamtid f,:f ﬂ'ﬁiﬁﬁ'f‘ﬂm
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December, 1241

Initiate Ambrus Kelemen,

I apologize for the shortness of this message. I hope you understand the lack of proper formalities, and
for having it appear on your person, invading your privacy.

You've warned us that the Ruthven Tzimisce line shall attack soon. You said you saw their troops gather.
We will win or lose this coming battle on your strength. Here is what you are to do:

* Draw or procure a tactical map of the path between the place where the enemy musters and Ceoris.
. HigHight natural vantage points for our combat sorcerers.

e Highlight large clay deposits for quick gargovyle creation.

e Show advantageous spots for landslides and natural disasters we might influence.

I also need the best inventory you can provide. You said they bring great forces. My best informant tells
me one of their soldiers fled the Bloodless Crusade, and feeds not on the blood of the living. If you can verify
this, we need to understand this phenomenon, since it could transform our entire operation at Ceoris. My
informant called this one “Umbri.” I don’t know if that's a constant name, or simply an alias for the crusaders.

Any advice you have will be taken to heart. Uinderstand that this is your chance, Initiate. Demonstrate
greatness. Let us show the world that our Flacc in this world of Cainites is destined and immutable.

[ can nnllr presume their attack will occur before the next moon. Alacrit}r is the utmost virtue in this en-
deavor. Place your report in the container in which you found this letter to deliver it to me.

From Ceoris with Strength,

M Equals W

T::.I- E‘.-"{.ile e e.‘_"..-:i,.-"r.-"rea" iﬂr!ﬁﬂ'f ETEE,.F'E‘E!'],

I Aave been imited on a great Pr'r’jh'mrﬁe y and esth persnssion, I Seek o invite veou Te Landon,
and immediately. I believe you need Chis cpportunity, Chat it could change your existence forever.

My group, sy tellow pilgrims, we Aave gqone a sonth wsthoet Sload. I Cannct explan this
in more Celldan Cerms: e ave nat Fed, nor Aave we warnted for fe;sd";;ﬂ- tle ve wanted only for
r e Fr'@rr'mﬁﬂe. My fellows believe 2/iS 15 otr one Crue chance for redesption.

I know of your Plight, of your ente—to-tbe. T ttnderstand ¢he Zragedy of your story; I un-
derstand the devastation it »etst Aave casiSed. I want to See you Aelped. I See ou a5 a beacon.
L See you a5 flope. I don i -_,'.":'FEEHE:' for sn/ Sire, -.T.»;?rj.-_m von Verden, bect T knoes A= Has hope for
greater things. As Ais adherence to the Via Keqalis falters, I wish to help catch hir. I nead
Somellyng. L need a net. 1L don? think I can Fnd it alone. Each malit, 1 fedar more and siore
recmors that Wardestad? fooks to See Hfrm destroved. I owe fim.

Walf enth me, please. Help me And s net. I know you Share sty Aope for better 2Aings.
Be ony n..:fi;".f'r'fﬁ C AP O, f'ﬁ_,/ 'E'::::.r";f’:’.rﬂ C PN SR, #f"efp nte To Sor? ?hs owt and make ,:'n'n:-mefﬁrs}ﬁ
=f it ‘;5—‘"::.-"",:3 e T éra}ﬁ T To the werld.

s hen vou conme Lo London, and I am confident you enll, cwalk the riverside. Il look each
ﬁj.ﬁf ewohren ThHe moon 15 at 7S GPe .

Understand Lhat we may never fave t/ns chance agan. &vensthing s chargng. You can be part
of That.

In hepe, (
— M@dﬁ
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[ ."‘II'.-'.'-.:_L ot to nna'f'[-..ar :i-:.LGIﬁF‘ ok 'I'Le. E“'G-ﬂdj', ok .L:.r‘::a-:::cJ i [ r‘-r.n-:.[-.. ot 4o
m:::';‘[-lar- ok Tzirisce L’-‘r"ﬂ-ﬂﬁJ. [ ra.r-.r:.L ot for a:.f.sJ, Lo F‘L;‘ﬂlﬂFL'}b .:-_,q.scl to "I'ti'-'-.{-L M:J
‘t..m-ﬂ w."'L 'I'L-:r_ 1‘.-[.::‘-..-*1.

Y:::Ju see, ( L:-.'u..-’#. w.";‘na'.'-ﬁt.-.sj — or to I'.:uﬁ-. i.':‘!u.r‘l"t. -?.?EFG.F[:LH-:.E.-:J — EQME.H-\I-#B reamiaisceat

ok 'H-.n-. F‘Ltﬂﬁﬂﬂﬂﬂr‘i we ve ‘.‘-‘*-@.-E‘..a"-l e:.;r-.“-'ﬂ[:‘; TT-..q'. ’[_‘,?;tl{:cw:]rt.':-; Cfuﬁm::la, +'s over AW, Eu’i‘ [
"#'-ﬂ:'.'.‘lL exteasive ﬂ{}"!'t!-# m;.J. ;c:-n-.::lu:.'f”qr..:::l exteqsive t.?ﬂlflmu'imt.ﬂ"‘;, U.ﬂ’lﬁﬂf"’_uﬂﬁ'i'ﬂ."?} 'I”Lu':- {2

g EHFEF;MH4$ I—.m.ﬂi-. ﬂ;PM"FE:J ANE AS -:.anc.lu*r-ian:. J'ﬂl.ﬂ-:J 4Lu5‘, [ o t:'—ﬁ“l.-':‘; & Sunant ol

'.'H::ar-#".'-‘, & -:--Elﬂhf‘ﬂc:_ﬁ.""j{::ﬂ as::-{: ex r"-I‘:- 1.-..:-'"[,-1 -h:: ..C{;,,-J-L ..H_.?_ e e 4{:: u...-,—'r::.]q-_r-
i T i 5 ;

|r=|l: ?-r.':'q.-r arfe S0 iﬂi:-‘-'ﬂﬂ-::{. "i'I-\fﬁ ‘SL;&” L._w'. & ME:JH"I'L"L:!H :'-UMMi";‘J LEJJ ¥ = M'l:l.-“l""LJﬁ- *'I'i-n-wﬁ:, [
u.rﬂcJE.r':'-"I'm:-J "‘I'Lﬂ'. r-r:rl'.:»[ﬂ-.m'.'- u.,-—rJ‘L. ur::aam:_?; Le::w-ﬁ'.x-—’ﬂ-.r, éim -ﬂﬁ?' I':-'IL r.':-{r "H-w. es3e1ce i-{: TS

wf'si-. ';‘a-{;rﬁ.ﬁlp WA 4'.'-."4"?.1.-"’1-" (P, - !4:::54,

[ w:“ !:E. FFSWIAE:B ﬁﬂ'{'aﬂm-:a_. s.fch -C‘ui-{:‘-"u}:_j bk dr'"LE.r' -"IE-P—-c-’-]ﬁ-- C-Omv. s-I-:mE., O oA
w:*ll'L. ﬁﬁ&fﬁ""ﬁﬂ*ﬁ- e -}gau mu&"f‘; Mﬂf—‘i-ﬁ-l -Cr.‘.h".'.h::-'J -r‘-lit-ﬁ';z:'-'!!r w.” [:re. e::'-E S Laﬂ!-a:?uﬂ'.nr_#.. [ .p..-::!vir-i:
?a‘.'f!u L.:rr'fﬂ '{'EH""‘."- .r:-.m::! -:F'I'Lﬁ:r' Fi::m:-rnr'r_L m-r-"f'ar-'.::.!ﬁ; r'l-"'ﬁ". '?i".";' 'J'r.‘l -Eu” TH‘."!'"HE. 11 m? AR L.cmw.
1A ’H-.F.ﬁ-ﬁ: n‘me M‘? ‘i'::rr':qr' s Aot wLﬁ-."‘J' o+ -,c:uLJ L.-‘-"EJ. &3 41—-.#. A?:-'r'ﬂ-.*:- ok l:—ul"'l.-"".'."u'-'-.l:-'lﬂ :Jli".'-.-r"ﬁ-.ﬁ"
foched o B Bl o [ Ll L ot s el w3 PIE B SR P
?SL’J:—“-I L'Lﬂ.. BFG;B -T-[-m'.ril.ﬁﬁ ﬁ-ﬂ#-'! T;r'a-., "H—\it W.” r'..—--E*. ﬁ-ﬁ_{_ammﬂz::lﬁ"r“i'.:;,

[ s-ﬂ'J'-'-r'_-'F-rs-"f‘E. HASNARTS, &3 !-L.e:'-.f!zJ S EZ’-:r":-"r“E.ﬂr_i-. wf‘F‘Ldv"I' \.fi'{'.-:-i*.? e e, & ?-r.'!u.-r wi“,
WL-F-"I_ ﬁ-.'-'ll'v’ﬁﬂl:'-i".ﬁﬂﬁf‘r"!".'- (T3 r'_-:h..rL:J Aslee w-"ll'!-. "JI'L.:-"F :=-¢J¢JF"JI'J¢:1¢-I 'f‘-'mri:,. Vsl -:n./"" "H-\-::-.'J' oner-

wLﬂ_'Mn}g :Jriu'i-_ F.'-i-_i:n'.-:a o E,'-.-"i'_r-?- -c.'-.-"'_"I'll-ﬂ..-"I; F:t:h" .-‘l-“l.ﬂ-,.l"ll? c:f s, ‘Hl_‘-':b AN TS r'_i‘_/f;'q..-"l'_ilﬂ..ﬁ- it:clcr_dl

S we::r-Lfﬂ ‘F‘r::rws-r.:J A ‘F‘rui'. 5510 TS, |I .:.-.]a,q*-"' wFD_aL- ‘Iﬁ::: t’.'-"'lq—\m* Friﬂri‘fﬁ'aﬁ, Ev'{‘ ( el A
5#1&5?—12 & C—Ef?ﬂl-"{'i'. "H-liﬁ -'_c:'vLJ ot et 1

Wr_ :L-f‘m.:r.] P ¥y -f‘Lsr_ Jpr-r_.:..'ll-,pi.:.-r_ c:-:c;r-m'f‘rqﬂm E-...rs-_.q c:.xf;‘&.'.::!a '”...a; 5-:.‘-_'.%?1 a—l{: 5154—--:.1:.3-1; 5.'#?[?

u/uJe_.—s*{'s_q.:J.'.q = .:.c:nc.-l."h.::.-q O & r_i';.s'-."'-i'_." !-E,.'l.-""-i'_'[ 3 e l:.'z.::u::t.q.

I?:‘_'.h,.r'l" n-rim:.] 'S -...fa..jutazl, B.r-r'ﬂ E'J', 5"{1.-"6.-‘]? L-ﬂ‘..:u‘ﬂ. C'-P-r‘ﬂ\.-v. Tuc..L WLo_/r 'F‘Gmrraw oA, [r;'
LS ‘:-';'mcpj et 'H-,ﬂ_ -L:::ir‘t-c;'ﬂ/lf

Moo Voo

THE DARK MEDIEVAL WORLD “. l

o




Alexus CEMNENIHS,

! writz t» Inform you of apjairs ot home. tnlibe many &f the “Cainitzs.” we seem rafher
relaxed

ne 'Jéﬂ I@ﬁ;ﬁﬂﬂé’ﬁﬂf DT & n"' =3 :?mﬂ’f Wﬁﬂf' :‘[E ﬂﬂﬂﬂ",ﬂ wﬁmﬁ = fgé(i & lj?';ﬁ Dream. Foom a
pelitizal standjpoint, #w;fﬁ we werk 1o distance ourselves from the Filth called Baali.
Forces work (o weave us with thew; as Beshlzr pell ot Hhe hands % the Baali, we're
asspciatzd in our ﬁﬁsﬁéfﬁﬁﬂ o his *Hf:?ﬁ}m'ﬁ. " uk spcat tr e Pﬂéfﬁﬁ. a1om ﬁﬂﬁv o wash
our image clean. We need them (o understand ré::-r‘ By ﬁ’fpfaﬁéf' on 1 r‘é Trcam was
ﬁéﬁﬁ;ﬁg Fé&m :’#} Baali claim éﬂr Pﬁwﬁf.

| believe pur best course o action is 1o Fﬁfﬁrﬁ-’ﬁ thic as an inevitability (et we are
werking toward. Constancia, one & the r::-'ﬁﬁoﬁa{ﬁ&f&n P;&ﬁé@f#, ﬁuﬁ.ég o) Dream, and
2 @@ﬁfﬂ it éﬁ?ﬂ'?é: hard. In this narrative, we can act” a5 agents o fﬁﬁﬁfé’ﬁ‘.‘wﬁff}ﬁ & fjﬁfé?.
::Z& not only absolves us of some agéﬁﬂﬂéféfffﬁf, but” it /jg:#; /j Find a {o!wg in their

(Egy.

TA@!?WE’E soems p have no fﬂm’ answers for the cainitzs whe travel jrom ci
» ﬁfif‘b’ withou!” bloed. come say it's the werk of an angel. come blame the ﬁﬁfkffg wé
commune with the Lupings. MEZ | lake it jor weakness. | blame fhese “(hin bloods.
These Cainifzs” af@fp/ cel- and grow ﬁm‘f@r and éﬁ!ﬂg! prom the bloed. Their very fangs
cOME faOm %rgm‘{é, but /ﬂe)f call us ferefizal?

The “Cainitzs” dp not trust fhese f/@y call “Laiben. They e not trust anyone Whe
balks at their Abrabamic »p«‘fﬁ&fﬁﬁa Lite it or not- | de believe we must use that %
:’%&’f’ﬂﬁ/ I we e o PrOGICsS. In their stories, ffe?ﬁjpe?uﬂf{ﬁ ‘p/@/ malcFicent roles. | Hhink
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' HORRORS OF
ABYss MYSTICISM
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exploit the Atryss within.
— Boukephos
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¥ hose whospar with Magisters may expect honor and grace,

2/ but they receive neither. Lasombra demolish their enemies
with NO quarter given or mercy shown. Suchis theirre putation
for terror on the battlefield and manipulation of the court,
and they must maintain it. Their arts of shadow manipulation
and drawing forth the primordial darkness rightly infect their
foes with fear. Yet, even those who face Lasombra in war, duels
of words, or as victims at the ends of their writhing, twilight
whips, only know the visible face of the clan.

There exist Magisters who study the darkness. They
spend nights staring into the starlit sea, gazing at a pitch-
black sky, or examining the shadowed corners of a tomb.
To the unenlightened, these Lasombra may be mistaken for
Toreador captivated by some dark beauty. The Lasombra
know differently; these Abyss Mystics are searching the
'LII;'II'E'[ I':[:I-l' sCCrets, :il:ﬁ"l."l..':"n, i;'ll'.I.L'I g-[fll.,].."i \"I."-[]Tflf'!."!.' 1.]1'- I.'I'I.L’"' ‘u.'l.'ur:-'.hip.
Mystics speak to the blackness, and hear its many voices in
response. | hey make offerings to entropy, and in return gain
powers to bewilder, horrify, and destroy.
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Occupying a hidden role in the clan, Abyss Mystics are
accorded both respect and distance by their Lasombra cous-
ins, While Lasombra of all creeds exhibit adeptness with gifts
of darkness, the Mystics take their powers a step further It is
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absolute oblivion and nothingness — occupies a part of every
Magister. It is the curse passed down from their founder, who in
the earliest nights sought the quickest route to power. Lasombra
are at home in pitch black, but in a rare act of benevolence,
even the most callous sires urge their childer to keep the Abyss
at arm's length. They advise childer of the clan’s tradition: “Lse
the Abyss, but beware, as it attempts to use you.” The childer who
ignore such convention ind themselves pulled by the desire to
research, be used by, and succumb to the dark.

To Cainites, the dark is supposed to be an ally. Abyss
Mysticism ensures no vampire may find sanctuary in the
shadows.

THE OUBLIETTES

Let it enter you. Let it use you. Make love to the dark!

— Common chant from the Mystics’ dungeons

Within the courts of Clan Lasombra, Abyss Mystics
occupy roles as seers, counselors, spies, and secret weapons
used to devastating effect against rivals and enemies. The
Mystics come in many stripes, with the only unifying feature
being an impossible lust for secrets, and willingness to do
whatever it takes to acquire them.

ﬂ‘\
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constructing Oubliettes deep beneath their domains. These
impenetrably dark prisons serve a double-duty tor the clan,
inducing terror in their captured inhabitants, and creating
bastions of absolute lightlessness for meditation and study by
the Mystics. Within the Oubliettes, claustrophobia becomesa
tangible enemy for those unlucky enough to be there against
their wills. Some QOubliettes are one-room cells, with walls
s0 tight the inhabitant must remain standing. Others are
squat cages, rendering the inmare impossible to do anything
other than squat, or bend painfully for as long as she remains
incarcerated. The Abyss Mystics” favored QOubliettes are
subterranean labyrinths that wind down, through each other,
and farther beneath the earth's surface than many a mortal or
vampire has trod. Each of these Qubliettes — no martter the
size, shape, or scale — is unlit. The inhabitants must become
one with the darkness, or be crushed by its dominance.

Abyss Mystics occasionally study Oubliette-bound pris-
oners in seclusion, but prefer to run field tests in which they
release up to a dozen Cainites in an underground maze and
watch their actions from the safety of their ever-present
friend: the Oppressive dark. If a vampire let loose in an
QOubliette shows tenacity, or embraces the lack of light,
Mystics will offer the Cainite their respect and an oppor-
tunity to study the dark a little closer. Few survive with
their sanity intact. Those who endure the rite of passage
open themselves to Abyss Mysticism. A rare few even hail
from other clans and bloodlines.

The Qubliettes are the Magisters’ dirty secret. It's not so
unusual for a Cainite Prince to hold a horrifying dungeon of
legend in her domain, but Mystics conceal their catacombs’
i;'l'['l-l.l |1ri:-;1:|I‘|:-;' FIUEQHCE Lo "I.'.i-'“'!'l.r"irﬂ':"n I;']'l- l:.'ll'l'.l.l.'.'r HI]L‘H. Hl'“' ﬂ.ll
Lasombra appreciate the Mystics’ influence within their
clan. Those feeling particularly chafed spread tales of the
Qubliette rites being bastardized from those enforced by a
dangerous vampire sect known as the Tal'Mahe'Ra. Mystics
react poorly to accusations of connection to that group, but
their knowledge of the sect is telling.

NEW BACKGROUND: QOUBLIETTE

Vampires who possess at least three dots in Obtene-
bration and one Abyss Mysticism ritual can construct an
Qubliette within a subterranean structure. The darkness
within the Qubliette drains Intelligence from mortals
immersed within it, at a rate of one dot per night. This
Intelligence is not recoverable.

Nightmarish visions constantly beset vampires within the
Qubliette, often leading to the swift arrival of Derangements.
The player of any vampire immersed in an Oubliette must
roll against the character’s current Willpower each nighr;
the character may not recover any temporary Willpower

FORGOTTEN SORCERIES

e 2o

Mystics are responsible for the Lasombra fashion of
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gaﬂkgmunds are generally bought at character cre-
ation or developed during the course of a chronicle.

A vampire embarking on a mission to build himself an

Qubliette, acquire Resources, or recruit Allies is bound

to lead to interesting interactions and challenges.

Another method is to purchase Backgrounds

with experience points.

In the downtime period between chapters of a story,
Backgrounds are purchasable for an experience cost of
three points per level of Background. As always, con-
sult with the Storyteller before spending hard-earned
experience on something, and ensure it contributes to the
upCcoOming narrative.

points while within the dark. Failure reduces the current
Willpower by two points, inducing a Derangement in the
vampire once the rating reaches zero. Willpower then resets,
and the procedure begins again until the vampire's extract-
ed or discovers an exit. Vampires who enter the Qubliette
willingly, and those on the Road of the Abyss or Road of
Sin, lose one Willpower point per night.

The darkness within the QOubliette is unnatural and
therefore impossible to see through unless the vampire
possesses the Darksight Merit. Entities summoned with
Obtenebration or Abyss Mysticism within the Oubliette
remain permanently, and cannot be dismissed unless they,
or their summoners, are destroyed.

Any Cainite who braves and survives 20 consecutive
nights within the Qubliette and doesn't succumb to torpor
has the cost of learning Abyss Mysticism rituals reduced by
one experience point for the remainder of the vear.

The greater the Oubliette Background rating, the greater
the volume of the underground structure that is filled with
foul darkness. Points in Oubliette are bought at character
creation, or earned through roleplay.

. Cothn or cupboard-sized chamber

.o Single-room chamber

see Dungeon containing up to five rooms

e f"w'fnili:fq:x'u:t:-;l:rl.n_‘[un:, containing up o 15 rooms
seses  [abyrinthine complex, containing multiple

structures




DENIZENS OF THE ABYSS

Immersing oneself in an Qubliette is akin to crossing
into another dimension. According to some Abyss Mystics,
that is exactly what it is. Shapes warp in the darkness of
Obtenebration, objects gain life, angles possess motion, and
creatures not :ulpp-f:n?s::l] to exist in our world manifest. Aftera
certain point, the inmate of the Qubliette believes light has
returned to her eyes, and she looks upon a nightmare -land
populated by monstrous denizens, humanoid tricksters, and
sucking vortices. This vision may be illusory, as Darksight
enables vampires to see their mundane surroundings.

A chronicle set in the darkness of an Oubliette will be a
harrowing experience filled with nightmarish entities, riddles,
tricks, and a fight for survival. The rewards are great — the
danger more so. Impossible alien structures exist within the
Cubliette, alongwith creatures never seenin the world above.
Lore is hidden here, the secrets of Obtenebration and Abyss
Mysticism rich in sunken sepulchers and bloody mires, Few
native inhabitants of the Abyss are by nature charitable,
but some will consort and converse with Cainites within
the Oubliette, providing they have something to gain from
such an interaction.

BILATHERSKITE

An entity comprised entirely of limbs, drageing lengthy
fingers and toes along the ground in its wake: the blatherskite
s no creature born of human gods. This whip-thin entity has
no torso or head, instead bearing a trunk made of tangled
shadows and a flailing array of arms and digits from stumps
all around its body.

The blatherskite communicates only in chirrups and
belches, the origins of which are unknown, as it appears to
possess no orifices. The noises it produces increase in fre-
quency and volume the closer the blatherskite gets to any
creature bearing blood. When in close proximity, it lashes
out fiercely with its many appendages, attempting to choke
and strangle its victim.

The blatherskite continues to squeeze its victim until
blood emerges. Once it obtains several blood points, it lan-
guorously flops to the ground and dissolves into liquid shadow.

Attributes: Strength 2, Dexterity 5, Stamina
2, Charisma 1, Manipulation 1, Appearance 0,
Perception 4, Intelligence 1, Wits 2

Abilities: Alertness 3, Athletics 4, Awareness 3,
Brawl 3, Empathy 1, Intimidation 3, Subterfuge

3, Performance 2, Stealth 4, Survival 1, Investigo-
tion 5

Disciplines: Celerity 4, Obtenebration 1, Po-
tence 2

,,.‘“‘.—*‘;

Willpower: 4
Health: &

Notes: Blatherskites commonly have a reserve
of tive blood points.

INFANTILE BEZORR

Abyss Mystics claim, “the Abyss exists within those who
enter it.” They're not just being poetic. An infantile bezoar
is a living growth that occasions to manifest on the insides
of any entity who consumes food or liquid in the Abyss.

The bezoar starts insignihcantly enough; a vampire foolish
enough to drink from one of the rancid pools of blood or
pillars of obsidian flesh stacked high in the Abyss may notice
a tiny weight on her heart as the tumor grows. As each night
passes, the bezoar gets larger. It continues to grow until it
renders the heart an empty husk — draining all blood from
it and then burrowing out through the vampire's ribcage.

Abyss Mystics have studied the bezoar in attempts to
find out what happens after it escapes its host, but are still
to discover its adult form. Vampires in the know are sure to
carve Bezoars from their hearts before succumbing to torpor.

Attributes: Strength 4, Dexterity 1, Stamina
3, Charisma 1, Manipulation O, Appearance 0,
Perception 3, Intelligence 2, Wits 3

Abilities: Alertness 3, Athletics 1, Awareness 2,
Brawl 1, Intimidation 2, Sublerfuge 1, Stealth 4,
Survival 4, Occult 3

Disciplines: Fortitude 3, Obtenebration 2,
Potence |

Willpower: 3
Health: 4

MNotes: An infantile bezoar drains and immedi-
ately expends one blood point on the first night it

attaches to a host, and a cumulative blood point
tor every night therealter. It can drain @ maximum
of six blood peints in one night; thus achieving
this full amount on the sixth night.

(IMBRIFEROUS MAON

The Umbriterous Man is a source of much conjecture
among Abyss Mystics — the main questions being whether
it is a humanoid(or shadows coalescing to form one), or
whether there are many Umbriferous Men.

To select visitors, the Umbriferous Man will speak in a
hundred languages at once, and pose riddles with splendid
rewards for those who solve them. Failing to solve such a
riddle has no immediate aftermath, contrary to Lasombra
tales. Yet, all who fail know the Umbriferous Man will —one
night — claim them from the shadows of the world above.

THE HORRORS OF ABYSS MYSTICISM
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Cainites disappear from their havens, no evidence of their
passing remaining. That is, except for shadows permanently
imprinted in corners of the room.

The Umbriferous Man is a tall figure clad in multiple
swirling rags and cloaks, his yellow eyes barely visible through
layers of swaddling. Despite the coverage, his voices ring
clearly from his mouth, and he treats all visitors to the
Abyss kindly.

If attacked, the Umbriferous Man attempts to fight back,
but he 15 no adept combatant. He's said to carry thousands
of pieces of silver that spill from his bandages upon death.
Any who take the coins disappear soon after.

Attributes: Strength 2, Dexterity 3, Stamina
2, Charisma 4, Manipulation 4, Appearance 2,
Perception 4, Intelligence 5, Wits 4

Abilities: Alertness 2, Athletics 1, Awareness 4,
Brawl 1, Empathy 3, Expression 4, Intimidation
2, leadership 3, Subterfuge 5, Commerce 3,
Eh vette 2, Performance 3 Stealth 2, Survival 1,
hcademucsS Enigmas 5, Investigation 2, Medi-
cine 2, Oceult 5, %hE‘G'QQ}F 3

Disciplines: Abyss Mysticism 2, Auspex 3,
Chimerstry 2, Dominate 3, Obtenebration 4,
Obfuscate 2

Abyss Mysticism Rituals: Eyes of the Abyss,
Subsume the Darkness, The Abyss Knows

Willpower: 7
Health: 10

Notes: The Umbriferous Man commonly has
a reserve of 12 blood points, replenished atter
spending a day in pitch blackness.

THE MinAcious [EGION

Throughout the Abyss reside entities resembling knights
riding upon steeds. They are clad in thick, black, spined
armor, and wield swords and lances of nebulous shadow. This
Legion of knights never dismount their coursers, causing
some Mysrics to assume they are one with the beasts they
apparently ride.

The Minacious Legion are watchdogs and hunters within
the Abyss. Theyspeak several dead languages, but rarely find
time to converse with their victims — it benefits them more
to harry and torment prey, inflicting wounds and instilling
terror. Each night pursuing a victim rewards knights of the
Legion with increased power, drained directly from those
they hunt.

The mounts used by the Minacious Legion are headless

things with flicking shadow tendrils for legs and ropy tentacles
of black for bodies. These creatures resemble horse-sized
woodlice, and smell strongly of urine.

FORGOTTEN SORCERIES
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Attributes: Strength 4, Dexterity 5, Stamina
5, Charisma 2, Manipulation 1, Appearance 2,
Perception 4, Intelligence 2, Wits 3

Abilities: Alertness 4, Athletics 5, Awareness 1,
Brawl 4, Intimidation 4, Animal Ken 3, Etiquette
1, Melee 5, Ride 4, Stealth 2, Survival 3, Investi-
gation 3, Medicine 1, Occult 2

Disciplines: Abyss Mysticism 2, Animalism 2,
Celerity 3, Fortitude 3, Obtenebration 1, Potence
3

Abyss Mysticism Rituals: Eyes of the Abyss,
Abyssal Blade

Willpower: 6
Health: 12

Notes: Members of the Minacious Legion common-
ly have a reserve of six blood points. For each night
spent harrying a victim, a knight of the Legion gains
one point from one of the victim's Disciplines. This
starts with the highest Discipline dots, and prioritizes
in-clan Disciplines first. Conflicts are resolved by

the Storyteller. Once the knight has all the Disci-
plines of his victim, he attempts to make the kill. The
Minacious Legion are armed with broadswords and
lances (see V20 Dark Ages p. 349) and armored
in Class Five Armor (see V20 Dark Ages p. 350).

INGURGITANT VORTEX

Inhabitants of the Abyss are terrifying and varied, yet
Mystics fear nothing more than consumption by an ingur-
gitant vortex. These churning windows of ingestion can
appear in anything solid — floors and walls being the most
common, coffins and beds being the most dreaded.

The vortex is a concave depression, slowly grinding
in an anti-clockwise spiral. It's typically between one and
three meters (3 to 10 feet) across, though rumors hold of
ingurgitants of greater size. From within the vortex pours a
mass of thin, grasping tongues, attempting to pull victims
inside. None consumed have ever emerged, and their souls
have proved impossible to locate.

The ingurgitant vortex strikes without warning. Deterring
the ingurgitant takes application of a natural light, or fire
— no mean feat in its domain of the Abyss. Most horrifying
of all is the sweet, singing voice emerging from inside the
vortex, beckoning victims inside in the voice of someone
once dear to them.

Once the vortex has a taste of its victim, it will continue
to manifest in proximity to the vampire night after nighe. It
can only change locations three times a night.

Attributes: Strength 5, Dexterity 1, Stamina

5, Charisma 1, Mnmpulu’rmn 4, Appeurﬂnce 0,
Fermphnn 2, In’relhgence 3, Wits 5
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Abilities: Alertness 2, Athletics 1, Awareness 3,
Brawl 5, Intimidation 5, Expression 4, Stealth 1,
Subterfuge 3, Occult 4

Disciplines: Fortitude 2, Obtenebration 5,
Potence 4

Willpower: 5
Health: 20

Motes: The Ingurgitant Vortex commonly has a
reserve of ten blood points

ArYss MyYsTicisM RITUALS

The Abyss is a weapon for those sturdy enough to brandish it.
— Lord Rickard Argentis, Knight of the Abyss

Abyss Mystics hoard their secrets. Members of other
groups may not access their Rituals without first dedicating
their existences to the Abyss. Some attempt to make such
a dedication of words without speaking truthiully, but the
Abvyss knows. Through rites practiced by the Abyss Mystics,
sacrifices of liars are commonplace.

* THE ABYss KNows

Mystics make clear that any Cainites implementing the
rituals of Abyss Mysticism must stare into the starlit sea and
dedicate their eternal selves to the Abyss. They must open
all their secrets to intrusion by the darkness. The pledge is
only words, but those who do not make it, or state it without
conviction in their hearts, are visibly liars to practitioners
of The Abyss Knows.

System: The Cainite must possess the Abyss Mysticism
ritual Pierce the Veil (see V20 Dark Ages p. 271) and
have the Darksight Merit. By spending one blood point and
rolling Perception + Awareness (standard difficulty versus
an opposed Conscience/Conviction roll, if resisted), success
indicates whether the target is a true servant of the Abyss or
an impostor. Failure has no effect; a botch means the Abyss
Mystic misreads the result.

* LocaTING THE QUBLIETTE

Abyss Mystics obsessively guard the locations of their
Qubliettes from Cainites outside theirideology. Among their
own, it becomes useful to know the nearest entry-point to
the Abyss. Despite the dangers within that plane, Inquisition
or Lupine hunters often drive a Mystic to hide within the
darkness, or even lure her pursuers inside to face perils far
worse than Cainites.

System: The Cainite must cut herselt and expend atleast
one blood point. On a successful Perception + Occulr roll
(difficulty 5); the vampire is able to see a line one kilome-
ter (2/3 of a mile) long (with an additional kilometer per
success), leading to the nearest Oubliette if one exists. This

”‘_*‘;

line remains visible to the Abyss Mystic for one night per
blood point spent. On a failure, nothing happens; a botch
leads the Cainite to the nearest location bearing True Faith,
regardless of distance.

** NpYsSAL BLADE

Abyss Mystics are assassins and warriors as often as they
are cloistered scholars; the Abyssal Blade ritual grants them
a deadly force against even the most hardened of opponents.
The Abyss wreathes around a Mystic's edged weapon, coating
the metal in a swirling ichor of shadow. The ritual enables
the blade to cur through armor as if it were immaterial, and
inflict wounds impossible for mortals to heal.

System: The Abyss Mystic must immerse the blade
of his weapon in the blood of any living ereature, holding
the weapon's handle as she dedicates her tuture kills to
the Abyss. She rolls Strength + Occult (difficuley 7), with
success imbuing the weapon with an unholy power allowing
a weapon to bypass armor — not Fortitude — and inflict
ageravated damage on mortals. Each success resules in the
weapon remaining imbued for a night. Once the power runs
out, the weapon corrodes and becomes useless. The ritual
can be enacted more than once on the same weapon, prior
to corrosion. Failure leads to no result; a botch causes the
weapon to corrode immediarely, and prevents the ritual from
being incanted again that night.

* ¢ [MPLANT THE BEZOHR

Bezoars are native to the Abyss, but Mystics know of
ways to draw them out into the world above. Among the
smallest creatures in the Abyss, windows of darkness give up
these tumorous parasites. Initially stored in pools of blood by
Abvyss Mystics, they are set loose on the Mystics’ enemies to
act as a slow poison. Many a toe has fallen to torpor without
even knowing she bore a Bezoar clamped to her dried-out
heart. The only evidence is a bowl stained with dried blood
found outside the vampire’s haven, and a small slug-like
trail leading from it to the Cainite’s preferred resting place.

System: The Abyss Mystic must have access to an QOu-
bliette, or stand in a lake during the new moon, and cut off
a finger to produce a blood point. An Infantile Bezoar heads
for the vitae, and attempts to enter the Abyss Mystic, unless
she is prepared with an existing bowl of separate blood. The
Bezoar will remain in the bowl tor a night as it drinks its fill,
during which time the Mystic can exit the Qubliette — if
she knows the way out — carrying the bowl and the feeding
parasite. The Bezoar will continue to feed untl dawn, at
which point it will travel to the nearest sleeping Cainite and
crawl inside its mouth to avoid the daytime. The Infantile
Bezoar's statistics are stated on p. 33. It dissolves into a
puddle of shadow after exiting its victim.

THE HORRORS OF ABYSS MYSTICISM
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**+ (OONE WITH THE DARK

Accessing the Abyss withinis a physical ordeal, producing
convulsions in the Cainite attempting to do so and requiring
a great expenditure of blood. Despite this, Abyss Mystics
are enthusiastic to become One with the Dark, teaching
this ritual with great pomp and pageantry. Those Mystics
who are One with the Dark are seen not as novices, but as
adepts — fully prepared to sacrifice their souls for hidden
truths, forbidden knowledge, and greater power.

System: The Abyss Mystic must be in an OQubliette, or an
enclosed space with no light on a night of the half moon. He
must prepare his body with ritual tattoos designed by master
Mystics, said to be in the language of the Abyss. Stripped
naked and covered in pitch, the Cainite convulses and
produces a minimum of three blood points from his orifices,
requiring a Stamina + Occult roll (difhculty 6). Each success
grants the Mystic a secret belonging to any of the Cainites
named in the ritual — the secrets to be determined by the
Storyteller — and makes the skin of the Abyss Mystic turn
an unnatural, smoking black in color. The Abyss Mystic's
Appearance rises to four dots, or by one dot regardless of
Generation limits — whichever would be higher — until

FORGOTTEN SORCERIES

the next half moon; if the Cainite is on any Road other than
that of Sin or the Abyss, performing this ritual reduces the
rating by one permanently. On a failure, the ritual does not
succeed and his peers shun the Abyss Mystic for at least a
month. On a botch, every Cainite in the local domain sees
the Abyss Mystic's secrets while they sleep.

¢ ¢ ¢ {IMMONING THE
BLATHERSKITES

Mystics publicly snub those who practice this ritual.
Blatherskites are uncontrollable Abyssal entities known for
attacking victims randomly, albeir in a devastating manner.
When Lasombra wish for chaos to reign in a rival domain,
however, blatherskites ease from the shadows to tear herds
and retainers apart. Mystics may deny involvement, but this
ritual sees increasing use as Magisters secure their grip on
the Sea of Shadows.

System: The Cainite incanting this ritual must have
familiarity with the domain in which she wishes the blather-
skites to emerge, having already succeeded on a Perception
+ Survival roll (difficulty 6) on a night prior to the sum-
moning, in order to identify the darkest cracks. From these,
the blatherskites birth. The Abyss Mystic must submerge

-‘*_‘“
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herself in a body of water and make an extended test of Ma-
nipulation + Occult (difficulty 7) with a target of 10, 15, or
20 successes. Over the course of that night, for each rarget
number hit, a blatherskite emerges in the chosen domain
and attacks at random whomever it comes across. You do
not choose a target; another blatherskite emerges at each
benchmark. It can only be harmed by ageravated damage
and it melts when the sun rises. On a botched extended test,
a blatherskite emerges from the body of water in which the
Cainite performs the rite, and atracks its summoner. The
blatherskite's statistics are stated on p. 33.

¢+ ANGRA MAINYU CONSUMES
SpENTA MAINYU

Abyss Mystics despise the light; with its presence, they
are incapable of practicing their rituals. This ritual allows
them to snuff all light — whether from natural sources, the
flame of a torch, or even the Thaumaturgy of Tremere. With
retching convulsions, the Cainite practitioner spews a foul
torrent of darkness, which consumes all light in the area.

System: The Abyss Mystic must drink a goblet of hot tar,
succeeding on a Stamina-based roll (dithculey 9) o avoid
throwing it up immediarely. Consuming the tar deals two
levels of aggravated damage, which may be soaked with For-
titude. This tar remains within the body of the Mystic for a
number of nights equal to the successes rolled. At any point
while bearing the tar, the Abyss Mystic may roll a Courage
test (dithiculty 6) ro vomit the tar in a shower of unnatural
darkness that filters through the air like inky bubbles, grav-
itating to any light. The tar wraps itself around any such
light, and prevents it from relighting for the remainder of
the night. The radius over which the tar will travel is equal
to 10 meters (11 yards) per success on the Courage test.
This does not protect from the sun.

oo [ oRD ALUDIAN'S QRIFICES

This ignominiously named ritual is one of the strangest
and most horrific among those practiced by the Abyss Mystics.
Lord Aludian Thex, in his role as courtier and spy, often uses
his I:M‘:L!y as a weapon; and as such, Clan Lasombra prizes him
as a merciless killer and true Magister. Thex devised a way
tor the Abyss to exist in his body, allowing him to sacrifice
anyone who breaches it. On the battlefield, the utility of this
ritual is limited at best. In the bedchamber, Lord Aludian’s
Orifices are deadly.

System: The Cainite must for an hour seclude herself in
an QOubliette, or a subterranean cave on a night of the full
moon. During this time, she must force vitae into each of
her orifices, until they swell and blush with life, ar a cost of
two blood points. The vampire must then make a Stamina
4+ Medicine roll (difhculty 6); a success results in the blood

%

turning black and forming small gateways into the Abyss.
Failure produces no effect, while a botch causes the vampire
two levels of ageravated damage, which can be soaked with
Fortitude. Any being who enters anything inside one of the
orifices — while having sex, for instance — loses one blood
point a turn. A reflexive Perception + Awareness roll will
notice this, requiring five successes minus the blood lost (to
a minimum of one). Attempting to extract the penetrative
party causes one level of aggravated damage a turn for as
long as the Abyss Mystic successfully grapples her prey. It
is possible to utterly consume a victim this way, devouring
his weakened body via an Abyss-linked orifice.

e e ROUKEPHOS GATEWRY

This ritual is fraught with peril. Abyss Mystics who open
their souls to the Abyss irrevocably change their beings,
putting power within easy reach but potentially damning
the practitioners. The infamous Boukephous designed the
ritual as a lesson to Mystics who dabble but do not embrace
the Abyss. Boukephos' Gateway makes clear the breadth
of powers a Lasombra can attain, if only he is prepared to
accept the risk of destruction.

System: The Abyss Mystic spends one whole nighr star-
ing into a mirror, only darkness reflected back. As the night
proceeds, the Mystic must spend three Willpower points, and
then succeed on a Conviction roll (dithculty 8) on which
no Willpower can be spent. The vampire remains in place,
staring at the mirror, even after the sun comes up. Another
three Willpower points must be spent, and another Convic-
tion roll must be made (dithculty 9) on which no temporary
Willpower points can be spent. Come the following night, the
vampire turns from the mirror having gazed into the Abyss
and her own, empty soul. If successful, the Cainite bears a
broad grin and is now on the Road of the Abyss. In addition,
1'!!..' E-FL'I'I!L,]S LTNE I'-L:“'i..."l.' I:"l].ﬂ]'[fld P'{]'iI'IE (1 Gh[tnthm l'iﬁn 'F'lﬂ"l.i'{,."'["."i
torevermore. On a failure, the vampire can never move on
to the Road of the Abyss, but can attempt the ritual again
for the Obtenebration benefit. A botch results in the vam-
pire falling directly into torpor, from which only the vitae
I'.]"E- e | I..H!‘iﬂl'l'lhrﬂ l':lf- |1.:|'||1"L’r '[::T{:E'!.Lfl'ﬂfiﬁll Can rouse I.'I:l..!'l'. Si'ﬂ..’ I'I'Ii-"l:'!r’
never attempt the ritual again, and gains a Derangement.

eeee e BrCKON THE INGURGITANT

Abyss Mystics know the horror of the Ingurgitant Vortex,
and some believe it a grand idea to launch these dreaded
beasts on their enemies. Ingurgitant vortices are difficult
to coax away from the Abyss, so when a Mystc makes the
attempt, she tends to aim the sucking hole at a rival Cainite’s
haven, sleeping quarters, or even a throne if she's intent on
humiliation. Ingurgitant vortices have appeared in domains
throughout the Sea of Shadows due to this ritual. Lasombra

THE HORRORS OF ABYSS MYSTICISM
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outside the Mystics find the practice of summoning these
creatures abhorrent, and just cause for the elimination of
Mystics operating outside the clan hierarchy.

System: The vampire must paint a spiral of vitae on the
target area, spending two blood points per meter (1 yard)
in intended vortex dimensions. The blood then soaks into
whatever surface it’s painted on, leaving nostain. The Cainite
must then chant and pray to the Abyss for an hour, within
sight of the target area, spending two temporary points of
Willpower. Finally, she must roll Manipulation + Occulr (dif-
ficulty 6), with each success allowing the ingurgitant vortex
to remain for two turns. Failure results in nothing happening;
a botch prevents the Abyss Mystic from summoning any
entities of the Abyss for seven nights. When any creature
stands in close proximity to the painted sigil, the Abyss Mystic
senses its presence and whether it's a mortal or vampire. By
spending a blood point, the vampire forces the ingurgitant
vortex to form in the surface and attack whatever’s close by,
strangling and chewing any victims, betore drageing them
to the Abyss. Those taken to the Abyss remain there for a
number of nights equal to the Abyss Mystic’s Obtenebration
rating, where they suffer the effects listed under Evocation
of the Oubliette (see V20 Dark Ages p. 274). The vortex's

statistics are stated on p. 34.

[ B B B B BN N O N MK]‘_EE]_I{_‘E’CH{}SEN
OUBLIETTE

Underground is where you will find the Mystics’ Ou-
bliettes, in winding caverns and blood-streaked dungeons.
Boukephos of Clan Lasombra refutes this need to hide from
the stars. Whatever entity of the Abyss long ago possessed
Boukephos, it made him form an Oubliette on the surface
of the world, consuming the entire rown of Latava and all
occupants within. This Qubliette remained until the sun
rose, at which point it dissipated, leaving only a scarred
wasteland where a town once stood, and a lone survivor.
Mystics have long attempted to recreate Boukephos' Ou-
bliette, but few succeed.

System: The Abyss Mystic must paint a circle of pitch
around the perimeter of an aboveground community —
whether a hamlet, village, town, or city. This circle is broken
if crossed by a child, or a believer with True Faith. Once the
circle is in place, the Abyss Mystic must draw her own blood
in its center, under the night’s sky, spending three blood points
as she pools her vitae on the earth. The vampire must then
spend one Willpower point, and succeed on an extended rest
of Intelligence + Occule (difhiculty 8) with a target number of
8 successes for a small community, 15 for a large community,
and 22 for a huge population center. These successes must be
accumulated in the course of one night, and the practitioner
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cannot be disturbed, otherwise the ritual will fail. Upon the
final success, the pitch circle surrounding the community
ripples, and forms tall waves that crash into whatever lies
within it. An aboveground Qubliette forms, and everything
within it shifts to the Abyss. Once the night has passed and
the Oubliette dissipates, only those within the QOubliette who
achieved successes on a Willpower test (difficulty 9) remain,
with a Derangement. Everyone else is taken to the Abyss, and
will remain there for a number of nights equal to the Abyss
Mystic's Obtenebration rating, suffering the effects listed
under the Oubliette Background. Botching the ritual results
in the Abyss Mystic disappearing into the heart of the Abyss
forever. The practitioner is not recoverable.

ASSAMITE SORCERY

“Tudge as you would be judged.”

—Common Expression, Source Unknoun

he ancient school of blood magic, Assamite Sorcery, is

=/ almost exclusively practiced by the sorcerers of Clan
Assamite. Ever since the sorcerers were created by Hagim, it
has been their mandate to study the blood and ultimartely find
a way for Cainites to lead ethical existences where they are
not purely like other, more appropriative clans. Recognizing
the difficulty of this in a world where Cainites must feed on
blood simply to survive, they still strive todampen the pangs of
hunger, hold back the Beast, and facilitate their clan’s purging
of evildoers. To do this, those Assamite sorcerers use ancient
rituals and magical paths to empower themselves or their
brethren in the face of danger, and to keep their mysteries secret.

Detailed in this chapter is a brief explanation of Assamite
Blood Sorcery, some of those who practice it, and much
previously restricted information about the mystical source
of their sorcery in their hidden city of Alamut.

AraMArT

The Assamite Holy City lies central to each Assamite's
eternal m::mi'l-u.trﬁhip in the clan. Alamut stands ready to train
all neonates who seek to make the most of their vampiric
existences by punishing those unworthy of their dreaded
power. And when those neonates age, Alamut stands ready
to provide a haven for further study or retreat, and assures
instant, reliable communication across the known world.

Clan edict requires all sires to send or accompany their
new childer to Alamut upon Embrace. Here, they are bound
to the Blood of Alamut, a pool taken from every vampire in
the clan, and used to ensure the constant communication
that the Assamites rely on for their operations. Those who
are charged with keeping the pool are few, but their duties
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CALL THE NEW BLOOD
HOME (LEVEL 2 RITUAL)

n Assamite who wishes to Embrace and has

demonstrated the worth of her future chil-
de must contact a sorcerer and a vizier of a lower
Generation than she possesses. The vizier permits or
denies the Embrace, judging if the mortal is a worthy
addition, while the sorcerer channels the energy with
the approval of the sire-to-be and the vizier. With
the invocation of this ritual, all three Assamites
must spend a point of blood before the Embrace
occurs. The essence of the blood descends upon the
soon-to-be-sire, simulating a small portion of the
blood pool in Alamut. Upon Embrace, the new sire
must place a piece of parchment in the cheek of her
new childe with the name of the sorcerer who cast
the ritual and the vizier who approved it. When the

childe awakens to undeath, he immediately enters
the Trance of Return, making his way to Alamut to
become a full member of the clan.

keep the clan together, informed, and for the most part, safe.
We elaborate on this noble path, the Keepers of the Pool,
on p. 41. The Ritual “Call the New Blood Home" joins all
Aﬁﬁ}lnlit{:ﬁ (8] [I'.I.!.'.‘ Same secret F"IE'!.IIT [I:H.“!I.' "ﬂ.!" “.":I"'{ DVET Fh'l."
course of their vampiric nights.

TERRAIN AND THE CITY [TSELF

As an Assamite looks out from the city of Alamut to the
north, she sees dry, rolling foothills slowly lowering to a sharp
bend in a river that flows north turning east. There, she sees
a great desert, the river flowing through all existing elevation
but providing no nutrition to the desert around. And to the
west, other than the great Western Road that leads to the
Mediterranean and along which stand the Assamite Warch-
towers, all she sees are mountains. She sees only the pass,
the dry rocks, sparse vegetation, and to the south the same.

The city flourishes from within the mountain range itself,
taking advantage of natural fissures and caverns carved by
the weathering process. Constructions weave in and out of
these natural formations almost seamlessly, and the result
is a city providing absolute protection from sunlight. The
style is deliberately simple. Many rituals protect the city
from discovery, including one constantly in use that gives
anyone who mistakenly lays eyes on the city a sudden desire
to find his way home.

ﬁ.‘y‘_";

CHAMBER OF EILDERS AND THE PooL

The Chamber of Elders houses meetings of the Eldest
and her main advisers. These are usually some of the old-
est vampires in the clan who are not in torpor. Usually,
the ten-person Council houses six viziers, three sorcerers,
and one warrior — the Captain of the Guard, who is also
tasked with protecting the physical establishment of the
city and all clan members who reside there. No magical nor
physical restriction prevents any member of Clan Assamite
from entering the chamber, but they are not supposed to
do so without a summons. Under the circular table winds a
staircase used by those who maintain the Blood of Alamur,
1-:1_11-[ ina [:u::-{:ul below.

This pool has several othersecret entrances and one main
entrance, which leads to a font from which the Assamirtes
may drink their fill from the never-ending pool. This is to
keep any Assamite from being blood bound to another, but
serves the purpose of keeping each member of the clan
bound to the clan as a whole, unable to betray her siblings,
sire, and childer while her diet consists of the sacred blood.
It ensures that they remember the Alamut, and their sacred
vows to uphold the will of Hagim. When not home, they
must, of course, subsist — with the Permission of the local
Prince — on the blood of mortals.

THE WATCHTOWERS

The Road to Alamut is well defended from outside artack
already, and the city designed to repel invaders. Even if an
enemy army came in force to Alamut, the city’s warriors are
strong and know the secret passageways like no one else. All
the same, the Assamites consider it better if anoutside attack
doesn't even come somewhat close o occurring, and thus:
the Watchtowers. [t was not long after the Ritual of Return
was set and forged with blood magic that Hagim and the
viziers realized their secret city could not remain secret if it
were possible to follow Assamites on their journey back to
Alamut. The Watchtowers were constructed in open areas
with no shelter for at least a halt-day’s journey around and
justunder a full night's travel from the next Watchrower. Each
Watchtower hosts a garrison of twelve warriors, administered

by a vizier and pair of sorcerers. All of these are supplied by
courier with fresh blood from Alamut every night. Though
the price for maintaining these outposts in the desert and
mountains is high, their placement allows anyone following
an Assamite on her journey home to be watched carefully
and stopped before he can find the sacred path.

The Watchtowers are unmarked, so that travelers will
not happen upon them, and sealed with ancient, rune-in-
scribed stones made indestructible to mortal means. Though
the Watchrowers can be identified if someone comes close

ASSAMITE SORCERY
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RELUCTEANT COOPERATION FOR
THE SBKE OF ORGANIZATION

on't get us wrong, the Assamites want to stay organized, and on a macro-level, they see no problems with fol-

lowing the direction of the Eldest. But each caste sees itself as the embodiment of Hagim's will, and while each
caste's members recognize the need for the others, they think their caste should be in charge. The viziers especially,
whose job is to spread the clan's message in European courts, would rather not have to communicate through the
sorcerers. Whether to send messages in advance of their arrival to younger and older vampires of other clans, or to
communicate with their own Elders in Alamut when abroad, the viziers would much rather they controlled the Assa-
mite communication system than the sorcerers. Similarly, the warriors don't appreciate the bureaucracy, especially not
when it sometimes allows a vizier to stop them minutes before they punish an important vampire from a different clan
for his unworthiness of the blood. Older viziers, who for the most part, stay put in Alamut, can't even communicate
directly with the younger members of their own caste. All messages of any kind go through the sorcerers, providing
older and younger sorcerers alike with a significant amount power to steer the direction of the clan. This breeds
resentment that may be interesting to examine in a chronicle.

to read the runes, the stone is normally immovable. When
night falls, the stone rolls away, allowing the warriors therein
to take their posts for the night, to bring in any Assamites
coming home or to eliminate any other Cainite foolish enough
to attempt the way along the road to Alamut. Each Warch-
tower keeps an additional store of blood sufhcient to ensure
that they are safe from sieges of up to a week, and able to feed
their fellow Assamites as they undergo the Ritual of Retum.

THE TRANCE OF RETURN

The secret of Alamut is one that all Assamites are sworn
toprotect, This is actually an easier secret to keep than many
in Cainite society, because none of them save the Eldest and
Hagim know the location of the Assamite Holy City. All
the same, that knowledge is hidden in the blood that every
Assamite carries within her and in an amulet around her neck.
When an Assamite is sent from Alamut or summoned home,
she enters the Trance of Return. Each day, while traveling
under the trance, the Assamite awakens five minutes after
the last light of the sun has gone from the sky, and finds a
safe phln:;q: to rest an hour before the sun rises. Otherwise,
she travels without stop except to escape danger and eat.

Though it is called the Trance of Return, the Trance itself
only occurs between the outermost Sentinel Watchtower and
Alamut. During this time, the Assamite has no perception
of the world around him, and instinctively travels from
Watchtower to Watchtower before finally making his way
to Alamut on his return, or to the outer Watchrower on his
departure. Once he re-enters the city limits of Alamur, or
enters the protection of the Quter Watchtower, the Trance
is lifted, and he becomes aware again, though he still cannot
resist the urge to journey to his destination.

FORGOTTEN SORCERIES
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While soentranced, the Assamire can only use Disciplines
if he is in danger, at which point he briefly becomes aware of
his immediate surroundings. When the threat is removed,
he enters the trance again and continues his journey, even
forgetting that he was ever in danger.

VIZIERS BND SORCERERS
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effectively in vampiric society. While we elaborated on the
role of the warriors on p. 431 of V20 Dark Ages, here we
will discuss the role of the viziers and sorcerers in preserving
and promoting the teachings of Hagim.

Clan Elders task the viziers with managing Alamut and
promoting a stable image for Children of Hagim in the many
Courts of Europe and North Africa, but the viziers rely on
the sorcerers for the communication system, rituals, and
Protections that make rlwirjuh & wsible. The sorcerers control
the blood pool to which all Children of Hagim contribure,
and their research supports the viziers' efforts to propagate
a positive image of the clan when engaging in diplomacy.

The viziers know everyone in the clan. They have an
idea of where everyone is and what they're after; what the
various princes of Europe, the Near East, and North Africa
care abour; and which of them are being judged by the
warriors. The sorcerers control the infrastructure and think
they should be in charge for that reason. They differ on their
reasons for using magic. Where the warriors see the viziers
and sorcerers as tools to facilitate their work, the viziers
see all Assamite blood sorcery as essential to spreading and
following the teachings of Hagim. Meanwhile, the primary
concern of the sorcerers is how the magic can be made more
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powerful. They're reminded of how central a goal this must
be when they recall their original purpose of defeating the
Baali, and their absolute lack of success in that regard.

GENERATIONAL CONFLICT

While not exclusively true, the vast majority of viziers
who actively rravel and engage in diplomacy with other
vampiric clans are neonates between 50 and 300 years old.
These vampires hold reasonably fresh blood bonds and con-
n[.'l:-'l,'!.'l ms to f'!ht.l.ﬁ"“ lt.."': FII: WYET :;Iﬂli,.'l COMIMUn ifﬂ”l‘]n f'i"!."!"ut CITlS, ﬂnd
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clan is just like any European vampire clan. Still, this doesn't
come without detriment to the clan. Younger vampires spent
their human lives in a very different time than older vam-
pires, and their lives before the Embrace and present time
spent traveling around in the 13™ century have led to many
of them connecting in various ways with the Islamic faith.
The Assamite's choice to commission younger clan-members
— who tend to identify and connect with Islam — as their
ambassadors has led many of the other clans to associate
them with Islam, going so far as to call them Saracens. As
a result, the Assamites have suffered a promoted stereotype
rooted in a different faith from Christianity. The disconnect
between old and young viziers means that younger viziers
present the image most Cainites see of the Assamite clan.

Warriors and sorcerers less public, less important to the
older warriors and sorcerers that they don't worship Allah,
except if it distracts them from the teachings of Hagim.

KEEPERS OF THE POOL

Deep within the heart of Alamut lies the sacred pool of
blood that sustains the city in the sparsely populated desert
mountains that the Assamites call home. Here resides the
order of the Keepers of the Pool, who keep the city, the clan,
and — they believe — all Cainites safe from the ravages of
the Beast. Practicing the ultimate in self control, the Keepers
routinely starve themselves to reflect on the gifts of Hagim,
using the focus they get from desperation to study the pool
as it swirls with the happenings of the Assamite world. Each
and every sorcerer, like each and every Assamite, recognizes
that the mark of Caine is both a curse and a blessing. While
their siblings, the warriors and viziers, see fit to judge and
cleanse the wrongdoers, the sorcerers seek, in their minds,
a higher calling to reduce the damage that the curse does
to Cainites and mortals alike.

In this pursuit, the Keepers are some of the most import-
ant sorcerers of all. They keep Alamut fed and allow for the
Elders and Eldest to know the fate of the clan and the state
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of the world. They devote their nights to the study of the
many supernatural elements that occur in the Great Pool,
learning to read the ripples and currents therein, and also
manipularing it for the betterment of the clan. This does
not come without a cost. Where other sorcerers and indeed
most other Assamites may leave the holy city, the Keepers
become bound to it in an intimate way.

Not every sorcerer is expected nor able to become a Keeper.
That role is reserved only for the most ardent and devout
of the sorcerers. Given the lack of focus that many see in
the younger, higher-generation Cainites who are Embraced
but still believe in the tenets of Islam, it is considered an
enormous honor to be chosen by the Elders for the task. All
sorcerers deemed worthy of the sacred task must complete
a series of tests encompassing their knowledge of Assamite
blood sorcery, their understanding of the teachings of Hagim,
and their commitment to the goals of the clan. Once they
have passed, their initiation begins. By first confessing their
tailures before the Council of Elders and then emptying
themselves of blood, the sorcerers undergoing initiation
spiritually and magically drain themselves. As every present
Keeper recites the holy vows, the initiates drink from and
bind themselves to the pool.

Keepers are unable to go without drinking at least one
blood point from the Great Pool each night. When they
fail to do so, they take one unsoakable level of aggravated
damage each night without. When Keepers must leave Al-
amut for especially important business, they carry wineskins
full of blood from the Great Pool for the sake of personal
consumption. When traveling, Keepers may have need of
their arts; any of the rituals listed below, save the ffth, may
be used just as well with the Keeper pouring the blood into
an open-mouthed container.

The Keepers work in close contact with each other, but
save for necessary interactions for the purposes of their work,
ti._l:!.‘."_r' ang ]'ﬂ.rﬁl_'].}' iﬂ'l.:l].ﬁtt,"i.‘l f-'ﬁ. 1T 1.][']._“..‘1- I11|:,‘|1'|1'!-|:r:-i 'I::If- ['h'l.'!'tl' ':l:;"'.l..
Should a Keeper have a childe, that childe is more likely
to become a Keeper herself than other neonates, and the
Keepers maintain a certain degree of elitism towards those
who wish to join their ranks. When the Elders do choose a
new Keeper, they're absorbed into the sect with nocomplaint.

It is generally expected that Keepers follow the Road
of Blood as described on p. 432 of V20 Dark Ages. Their
auras and virtues will necessarily reflect the information
written for that Road.

The Keepers practice an eponymous path of Assamite
Sorcery known only by them.

ASSAMITE SORCERY
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THE KEEPERS WAY

SENSE THE RIPPLES ()

Assamites learning this path learn first to listen and read
the largest ripples in the Great Pool, indicting dramatic
events: the death or torpor of an Elder or Eldest, a planned
treachery, or worse. Though dramatic events can be seen as
they occur, it is only with higher knowledge that a practi-
tioner can know in any detail what has occurred. With each
success, she may ask one clarifying question related to the
subject that can be answered with yes or no. Paradoxical
questions cannot be answered.

THE GIFT oF HBEQIM (* *)

With greater study, a practitioner can stretch the blood
drawn from the Great Pool. He must drink at least one blood
point from the pool. His body is filled by the pool, regardless
of how far he is from the actual pool. He gains blood points
equal the number of successes, which come once per hour
until fully awarded.

THE DISTANT CRIMSON (**°)

With this spell, a practitioner can observe the physical
surroundings of any Assamites in a one hundred kilometer
radius. She may see through the eyes of the Assamites present
at the location, and can tell their general emotional states,
whether they have suthcient blood to get through the week,
and whether they have been in combat in the last night. With
additional successes, she may filter her perceptions based on
an additional, formally recognized trait such as caste or age.

KNow THE FATEOF ONE (®***)

By examining the minute stirrings of the pool with more
clarity, a practitioner can sense a dramatic change in the
fate of one vampire. She may ask questions that can be an-
swered with a yes or a no, equal to the number of successes
on her roll. This spell is frequently done to discern the true
depravity of especially powerful vampires. When the warriors
believe they must inflict Final Death on a Prince, they first
ask the Keepers.

F;qs‘r Ii‘;*'l'ﬂ THE PooL oF BLooD

This spell must always be cast by four sorcerers. By emp-
tying themselves of blood points with their hands in the pool,
the practitioners can feel the blood of all members of the
clan flowing through them, and can impact the immediate
fate of the Clan Assamite. All participants gain one Gen-
eration during the casting, as the potency of their blood is
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permanently used to influence the clan’s fate. Though they
may not control time, nor impact things directly, through
the power of this ritual they may dramatically impact the
result of a series of events. In effect, they choose a goal o
accomplish, which must be agreed to by all casting members.
For each success, choose one of the following:

* Individuals gain =1 difhculty on relevant acrions (ro
a minimum dithculty 3).

* Individuals gain +1 die on relevant actions (to a

maximum -+ l.]ll._'ll_‘}.

*  Those obstructing the goal gain +1 L]I.I.j:ll..'l'.lh'!.' (to a
maximum dithculey 9).

*  Those obstructing the goal lose 1 die (to a minimum

dice pool 1).

For example: If the goal is to prevent an army from in-
vading Alamut, all warriors would receive bonuses to their
rolls made to defend the city, and all sorcerers would gain
bonuses to rituals in defense of the collective, while enemies
would suffer penalties to attack the Assamites therein.

RiTtuars
STRENGTH OF HAQIM (LEVEL 1)

One of the first rituals a new Assamite sorcerer can learn
is this protective spell meant to allow her to draw on the
power of all Assamites, past and present, to resist domination
or blood addiction. By carrying with her an amulet bathed
in the Blood of Alamut and reciting a brief incantation, an
Assamite may gain a bonus equal to herdots in Thaumaturey
to resist the affect of mind-altering spells or Disciplines. The
vampire's defense to these same effects is reduced by one
after every failed casting. If the effect does not allow for a
defense, this applies as a penalty to the activation.

Ritunr. oF RETUrRN (LEVEL 1)

Only Assamites hold the necessary knowledge to locate
Alamut, stored deep within the Blood of Alamut itself. When
a vizier needs to send an Assamite to or from Alamut, or
summon him to the Holy City, the sorcerer casting this ritual
uses one of three variations. When the Ritual of Return is
invoked, unless specified, the atfected Assamite enters the
Trance of Return described on p. 40 as soon as he sets out
to journey for Alamut. Pragmatically, if an Assamite had
taken refuge in a Prince’s court, this would take affect once
he left the Prince’s demesne.

It all participants are in Alamut, then the sorcerer needs
only to spit in dirt or dust to make mud before marking each
heel of the Cainite being sent forth. Once the vizier speaks
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the name of the place, the Assamite immediately enters the
Trance of Return. She travels to her destination as quickly
as possible, and forgets her journey, only stopping to eat,
take refuge from the sun, and at the clan's Wartchtowers
on her way out.

If all participants are in the same place and that place is not
Alamur, the sorcerer casting the spell must set a traveler’s hood
upon the Assamite and instruct him to return home. The vizier
then asks him if he has served Hagim faithfully (to which the
Assamite is expected to answer yes). The sorcerer takes the vial
of blood kept on the vizier's person and draws a circle around
the traveler using the vial as a tool to mark the ground. When
the vizier speaks the name of Alamut, the Assamirte repeats it
and immediately enters the Trance of Retumn.

If the vizier and sorcerer are in Alamut, bur the Assa-
mite being summoned home is not, then the ritual is more
complicated. The sorcerer invokes the Blood of Alamut to
call home the wandering member of the clan. This requires
that the caster be a member of the Keepers of the Pool (as
described on p. 41). The Keeper must draw a circle around
the vizier, who speaks the name of the summoned Assamite
three times while having blood from the pool poured over
her head. The clan member feels irrevocably drawn, but may
spend the night settling affairs before he begins his journey
home the next night, at which point he enters the Trance of
Returnimmediately. The use of this ritual is generally limited
to times when an Assamite is nowhere near a major city
where viziers and sorcerers would be able to use the second
method of invoking the Ritual of Return.

Broobp Caiis To Broobp (LEVEL 2)

A vizier often needs to contact a member of the clan who
is roving the world, in a court in Europe, or infiltrating a
coterie to judge one of its members. By invoking the name
of the Cainite he wishes to contact, the vizier can direct a
sorcerer to reach out to the clan member in question as long
as he faces that clan member's general direction. If the vizier
requesting the conversation is of lower generation than his
target, the connection begins immediately and he may then
speak into the clan member’s mind, hear sent thoughts, and
even see through the eyes and hear through the ears of his
fellow Assamite. If the requester is of a higher generation,
the traveler gains full knowledge of who he and his sire are,
where they are, and their general state of mind, and may
accept or reject the communication.

The sorcerer merely acts as a conduit enabling the com-
munication, and cannot take part nor hear any part of the
exchange. She must spend a point of blood for every five
minutes the connection stays open, rounded up. An Assamite
of lower generation can use any clan Disciplines that normally
require physical proximity while communicating in this way.
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STRENGTH IN WispoM (LEVEL 3)

A sorcerer who witnesses an immoral act that serves as
evidence of a Cainite's unworthiness may instill protections
upon the warrior or warriors sent to apprehend him. This
ritual adds one point of physical or mental defense per
success rolled by the sorcerer, for the unfortunate if not
unlikely circumstance wherein the targer uses violent force
or magic to resist the warrior's attempt to eliminate him.
With an exceptional success, the warrior receives benefits
to both physical and mental defenses, and need not choose
one or the other.

A SHIELD oF MIRROR (| EVEL 3)

With a dance performed in the light of the moon and
the proper incantation, an Assamite may protect herself or
another from a diablerist external to the clan. If performed
correctly, this ritual will grant the recipient a blessing against
diablerie. If any vampire attempts Amaranth against him
within the same month, he instead takes all her blood into
himself — this does not cause a blood bond.

IRTH ;N THE LicHT oF HaQIM
. 4

Each Assamite is initiated to the clan after Embrace with
blood from the collective pool. Her head is anointed with
the blood and her true purpose calls to her. It is only at this
point that she is fully welcomed as a warrior, sorcerer, or
vizier, as the blood of the entire clan decides her fate. Many
consider this to be the will of Hagim.

This rebirth breaks any existing blood bonds. It can also
effectively change the character’s clan Disciplines; any
Disciplines that become out-of-clan accrue an “experience
debt” that must be paid off with incoming experience points.
Newly in-clan Disciplines are purchased at in-clan costs.

Occraune THE WESTERN Ronbp
(LEVEL 5)

The sorcerer enacts the ritual that Hagim himself first
created to keep the Holy City of Alamut hidden from the
rest of the world. While wearing a traveling cloak and san-
dals, she must request the blessing of the Eldest in her task.
The Eldest recites the reachings of Hagim, and instructs
the sorcerer to keep sate the ways to Alamurt. The sorcerer
then meditates for an hour. Within an hour of sunrise, the
sorcerer must take a vial with blood from the pool at the
center of Alamut and mix it with dust from the Western
Road while speaking the name of Alamut in the language
of the First City under slowly brightening skies. She draws
a circle around herself with the blood and implores the sun

ASSAMITE SORCERY

qzi'ﬂf TN




to erase all siens of travel to and from her location when it
rises. The Cainite then anoints her own head with the blood
and lays down flat, facing up with arms outstretched. After
another incantation, a steady wind rises, at which point
the sorcerer must hurry to shelter betore the sun crests the
horizon. When she sleeps, she is drained of blood, save for
one point when she wakes. The sorcerer’s ritual erases all
evidence of paths to and from her location. Anyone coming
within a half mile radius of the location will travel around
if reasonably possible, or will pass by without noticing her
or the location she wishes to protect.

This effect lasts one month. Used within Alamur, it
affects the whole of Alamut.

THE SECRETS
OF KOoLDUNIC
ORCERY
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the earth, so the earth may give of itself to us. You must bleed
i . i : e
for your homeland, so that your homeland will bleed for you.

— Raban ven Diederik, Koldun of the Bialowieza

& omething abominable dwells within the Tzimisce
“Nhivodate: something allowing the Fiends to maintain
an unwavering grip on the land and peoples of Hungaria,
Poland, Bulgaria, and beyond. To hear the Telyavs of the
north tell it, the Tzimisce are in league with the primordial
demons of the earth, and act as foremost masters in their
summoning and manipulation. The Tremere of beset Ceoris
cite Tzimisce pacts with ancient, wicked :-;pirir:-;_T]'u: Ventrue

f

resident in the Fiefdoms of the Black Cross make a more
mundane observation: Their longtime Tzimisce toes are
unified, ordered, and conditioned by a sublimely powerful,
entirely secretive cabal of magi kings.

As with all speculation, each theory contains a grain
of legitimacy.

The Tzimisce known as koldunic sorcerers are an obscure
breed. They are disparate, hoard intelligence individually,
and possess access to a form of blood magic so ancient its
practitioners only guess at its origins. Certainly, many of
ll'll.,.'l'l'l. I'l':i"n'l:_" [I:]'L'i.'l' I'I.'!.-"[""I.H].'IL“.‘-H."!-E.. SOTIIE 1TWATE I-[]I.['I'I.'Tl'll:_'LI 1].1:'::[!1
I.][].'I:L‘l'."i. TIIfIL"I."L‘ dAle El]'lu'l.":'ij'."i CLITTRCID S l:'lll- iSI:'lll.E'lTL‘L] SOTCETErs l'.:lj- []:'H_‘
Fourth Generation who respond to entreaties on matters
koldunic with unmitigated violence, rendering their exis-
tence a subject of further speculation.
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The truth is unlikely to be known, but is in these nights
widely sought. The Tzimisce have ever lacked unity, especially
in times of war. One Voivode will commit the bulk of her
war ghouls and fledglings to the task of routing a Patrician
enclave, strengthening the defenses of the Voivodate and
earning herself the right ro liberate slaves and wealth from
the abandoned Ventrue stronghold. That is, unless the
Voivode in the neighboring domain doesn't take advantage
of her weakened state, moving his own army into her land
as |1::r5 -I.IL'I':':;'II'[!'} I"-[_:IT WEesIern P':'i‘.'i-[llr{."!'i-.. TITII:." lII'l"li:]'i'l-"‘l.:Il;,].li,'! :;In'l[]'l'.lg
Voivodes —Count Viadimir Rustovich—has called forsuch
in-Aghting to end, and states the reemergence of koldunism
to be key to his clan recovering much of what it’s lost to
opportunism and petty politicking.

The Tzimisce throw their armies fully into the War of
Princes, as they recognize a formarive alliance berween the
Fietdoms of the Black Cross and the Tremere, who urilize
their Gargoyle servants too effectively on the battlefield.
While the war grinds into a stalemate, the Fiends seek an
edge. Rustovich believes tapping into the ancient kraina of
Koldunic Sorceryis that edge, if the Discipline’s practitioners
could be called into coordinated action. The Tzimisce will
completely crush their adversaries, if the natural, devastat-
ing forces of the lands they call home are paired with the
unnatural power of Cainite vitae.

Strong incentive that it may be, Koldunic Sorcery is a
many-forked path. Contrary to Rustovich's aims, the study
of the kraina forces even greater divisions between its
pracritioners.

Korpunic RIvAIRY
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Koldunic sorcerers do not share power.

— William Ashcroft, Scion of the Ventrue

Tzimisce balk at the idea of serving any beings, let
alone demons. Yer, something infernal exists in the kraina.
Koldunic Sorcery is the raw power of the earth, but also
contains the spite and discord of demons — the most
infamous being Kupala. Cursed blood should not mix with
nature, yvet this is the fundament of the koldun. Demons
bound to the elements utilize this curse to ind a hold on
the Cainite practitioners of the Discipline. The demons
adore chaos, and compel koldunic sorcerers to strive for
supremacy in their Discipline, principally by warring with
other vampires artempting the same thing. It's no surprise
koldunic sorcerers often practice existences of isolation, or
surrounded exclusively by their lessers.

System: Whenever the vampire hears of new kraina
and koldunic rituals, the plﬁyﬂr must make a Wilipmwcr roll
(difficulty 4). For every point in the Cainite's primary kraina,
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the dithculty o resist the lure of accumularting further power
increases by one. Failure forces the koldunic sorcerer tomake
an subconscious beeline for the source of this alleged power,
even risking the dawn and making excuses for doing so. This
effect can be resisted each following night with a Willpower
roll (difficulty one higher than the previous). A botch on
the inirial Willpower roll means the vampire immediately
enters frenzy. Restraining the vampire or obviously blocking
his path will require the player to make a Self-Control roll
for the vampire to resist frenzy (dithculty 7) or an Instinct
roll to direct his frenzy (difficulty 5). Success means the
vampire resists the urge.

When a koldun witnesses another sorcerer practicing one
of the kraina in which he possesses no points, the player must
make a Self-Control/Instinct roll to resist/direct the vampire's
frenzy (difhculty 7). A point of temporary Willpower cannot
be used to automatically succeed on this attempt.

THE MBNY-HEADED SEEKERS

As lomg as theve's fire. As long as there's rain. As long as
there's sun. As long as theve's blood.

— Koscrecskyu, Koldun in hiding

Rustovich’s entreaty spreads far across the Voivodate. As
is typical among the headstrong members of Clan Tzimisce,
the promise of supremacy inspires coteries into rivalry more
than it unifies them under one cause; but some take heed of
the Voivode’s words, and put clan before Cainite.

Emanating from the Principality of Kiev, the Many-Head-
ed Seekers are a sect of Tzimisce intent on discovering the
secrets of koldunism. Koldunism provides a devastatingarray
of power to its wielders, and the Many-Headed Seekers are
conscious of the advantage the spread of this power will
endow upon the Tzimisce. Comprised primarily of scholars
and vampires Embraced from the ranks of mortal mages,
the Many-Headed Seekers brave Lupines, Inquisition, and
Cainites aggressive to their aims in their quest to become
the foremost koldunic sorcerers of the War of Princes, and
act as teachers to vampires of similar ambition.

The Seekers are joined in a desire to hunt tales of wise
Tzimisce elders, seek audiences with mages possessing a
focus on the elements, and extol the virtues of Koldunic
Sorcery. Moving beyond the stipulations laid down by
Count Rustovich, the Seekers draw Cainites of other clans
and bloodlines to their banner in the War of Princes, with
promise of tutelage in the kraina should firm allegiances be
born. The Seekers are aware of the risk, but recognize it as
one worth taking.

A Tzimisce member of the Many-Headed Seekers is
granted the rights and honors of a diplomat in domains
throughout the Voivodate, due to Rustovich's mandate.

THE SECRETS OF KOLDUNIC SORCERY

qzi'ﬂf TN




. 4
D =

THE FRUITION OF KOLDUNISM

he kraina spawn territorial grudges and violent rivalries strong enough to hamstring any attempt by Rustovich
to bring the Voivodate's sorcerers to common cause against the Fiefdoms of the Black Cross, but it’s a noble
aim. It still stands a chance of acting as a secret weapon capable of tipping the War of Princes in favor of the Tzi-

misce.

In your game, if the Seekers’ intent comes to fruition, it will greatly empower the Tzimisce. Playing as Cain-
ites within the Many-Headed Seekers, or learning from them in exchange for alliance in the constant melees with
Usurpers and Patricians, is a distinct angle from which to run your chronicle, especially if such actions were to
seriously harm the burgeoning Tremere.

All Many-Headed Seekers must possess at least two dots in
Status and one dot in Influence, since the Tzimisce place
great importance on standing within society.

All members of the sect undergo a trial of loyalty before
being mentored in the first step of one of the kraina. Com-
mon tests include hunting only forest wildlife for a month,
therefore fasting from the blood of mortals; orchestrating the
assassination of a notable Ventrue; or proclaiming a domain
they hold as subject to the tyranny of Vladimir Rustovich.

Upon passing any trials imposed and being welcomed into
the ranks of the Many-Headed Seekers, the sect demands
new members return to the place of their Embrace. Once
there, burial in the earth or submersion within waters local
to the area is required. The Cainite must not fall to torpor,
but must be reduced to one blood point over the course
of the trial, to form a bond with the elements. The F':nlﬂ}-‘::r
must spend 10 experience points; the character gains the
first dot of the kraina selected by her mentor. She also
automatically gains one dot in Mentor for her tutor in
the kraina, one dot in Allies for the same, and two dots in
Contacts for the secr.

THE Binmowigza KrAINA
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— Sarolt Grondrska “The Boar,” Koldun of the Bialowieza

Koldun of the Bialowieza Forest comprise Polish and Rus
Tzimisce, but all nominally fall within the Voivodate. [tis
aprimeval forest of immense size, impassable to all but the
most determined travelers: the Sixth Generation koldun
Djabelek maintained a solitary domain within, housed in
a fabled white tower. His recent disappearance led to the
release of several childer into the wild, including the less
outwardly antagonistic Grondrska. She invites rivals to
face her, along with students who would learn at her feet.

FORGOTTEN SORCERIES

..'*_‘u

* DoMAIN BREACH

The koldun is so in tune with his domain that he is able
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This Discipline isn't so focused as to identify and spotlight
the location of the intruder, instead providing adequare
forewarning in advance of a surprise. A common tactic
upon sensing a visitor is to follow up by sending animal spies.

System: The koldun expends at least one point of blood
within the area he wishes to affect with this Discipline, and
the player rolls toactivate this power (Attribute: Perception).
One square kilometer (2/3 of a mile) surrounding the koldun
is aftected for each blood point spent. For the remainder of
the night, the koldun senses if any visitors enter or exit the
determined area.

If this power is activated within the Bialowieza Forest, no
initial uxp::udimn: of blood is n:quin:s_i. This power cannot
be used in a predominantly urban environment.

* » FINGERS OF BIRLOWIEZA

The koldun with this power commands nearby plants and
trees to ensnare, and potentially immobilize, their victims.
This Discipline affects plants of all size, compelling thin
roots through to old, twisted branches. Koldun often use
Fingers of Bialowieza on plants surrounding paths leading
to their havens.

System: The koldun expends blood, ensuring it touches
the plant she wishes to affect, and rolls to activate this power
(Attribute: Dexterity). The plant will attempt to ensnare
anyone passing within two meters (2 yards) of its reach,
remaining ready to grapple in this way for one night per
blood point spent. For the purposes of grappling, the plant
rolls six dice. It inflicts one level of bashing damage for each
turn subsequent to a successful grapple. The plant gains an
additional die to grappling with each subsequent turn, to a
maximum of ten dice. Small plants possess two health levels
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for the purposes of destruction, with tree limbs holding up
to six, depending on size. They hold one dot of Stamina for
each health level, and can soak bashing damage.

If this power is activated within the Bialowieza Forest, the
plants’ bashing damage and their health levels are doubled
from their initial numbers, with Stamina increasing as a
byproduct of the increase in health.

* ¢+ (FRONDRSKA'S [MPASSE

The tale tells of a poacher who trespassed into Tzimisce
lands. It wasn't long before he was fleeing in a dread panic.
He thought he knew the forest, but the trees were moving
around him, cutting off his exit, herding him directly to the
hungry Cainite waiting within. Grondrska's Impasse makes
this terrible legend a reality.

System: The koldun expends at least one point of blood
within the area she wishes to affect, and the player rolls to acti-
vate this power (Attribute: Perception). One square kilometer
(2/3 of amile) surrounding the koldun is affected for each blood
point spent. For the remainder of the night, any visitors sensed
using Domain Breach suffer an increased difhculty of three on
attempts to track, escape, and navigate within the area, as the
undergrowth shifts and looms around the intruder. If the visitor
fails his roll, the koldun can choose whether tomove himeloser,
farther away, or in the direction of a well-placed trap.

If this power is activated within the Bialowieza Forest,
the undergrowth saps two dots from the visitor’s Perception,
returned if he leaves the area. The koldun can choose to
have this not affect certain visitors who triggered the power
of Domain Breach.

o e¢ THE MoUTH OF DIABELEK

Djabelek is a terrifying Tzimisce buried somewhere within
the Bialowieza Forest. It is said that somehow he continues
to feed despite his torpid state, opening his mouth while
dreaming, consuming whatever falls in. This power often
results in swift death for intruding mortals, as the earth opens
around them. Koldun are known to make use of The Mouth
of Djabelek near their havens as a security measure, and in
the heat of battle to catch an opponent unawares. A tongue
of cold mud drags the intruder down into the earth, with
grinding rocks and crushing earth pulverizing the victim.

System: The koldun spills at least one point of blood
within the earthen area she wishes to affect, and spends a
point i.‘.nf"l:":f‘:i||‘lu'|.-.f+:r along with making the roll to activare this
power (Attribute: Strength). Should any being step within
ten meters (11 yards) of where the power was activated, a
pit two meters (2 yards) in diameter and three meters (3
yards) deep opens. Each blood point spent leaves the victim
trapped and immobile for a turn. To break free requires a
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successful Strength-based roll on the part of the victim
(difficulty 8) and requires five successes on an extended test.
Beings trapped in the pit suffer two levels of lethal damage
each turn, which can be soaked (dithculey 7).

If this power is activated within the Biatowieza Forest, the
duration of this power is doubled. The koldun can choose
to have this not atfect certain visitors.

sasase THE ‘“T'HIE T[}\\rE—R

The Bialowieza rakes its name from Djabelek’s notorious
tower built of his victims' bleached white bones, stacked
high to make a particularly foreboding haven. The tower
has long been absent from the forest, but occasional tales
of its reconstruction emerge from the wilderness — and not
always in the Bialowieza Forest.

The White Toweris the gift provided by the demons of the
earth with whom Djabelek once made his pact. The bones
of all the victims of the Biatowieza kraina force their way
from the earth and cocoon the koldun summoning them in
a tower of earth and bone at least five meters (5 1/2 yards)
tall. The koldun can remain inside the haven for as long as
her blood will hold out, or fold back into the earth with the
tower and reemerge elsewhere, away from danger.

System: The koldun scatters one point of blood on the soil;
the player spends a point of Willpower and makes the roll to
activate this power (Attribute: Stamina). The White Tower
takes effect immediately, the earth shifting, jageed bones and
blocks of earth forming an apparently organic circular wall
to surround the koldun, ar ive meters (5 1/2 vards) rall. For
sach success on activation, another floor five meters high is
constructed above the initial one, one floor a turn. The White
Tower stretches beneath the earth as far as it stretches above
it, and bears no entrance or exit, unless the koldun wills one.
Any possessions left within the last time the Discipline was
activated remain in the tower. The White Tower is highly
resistant to external forces, possessing 20 levels of health and
an invulnerability to all but aggravated damage.

The White Tower can fold back into the earth with the
koldunic sorcerer in tow, at the expenditure of a further blood
pointand single point of Willpower. At this point, the vampire
is effectively entombed five meters (5 1/2 vards) beneath the
earth at the location where the White Tower stood.

For the cost of an additional blood point and point of
Willpower, along with the roll for activating the power
(Attribute: Stamina), the White Tower emerges anywhere
within 20 kilometers (12 1/2 miles) of the previous location,
providing the area is forested. The sizé of this new White
Tower is established in the same manner as the initial roll.

The White Tower does not deconstruct if the koldunic
sorcerer wills an exit to appear and departs the building. If

THE SECRETS OF KOLDUNIC SORCERY
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any Cainite falls to torpor inside the White Tower, or mortal
falls asleep within, it consumes them and adds the vampire’s
bones to the others lining the walls and floors.

If this power is activated within the Biatowieza Forest, it
possesses double the levels of health.

RITES OF THE KRAINA

Think — just think — of what we could manage with nights,
memths, or years of spilled vitae.

— Djabelek, Koldun of the White Tower
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by the Trembling Ones, he would spit vitae and damn the
Usurpers for their base understanding and lack of respect.
The rites of the kraina are arcane, rewarding risk and sacri-
fice, punishing the trepidatious. Studying kraina rites is an
investment of time and blood, with bounteous fruits to the
koldun should the rites be successtul.

Practitioners of kraina rites often study independently
of those who focus on the mainstream Koldunic Sorcery
Discipline. During the Long Night, the divide between
both branches of koldunic sorcerers was pronounced; those
with athnity for the Discipline were often seen as aggressive
warlocks, where the rites scholars would take the roles of
counselors, or rulers of the homeland.

Most kraina rites provide permanent effects, until a
sacrifice is made, or the koldun elects to conclude the rite
through force of will or their own Final Death.

Powerful kraina rites require the assistance of willing
supplicants. In times past, the Tzimisce would enlist their
servants. As the War of Princes leaves the Voivodate with
more prisoners, rite leaders often promise such prisoners
freedom if they'll volunteer for participation in a rite.

After months of torture in a Tzimisce dungeon, most
are only too willing.

System: All kraina rites must be raughr by a Cainire,
spirit mentor, or demon. The vampire learning rites
requires the same level in Koldunic Sorcery, and the af-
filiated kraina. To learn kraina rites, the plmr::r must roll
Intelligence + Occule (the difficulty is the rite’s level +
4), and sacrifice the blood and Willpower points stated
in the following table. Keep in mind Generation limits
on blood expenditure per turn.

Kraina rites must be practiced in a location predominantly
possessed of the rite's focus, such as a forest or river. These
locations cannot be left once the rite has commenced. If
the rite is interrupted, the extended roll requirements reset.

Practicing kraina rites requires the rite leader to roll dice
equal to her Occult rating and the Artribute designated by
the rite. The difhculty is the rite’s level + 4, with each murder
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committed at the ritual site reducing the difficulty by 1 to a
minimum difhculty of 3. A sacrifice of blood and temporary
Willpower is required, with higures stated in the following table.

Each additional Cainite partakingin the ritual contributes
dice equal to his Occult rating. These Cainites are subject to
the rite’s blood and Willpower sacrifice requirements, with
the rite leader choosing from whom the points are taken.
Keep in mind Generation limits on blood expenditure per
turn for the leading Cainite. This limit does not affect anyone
else chosen for the sacrifice of blood.

Krainarites reward a risky investment. Removing two dice
from the pool reduces the number of successes required by
one, to a minimum of one success required. These dice remain
out of the pool for future dice rolls on the extended rask.

Each time a roll of dice is made by the rite leader, each
participant loses one blood point in addition to the number
committed to the rite's practice. The longer the rite takes,
the more blood is lost. If the rite is aborted or failed, the
initial blood and Willpower cost is deducted in full from the
rite leader on top of anything already lost.

(INNAETURAL DECAY

Level One Rite — The Bialowieza Kraina —
Attribute: Stamina

Koldun hold special ire for mortals who dare refuse o
settle taxes and make blood sacrifices when required. Such
disrespect is punishable by souring the earth itself, cursing
the bounty it produces and those who consume it.

System: Upon completion of the rite, all crops within
one kilomerter (2/3 of amile) of the rite’s completion become
ml].-l.""!f Fl:.-]i.";il:':ll-lﬂll.lﬁ o ]._I'l.lﬂ]:;ln.'_']., Ci-'lllﬁj.n'g Ih'[':lh-'l.:' Wl'l.” cONsume
the toxic produce to lose one dot of Stamina a week. The
rite is undone through a mortal's bloodletting on the cursed
earth. This only technically requires the loss of about three
blood points, but often means the mortal's death in practice.

DRINKING DERTH

Level One Rite — The Bialowieza Kraina — Attribute:
Elr{:ngth

Mortals farm the earth, and Cainites farm the mortals.
When mortals become victim to plague and war, however, a
vampire can struggle to find blood. This rite allows a koldun
to consume blood from the gravesites of deceased mortals.

System: Upon completion of the rite, the koldun is
subsequently capable of drinking blood from the earth of
a gravesite, The koldun must lay prostrate on the ground,
face in the soil, and take the earth in his mouth. Only one
blood point can be gained this way from each grave, and one
such grave in the immediate area can be affected per success
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LEARNING AND PRACTICING KRAINA

Kraina Rite Level Costto Learn

1 b+ 1W 3b + 2W S

2 Z2b + 2W 6b + 4W 10
3 3b + 3W b + 6W 15
4 db + AW 12b + 8W 20
5 5b + 5W 15b + 10W 25

b = Blood points. W = Willpower points

Example: In order to learn The Floating Dead (a Level Three kraina rite) Amir's vampire must find a suitable
tutor, roll his combined Intelligence + Occult (difficulty 7), and spend three blood points and three temporary
Willpower. As Amir's vampire is Twelfth Generation, he can only spend one blood point per turn, so he spends one
blood point and three temporary Willpower now, rolling his dice. He rolls 2, 4, 6, 7, 7, 8, 9, and so definitely suc-
ceeds. His vampire understands the ritual, but hasn't yet invested enough of himself to practice it. Returning that
evening, he spends one more blood point before resting for the day. The following evening, Amir invests a further
blood point. The vampire can now complete the rite. Now all he needs are “volunteers” to help him.

One month later, Amir’s vampire has a friend and a couple of prisoners (both vampire and mortal) with him as
they stand knee-deep in the hot springs, sulfur burning and tingeing everything with a rancorous odor. With his three
companions, he chooses to spend one of his own blood points, and one of his temporary Willpower, mercilessly taking
six blood and five Willpower from across his two prisoners. The last two blood come from his coterie mate.

Amir has a total pool of seven dice accumulated from his Attribute (Dexterity, in this case) + Occult. The
combined Occult rating of the other three participants is also seven. The total dice rolled by Amir’s player will be
14, with a target number of 15 successes. Amir’s vampire slays three mortals he brought to the rite, reducing the
difficulty to 4. Conscious of the small threshold for error, Amir sacrifices two dice to reduce the target number of
successes o 14 on a roll of 12 dice. The dice are rolled, and Amir achieves eight successes! Each participant does
however lose a blood point, rendering one of the prisoners torpid. The dice he contributed are no longer in play.
Amir now has ten dice to roll, and requires six rolls of 4s or above. Feeling nervous abour losing three more dice if
this roll fails (his second prisoner will be out of blood), Amir sacrifices another four dice to reduce the number of

Cost to Practice Successes Required

successes required o four. He rolls his six dice, and achieves all four successes.

in the casting. The rite’s effects are permanent until one of
the graves is consecrated by an individual with True Faith.

TREASURED ORNAMENTS

Level One Rite
Attribute: Manipulation

The Trzln:»'.'g,.'h':cmizm Kraina —

Treasured Ornaments awakens the spirit of every orna-
ment with a colorful past in the koldun's haven. The spirits
will not speak unless spoken to, and will be entirely fearful of
the koldun. The purpose of this rite is primarily the creation
of immobile sentries. They will — in simple rerms — report
what they've witnessed when questioned.

System: Upon completion of the rite, the koldun can con-
verse with important ornaments in her haven. The eftects are

”“i-_

permanent, though leaving the spirits in situ tends to ageravate
themover time. Anomament c}fimp; wtance is one with a history
— perhaps a gifted weapon, or the cot of a deceased child. The
rite is dismissed when an uninvited guest touches the omaments.

PE LI 3

MRASTER OF THE DOMAIN
Level One Rite — The Transylvanian Kraina —
Attribute: Appearance

All mortals must fear the Voivode. This rite allows
koldun to take fear to the extreme, a perpetual aura of fear
manifesting to make the vampire look large, dangerous, and
constantly on the edge of frenzy.

System: Once the rite’s complete, the koldun gains a
permanent additional two dice to artempts ar Intimidation

THE SECRETS OF KOLDUNIC SORCERY
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against both mortal and Cainite subjects within her domain.
Master of the Domain also prevents the victims of such
bullying from spending remporary Willpower to overcome
its eftects. The rite can be undone by the koldun’s subjects
seeing the Cainite bested in any form of contest.

TrRUTH IN WRATER

Level One Rite — The Black Sea Kraina —
Attribute: Appearance

Truth in Warer is a trick held dear by koldun of the Black
Sea Kraina. The rite conveys purification using the simple
element of water. Any lies told by a mortal containing the
water in their body, or by a party immersed in thar water,
forces the liquid to heat up to boiling temperatures.

System: Success of the rite converts water into a form
of lie detector. The rite only affects enough water to fill a
barrel, but this water remains pure until it's spilled on the
ground. Once l'u:iling, it deals one level of lethal |;|',ln1;'1§e tO
mortals who lie while in contact with it, and one level of
bashing damage per turn to Cainites.

: .
SERVITOR’'S PERCEPTION
Level One Rite — Genius Loci — Attribute: Perception
When a koldun wants to see farther than her Genius Loci
would usually allow, she can stand atop a mountain, tower, or

other elevated location, and imbue an animal servitor with
her Koldun Sorcery. Depending on the other Disciplines

the koldun may hold, she may then command the animal to
spy and return, or even observe through the animal’s eyes.

System: Upon completion of the rite, the koldun imbues
any animal with as many points as she has in Genius Loci.
The koldun will require a way of commanding or possessing
the animal if she wishes to have any influence on what the
animal looks for, or reports back. This rite is broken if the
animal is slain.

BorRNE BY WIND

Level Two Rite — The Transylvanian Kraina —
Attribute: Dexterity

First impressions are everything. Koldun using Borne
by Wind are capable of riding breezes and gales o arrive at
locations as if from thin air, in a flourish of sweeping cloaks
and chill wind. Tales tell of koldun who use the wind as their
steeds in battle, appearing from nothing with sword in hand
and fangs extended.

System: Once the rite is completed, the koldun is capable
of swooping into an area if a wind is present and he can see
his destination. With one turn's focus, he disappears from
his original location, traveling at the speed of the wind, and
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reappears at his intended destination. This rite cannot be
used if being attacked, as the Cainite cannot focus in such
an occasion. It allows him to make a surprise attack on an
unsuspecting foe, however. This rite is neutralized if the kol-
dun utilizes it to launch an attack, and misses his first blow.

AurtuMnN’s ARMOR

Level Two Rite — The Biatlowieza Kraina —
Arttribute: Stamina

The koldun possessing Autumn’s Armor is permanently
B Y
augmented by the minerals of the earth. Afrer consecraring

herself in a swamp or grave, she emerges with small stones
and roots embedded in her flesh. As well as making her a

sight to behold, the extra layer constitutes unnatural armor.

System: Upon conclusion of the rite, the koldun emerges
from the land bearing earthen armor with a permanent raring
of 2 against all forms of damage. The armor increases the
difficulty of Social actions by 2. The rite concludes if the
|'[{]-E|;,1'|.1|.-|. 1% 5[[[]{:!{. }'IY il E-‘.I.‘ullf,'-fl.'ir}pml WL";IFI;}H.

CONCENTRATED VITAE
Level Two Rite — The Black Sea Kraina —

Attribute: Stamina

To any other Cainite, blood mixed with water would be
foul, if notindigestible. The koldun with Concentrated Vitae
is the opposite. Any blood poured into water increases in
potency, leading to a fine way of maintaining a herd's reserves.

System: Upon completion of the rite, blood consumed
when mixed with the chosen water conveys double the
number of blood points as normal. The rite only concludes
if the water is befouled with another substance.

EYES OF THE DEAD
Level Two Rite — Genius Loci — Attribute: Perception

As Servitor's Perception allows the koldun to see through
the eyes of beasts, Eyes of the Dead conveys the ability to
see through the eves of SpIrits.

System: As per Servitor's Perception, with the same
restrictions and method of neutralization, but on spirits.

ANIMATE CURIOS

Level Three Rite — The Transylvanian Kraina —
Attribute: Manipulation

As with Treasured Ormaments, the koldun rouses the
spirits of objects around his haven. With Animarte Curios,

the ornaments gain animation and levitation —a sword may
fight, a mirror break upon an intruder passing, and so on.




b

While their skill in guarding may be limired, such animared
ormnaments easily alarm the superstitious.

System: Once the rite is concluded, the combar and
intimidation ability of anything animated is determined by
Storyteller discretion. A mundane, rraditionally non-violent
tool or object bears an Intimidation pool no greater than 3,
and a combar pool no greater than 4; a weapon or dangerous
apparatus has an Intimidation pool no greater than 5, and
a combat pool no greater than 7. The rite concludes if the
koldun's haven is put to the torch or the objects are destroyed.

ONE WITH THE FOREST

Level Three Rite — The Bialowieza Kraina —
Attribute: Stamina

Koldun speak of a time before the Long Night, when they
studied kraina with the Lhiannan. One with the Forest allows
the koldun to fold himselt into a tree within his homeland,
and emerge from another in the same area.

System: In the forest where the rite concluded, the koldun
may step into any tree broader than him, and emerge from
another in the same forest, of equal or greater breadch. The
vampire cannot remain in the tree. This permanent effect
is neutralized when a tree the Cainite has stepped into that
night is felled.

THE FroatinGg DEAD

Level Three Rite — The Black Sea Kraina —
Attribute: Dexterity

Water is no enemy to the koldun. The Floating Dead
allows the Cainite to step upon and cross any body of water
without sinking, no matter the load he carries.

System: When the rite is concluded, the Cainite gains
the ability to cross rivers, lakes, and even seas without sink-
ing beneath the waves. This permanent power is nullified if
the Cainite is ever submerged in water, by choice or force.

SCRYING PooL

Level Four Rite — The Black Sea Kraina —
Attribute: Intelligence

Serying Pool allows the koldunic sorcerer to utter the
name of anyone she knows and see their current activities
displayed in a body of water, in place of her own reflection.
The target’s location may not be obvious, and sound isn't
transferred, but the view—whichis a reflection of the target’s
tace and surrounding background — provides useful clues.

System: By stating the name of someone she knows,
the koldun can immediately see what that individual is
doing by peering into water. The ability to activate the
rite’s powers is only terminated if the subject of a scrying
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is informed someone is spying upon them. This accusation
can be unrelated to the koldun.

EVOKE THE STORM

Level Four Rite — The Transylvanian Kraina —
Attribute: Wits

One of the mightiest known kraina rites; Evoke the Storm
allows the Cainite to summon foul weather, lightning strikes,
:;'Il'll;..:l. ].'“.'If]'ﬁ,'.’l'll.l{_:l'l.]!"i gﬂlﬂ'!ﬁ-. TI'.I.‘I.:.' !"L{:I'.I.,.:I.lll'l Uﬁil.l'lﬂ tl'll".i l-i.t!.!' hil"n’!..’ E'lli'tL'.
ships, electrocuted warlords todeath in their gleaming armor,
and made rivers burst their banks and wash away villages.

System: To activate the powers imbued by this rite,
E.lf“.:' {:_:I;'Iiﬂil'l: miust :'ifi-'ll'll:,:[ ﬂl:l]'!'lt,'.'“'hi.:'l.'l..’ :..‘II.,!\’HI'{,H.‘I ."Il"li.'l l'er,‘!'l,
where the tull horizon can be viewed without obstruction,
such as a cliff or grand castle. From this point, the sorcerer
can summon ftorth gales and storms anywhere he can see,
stopping just short of hurricanes. The effects of this power
are to be determined by the player, with agreement by the
Storyteller. This permanent rite is waived if the practitioner
is ever awake past the dawn.

THE DARK ARTS
OF NECROMANCY

Scratch a corpse and you come away with more than skin
beneath your fmgemail. Each layer tells a tale. The farther one
digs, the more one leams. Dig deep.

— Marchesa Liliana, Wearer of the Triple-Faced Mask

] t's with good reason mortals and Cainites alike distrust
= necromancers. | hose few who put their services on dis-
play show uncanny manipulations of dead flesh and spirit
substance, neither of which can be deemed healthy, rational
pursuits. To meddle with the corpse is to invite rotting plague.
To defy the laws of life and death by communing with the
deceased is profane in the extreme. Yet, Necromancy is a
diverse church. Despite the fearful reservations possessed by
the majority, there exist others who recognize the wonder
presented through use of the dark arts. While some such
dabblers are horribly immoral monsters prepared to slay and
revivify cold meart into an imitation of life for the thrill of
control, others are passionate scientists trying to explore the
process of death and its possible circumvention. For every
creative practitioner with aims of furthering understanding,
there's a ghoulish necromancer who prefers the company of
the unspeaking dead ro warm-blooded companions.
When a Prince wants to interrogate the spirit of a fallen
rival, he summons a Giovani to court. When war between
the Voivodate and Fiefdoms of the Black Cross reaches a
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new front, Lamiae and Cappadocians are brought forth
to display their prowess in spreading disease across the
battlefield and allowing each foot soldier a second attempt
at fighting, albeit with less fine control than before. Such
power is visible, affording the Graverobbers, and even lesser
known necromancers such as the Nagaraja and Impunduluy,
recognition. Such acknowledgment isawarded at arm’s length
however. Ventrue warlords do not want the stain of decay
on their reputations. Tzimisce tyrants want their subjects
fearing them, not some transient death sorcerers.

THE Spolls oF DERTH

Death does not ride alone. He is accompanied by three others.
Where Death snatches life unervingly, with swiftness, His siblings
leave a trail of ruin.

Claudia di Sangiovani, Seeker of the Mysteries

A necromancer unearths bodies brought to their ends
by plague. She arranges the corpses in formations simulating
embraces, kisses, and lovemaking. She spills her vitae upon the
dead, and incants the names of her ancestors. The new moon in
the night's sky stares blankly at the starlir scene. Achingly, with
creaks and snaps, the fleshy shells shudder to life in parodies
of romance. They conclude their camal congress, and stand
betore their exploiter—animate servants with the hire of passion
locked in their sunken eyes; rotting forms hosting the vestiges
of the Giovani's long-dead relatives. As the necromancer leads
her servile family from the pit, a voyeuristic neonate hides in
the trees, and he asks haimself, *Is it over?”

Sadly, it's not.

Necromancy leaves a scar — or sequela — on the world,
at the material and metaphysical level. The blemish of the
forbidden arts marks the location at which the Discipline of
MNecromancy and its associated rituals are pracriced. When
a simple rite occurs, the sequela will likely be minor; the
plants in the surrounding area will remain stunted for a few
nights, the fertility of nearby mortals will wane for a similar
duration. As the level of ritual increases, and the Discipline's
effects become egregious, the resultant symptoms grow in
their profanity: livestock manifest bizarre, toxic mutations;
and parts of the recently buried dead return to life of their
own accord.

Whenever multiple successes are rolled for the use of
necromantic powers, the Storyteller should feel free to
allow any of the following effects to take place. While they
may originate within this area, they will persist outside. If a
character reeks because of this, and steps outside the area,
he will continue to reek.

Once elapsed, the duration does not result in the sequela

dissipating instantly. Rather, the effects reduce gradually,
ultimately homing in on the source of the necromantic ritual.




SEQUELA EFFECTS

* Level One: For environmental sequela, plant growth slows. Living creatures and Cainites exhibit no ill effects.
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* Level Two: For environmental sequela, plant growth ceases. Living creatures lose a dot of Stamina against sick-
ness and diseases. Cainites exhibit no ill effects. Necromantic sequela have no effect at this level. They last three
nights, and can affect up to one hundred square meters.

* Level Three: For environmental sequela, plants wither and die with only expert maintenance keeping them
alive. Living creatures lose a dot of Stamina and suffer drastic reduction in fertility. Cainites emit a pungent,
rotting odor, increasing Social difficulties by 1 (with no effect on Cappadocians). Necromantic sequela decreases
all Necromancy-relared rolls by 1. Parts of dead bodies can exhibit a limited torm of animation without direct
necromancer involvement. This lasts one week, and up to 250 square meters.

* Lewvel Four: For environmental sequela, plants die at rapid speed, with nothing able to preserve life. Living crea-
tures lose two dots of Stamina and suffer drastic reduction in fertility. Babies born to infected mortal creatures
bear mutations or die during labor. Cainites visibly share the appearance of corpses, issuing rotting smells and
bearing unhealthy sallowness, increasing Social difficulties by 2 (with no effect on Cappadocians). Necromantic
sequela decreases all Necromancy-related dithiculties by 1, and the necromancer gains a dot of Occult. Dead
bodies in the area exhibit full animation and wander, only acting with violence when met with ageression. This
lasts two weeks, and affects up to 500 square meters.

* Level Five: For environmental sequela, plants mutate, becoming highly toxic and often carnivorous. Living
creatures lose two dots of Stamina, and bear mutations including noxious pustules, rotting skin, and suppurating
sores. All within the sequela are rendered permanently sterile. Cainites exhibit definite symptoms of rot and
decay, increasing Social difficulties by 2 (with no effect on Cappadocians) and reducing Appearance ratings by 1.
Commaonly, Cappadician taces molder off at this stage. For necromantic sequela, all Necromancy-related dithcul-
ties are lowered by 2, and the necromancer gains a dot of Occult. Dead bodies in the area exhibit full animation
and aggression, attacking mortals without hesitation. The Gauntler weakens and spirits appear in the living
world with greater frequency. This lasts one month, and affects up to a square kilometer.

Example: Heather rolls two successes for Marchesa Liliana's attempr at the three-dot Necromancy power Ashen
Lady’s Embrace (see V20 Dark Ages p. 284). Her roll of multiple successes triggers a necromantic sequela. As Liliana
searches her victim's home, the Storyteller describes her surroundings. The leaves from trees outside the cabin start to
fall, curling as they touch the soil. The victim's dog ceases barking and now lays upon its bed looking ill. Liliana her-
self exudes an odor of decay. As Liliana departs, she steps over the corpse of her victim. The Storyteller describes that
despite his being very much deceased, the man's hand sdll twitches and grasps as if animarted with life, the fingertips
dragging him into the woodland. As Liliana treks back towards the city, the Storyteller explains the same ill effects
tormenting the environment for a good quarter of a kilometer (1/10 of a mile).

The conditions persist for seven nights, by which time the environment and Liliana begin to shuck the effects of
the sequela. When she returns to the woods after nine nights, she no longer smells like a corpse, the radius of effect
has grown smaller, and the hunter’s dog is looking a touch healthier. Upon her final return two nights after thar, the
Storyteller explains how the effects of her Necromancy now only permeate the plants in the interior of the house.
The trees outside are beginning to show signs of strength, and the dog is healthy once more.

Therefore, land where a four-dot Necromancy power was
used will remain blighted for 18 nights (rwo weeks at Level
4, one subsequent week at Level 3, three further nights at
Level 2, and finally a single night at Level 1). The sequela
from use of a Level 5 power cannot be added ro, until it has
reduced in size and potency due to time elapsed.

,% THE DARK ARTS OF NECROMANCY

Stfi..]Lll;:Ii.l dl€ d COMMON reason t"nr necromancers to move
from domain to domain, or make their havens outside a city.
Poisoning the well you drink from is never a sound tactic.

)
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static has much to gain from harvesting the ill effects of
such an aftermath. Balancing the temptation to practice
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AT WHAT COST

he aspiring necromancer may balk at the nec-
O romantic sequela, but such is the cost of power.
Forming armies of corpses and binding spirits should
never be easy, or without a price.

At the Storyteller’s discretion, the sequela of
a necromantic ritual or Discipline can be waived
through the expenditure of a temporary point of

Willpower by the necromancer, or possession of a

relic that soaks such unholy effects.

Necromancy in an infected environment with the threat of
being driven out by the Inquisition is a struggle all vampires
capable of this Discipline must manage. Princes oftendictate
a necromancer may utilize her powers, but only in service to
the liege of the domain. To committed eschatologists, this
is but a small price to pay.

CONCEALED PATHS

There are arts the Graverobbers do not share with Princes;
or at least, not for so common a cost as feeding privileges,
the right to Embrace, or haven within the liege's domain.
Cappadocians who weave their webs of information and
intrigue through the courts, either sitting upon thrones or
lurking behind them, often make use of the secretive Path
of Skulls. Such pracritioners call themselves Harbingers for
their cohesive goal of bringing an end to the War of Princes
and securing their own widespread power bases. The nascent
Path of Woe is an unknown. [ts architect is alternately named
Rosalina, Rossotto, or de Rubeis for his or her carmine hair,
but the tounder’s clan is a mystery to most necromancers.

THE PRTH OF SKULS

Collect the skulls of thine enemies and friends. Death never
need signal an end to their wtilicy.

— Gentilman, the Plague Doctor of Sarum

Cappadocians are often dismissed as apolitical; fitonly for
work in dungeons and plague pits. They possess none of the
blood-borne talents allowing for manipulation and control
of mortals. The expectation that a Graverobber would be
more at home elbow-deep in a cadaver isn't fanciful, but
there exists a strata of the clan who enjoy remaining hidden,
allowing their childer to wade through corpses while they
play kingmaker. These Cappadocians call themselves Har-
bingers. Their order has existed for millennia. It would form
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the backbone of the clan, were its numbers not depleted in
recent centuries. Rumor holds that the founder of the clan
conhned a large number of Harbingers to Hell itself.

The Harbingers use Necromancy in an atypical fashion.
Before the Long Night degenerated into the War of Princ-
es, they created the Path of Skulls — a necromantic Path
dedicated ro the thetr of identity and knowledge from the
dead. From throne rooms to merchant caravans, necroman-
cers who channel the Path of Skulls exert mastery over the
diplomatic scene and Jvhad. Cappadociansinvidiously guard
the Path of Skulls, largely due to the secrecy of the Harbinger
agenda. Cappadocians who know the Path will occasionally
mentor those who show a subtle political acumen. Knowing
whether to assassinate a monarch, his queen, or their heir;
perceiving whether to deliver, amend, or destroy a message
from one court to another — such behaviors are observed
by the Cappadocians who call themselves Harbingers, and
rewarded by tutelage on the Path of Skulls.

* CAvARIA EMISSICIUS

One of Clan Cappadocian’s most prized secrets is the
ability to spy via the eye-sockets of the dead. Few enquire
why Graverobbers festoon their havens with the skulls of
their victims. A simple Cainite may pass off a cluster of
skeletal remains as morbid decoration, not realizing from
the empty sockets of a skull peers the gaze of a necromancer.

System: The necromancer must possess the skull of any
creature he's personally slain. The player spends a blood point
and rolls Perception + Occult (difhiculty 5). Failure has no
effect; a borch means the skull crumbles ro dust immedi-
ately. Success means the necromancer can instantly enter
a meditative state in which he can see through the sockets
of the skull, canceled only once the trance is broken or the
sun rises. This spying state can be reentered a number of
times equal to the number of successes.

e » Consiuam MorTaus

Myth holds thar the dead tell no lies. In truth, wraiths
and animate corpses are as capable of falsehood as any other
being, but the Harbingers believe there's a grain of truth
to the fable. The Cappadocians seek a way to guarantee
I"I'I.II:E'!"-I.JI r!:!il'll':ll'll"il.:'f"n f-'l"l,fli'l'! tl'l!..’ I;,]I:."L"L"E':I.EE-LI, ﬂl'i& P[_]-i"".-t.."‘:i‘.-:-ifﬂ'l {:I!'- EI:'II."
skull is the key. By conversing with the decapitated head of
the departed target, it transpires that prying a guaranteed
truth from decayed lips is quite possible.

System: The necromancer must possess the decapitated
head of a being whose language he would understand. The
player must spend at least one blood point and roll Manipu-
lation + Empathy (difficulty 6). Failure has no effect; a botch
means the head will answer only in lies to the necromancer’s




questioning. Success forces the head to answer one question
posed by the necromancer truthfully, but it must be to a
Llllﬂ:.‘i-tji]'ﬂ Lo "|'|."|'ll-.|:!'] ThL" I:'!L'i'ld"."i i-i]'n'l'l.li.'l' DWIIET "I.‘.'li.:llllli_]t li'.I'Il:l"l'I.' Al
answer. For each blood point spent above the initial one, an
additional question may be asked.

No spirit is summoned with Departed Consilium — the
'LIL"H.L] h:'i.nﬂ '|.1|-'|.t.|:'| 1|-'|.'hl'.-|“| T].'EL" Nnecromancer l_'li.“'l'll't'l.l]]'l.ili_":”c'."i
isn't even aware of being channeled. The answer comes
through vestigial memory, traces left in the head's rotting
brain, imprinted on its putrefying tongue.

e oo INMORSUS VICARIUS

Those practicing the Path of Skulls know being the recip-
ient of sensitive information is a deadly business. The fetish
'[fl‘t- 'IIIII'II...L Ffllh —_— I'E']I:,! L‘Flfll'l'lr'l'l'iﬂllzé- !":l{'l.l]l — hl:,.':;il'.“- TRLAre llillll.it'!.'
than a simple medium for communication. It can acr as a
brutal tool in the hands of an accomplished necromancer,
and often must do, for necromancers make many enemies.

Using this power, the necromancer can grip the mandible
= i = E

and maxillae of the skull to use as a bizarre close-quarters
weapon, affix the skull to a spear-point to attack from

distance, or even leave the skull alone, to act as a trap. If

not under the manual control of its wielder, the skull has a

,...ﬂllf."-._

\ &
= O

limited range. Such a restriction often leads necromancers to
place these skulls in beds, on desks, or inside chests. When
the teeth clamp down on a victim, blood flows. Each drop
rejuvenates the necromancer.

System: The necromancer must possess a skull or rot-
ting head with all teeth removed. The player must spend
one point of Willpower and at least one point of blood for
this power to take effect. In place of teeth, a vicious row
of fangs emerges in the skull, remaining until it consumes
as many blood points as spent by the necromancer in its
activation. At this point, the skull becomes inert and its
tangs fall out.

The skull instinctively bites when in a half-meter (1 1/2
feet) proximity to living flesh and warm blood. With the
vampire's expenditure of a second Willpower point, it will
also tackle Cainites. The skull is able to propel itself half a
meter (1 1/2 feet) with jaws wide on a single occasion, with
a total combart dice pool of 6 and standard dithculty. A
successful bite from an independent skull is an immediate
clinch from which the skull will not retract until destroyed.

Tlll:: !'il'.'.lll.] I'I'IE'l'!r' I.'l'L‘ 'I."n-'.EL‘!'LlL‘LI asa “'L":li']{ iR 1'!"'!.' [ E'.IL" NecCromancer,
in which case it holds the same combat dice pool and dithculty
as the weapon upon which it's affixed (see V20 Dark Ages
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p. 349). In this case, the skull will willingly retract its bite if
the necromancer pulls it away from a victim.

The skull’s bite deals three levels of ageravated damage
for every turn its fangs are gripped on a target. It also con-
sumes one blood point per turn, which is necromantically
channeled to the Cainite who gave it power. Vitae channeled
in this way can count towards a blood bond.

The skull is destructible, but takes at least one turn of
focused artack o destroy. For the purposes of defense, the
skull cannot dodge or maneuver. It has a Strength rating of 3
for determining resistance to being pried free and a Stamina
rating of 2; it only has three health levels, and it can only
soak bashing damage.

A necromancer may animate multiple skulls by making
the expenditure of Willpower and blood for each.

e oo EXEDO ANIMUS

Qutsiders are to never know the benefits of this power,
tor they will assume the practitioner guilty of the Amaranth.
The necromancers who perform Exedo Animus are not
consuming the soul of one of the dead, but are allowing the
memories of the deceased to inhabit their bodies for a time.
I.';-l.l{,:h '["ll'ﬂ.'!!'.'-l!'.'."l'll;.'.li,'! gi'ln."!:!'"u [I.'Il.!‘ hp]rl[ g 1] ],":'[]"'l.i'l..'I' OvVer [I'l!.!‘ I"I.l:]'."'i-i:.I lI."'l.:ll:
does give the host complete access to the identity, personality,
and memory of the deceased.

By bearing a skull — either from a mortal or Cainite —
I'I']E necromancer I-‘I.:Il_['['l.!i il 5'!|'I]I['1=’|.Ti'l:l.f'[i{.'. I"I-Ii'l'n-l..l 'I.‘n-'l.['l'l I'l'll.!‘ HL;IIII.1Z'E-
former owner. Necromancers have used this power to fool the
loved ones of the deceased, by indicating they speak for the
dead’s last wishes. Others slay rivals, gaining access to their
secrets by drinking memories from the skull of the deceased.

System: The necromancer must possess askull, and know
the identity of the person of whom the skull once formed a
part. The player must spend two Willpower and two blood
points, and roll Intelligence + Occult (difficulty 7). Failure
has no effect; a botch means the memories of the deceased
will be confused and misleading. Success allows the necro-

mancer to upend the skull and drink the personality from
it. For each success, the necromancer gains an hour as host
to the skull's memories and identity.

The effects of Exedo Animus allow the necromancer to
perform Intelligence-based rolls surrounding recollection and
memories of the deceased at a difhculty decreased by 3. These
memories stop at the point of death — the spirit in communion
is a shadow of life, rather than an independent, thinking wraith.

Exedo Animus also grants the necromancer the power to
impersonate the identity of the deceased, gaining three dice
on Performance-based rolls when doing so. Such an imitation
suffers penalties when the necromancer doesn’t physically
resemble the dead source of her mimicry, but when utilizing
Obfuscate or explaining she's channeling the dead instead
of being the dead, these acts are more successful.

eeeee NEGULO

ﬁ'rl'l.{."ﬂ I:!L'!gl I].'[:I Wials ﬁr:-‘.[ F‘ﬂ?ﬂticﬂ[j, it._"'- necromancer creators
celebratedinalong, grim reverie. These nights, Degulo’s ethcacy
is weighed against the dangers it presents. Where Daemonic
Possession (see V20 Dark Ages p. 280) focuses on the art of
transposing a departed spirit into the empty shell of a corpse,
Degulo is the method by which a necromancer consumes a
fragment of soul and retains it forever as a part of himself.

The process by which a necromancer eats a spirit requires
great sacrifice on the part of the practitioner, who must give
up a part of himself to allow the dead to move in. Some nec-
romancers are known to strip their bodies of frailty in order
to take on the souls of mighty warriors, where others lose
knowledge of their own languages to make room for ancient,
arcane dialects. At the extreme end, some Harbingers divest
themselves of their clan-given powers in exchange for Disci-
plines possessed by passed Cainites. Tales tell of Cappadocians
who attempt to lose their curse, replaced with that held by
another clan. To date, these attempts have been met with
failure, but necromancers are known for their commitment
o Incessant experimentation,

NECROMANCY’S TANGLED PATHS

here are parallels between powers on various necromantic Paths; this is not so unusual. Philosophers and
magicians poke at corpses and draw similar conclusions, while necromancers and eschatologists discover com-
parable methods of summoning spirits. Few rake identical routes, but their likenesses can't be discounted.

When necromancers encounter one another using different rituals and powers to achieve similar effect, the
outcome ranges from enthusiastically sharing notes, to attempting to unrepentantly destroy one another. Jealousy
runs rife in cults dedicated to the esoteric. When a necromancer can bind the soul of a deceased rival, there's little
incentive to question her while she still lives and can pose a threat. Spirits are infinitely more malleable.
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System: The necromancer must possess the skull of the
being whose powers he wishes to ingest and subsume. The
player must spend two Willpower and make a Willpower roll
(difficuley 9). Willpower cannot be spent tocreate an automatic
success on this roll. Failure has no effect; a botch means the
necromancer loses whatever he was prepared to sacrifice for
the Discipline, but gains none of the benefits. Success allows
the necromancer to unhinge his jaw and consume the skull
whole, subsequently subsuming elements of the devoured spirit.

Degulo forces the vampire to lose any one trait on his
character sheet. The Storyteller then replaces this trair
rating with that held by the dead person whose skull has
been consumed:

Example: Simon is playing Silvanius, a Cappadocian with
mastery over the Path of Skulls. Silvanius has procured the
skull of his former lord — a Lasombra named Hywel. Always
covetous of the Magister's battle prowess, Silvanius wishes
to consume this part of Hywel's soul. Simon specifies to
the Storyteller that should the Discipline use be successful,
Silvanius will replace his Strength rating of 2 with whatever
Hywel held. Simon deducts two temporary Willpower from
Silvanius’ sheet, and makes a "l:':f'illm‘_lw::t‘ roll. He rolls 2, 2,
3, 6, 9 — just enough for a success. As Silvanius' jaw drops
open and Hywel's skull disappears within the Cappadocian's
maw, a change comes over his body. Wracked with pain as
his muscles wither and atrophy, at first Silvanius believes
something has gone wrong. But then, lisaments knit and
sinews tighten, muscle-mass forming from the consumed
spirit. The Storyteller explains to Simon that he can mark
a Strength rating of 4 on Silvanius' character sheet.

The vampire using Degulo is restricted to swapping
only one trait rating, and as the skull is consumed in the
act, this act cannot be repeated with further traits from the
same spirit. Unlike the other levels of the Path of Skulls,
if there 1s a wraith of the deceased, it is affected by this
power, gaining the trait bequeathed by the necromancer in
exchange for its own.

Degulo’s sole restriction applies to Disciplines, allowing
only for an equal rating swap of Cainite powers. A necro-
mancer cannot exchange his one dot in Auspex for another
Cainite's four dots in Dominate, but can exchange his one
dot in Auspex for the first dot of the deceased Cainite's
Dominate Discipline. The practitioner of Degulo then los-
es his chosen Discipline as a Clan Discipline, gaining the
consumed Discipline as his new Clan Discipline.

THE PaTH OF WOE
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time, but they just handle the killing. We deal with the damnation.

— Rosselmi, Roman Necromancer
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The Giovani proficiency in handling spiritsis widely respected
by other necromancers, excepting one rare breed —a syndicate
of Roman mortals and vampires bearing the name Rosselini, or
variationsofit. The necromancers following supposed matriarch
Rosalina are as adept at ensnaring wraiths as any Giovani, bur
where the Young Onesprobe, interrogate, and barterwith ghosts,
Rosselini necromancers torture and drain the dead, despoiling
the lands of the living in the process. Ironically, most see the
Giovani as crude amateurs at best, especially disparaging the
Path of the Sepulchre. To its Rosselini founders, the Path of
Woe parallels a sacred art form, bearing righteous support from
mortal hunters operating under the papacy. These inquisitors
would see heretics’ souls suffer turther, begeing for absolution
even beyond death. The necromancers who know the Path of
Woe are only too happy to carry out the papal edict.

The mortal Rosselinis — bearing the name simply as
tribute to their scarlet-maned leader’s u:[}'ithl:t — have been
Embraced into diverse clans and bloodlines. While the
Cappadocians and Giovani are chief among their regnants,
practitioners of the Path of Woe are found among the Fol-
lowers of Set, Toreador, and Lasombra in smaller numbers.
The Path is new in these nights, but with Louis IX of France
preparing another crusade to retake Jerusalem and Christian
fervor burning hot, Necromancy styled as a holy form enters
vogue within Cainite courts.

* FinDING THE Locus

Wraiths are often bound to objects, locations, and indi-
viduals known as Fetters. Rosselini necromancers know that
to flush one out into the open typically requires detecting
and threatening its Fetters. From there, interrogation or
destruction can commence.

System: The player spends one blood point as her vampire
rubs vitae into her eyes, and rolls Perception + Awareness
(difhiculty 5). Failure has no effect; a botch means the necro-
mancer mistakes the wrongobject for a Fetter. Success allows
the necromancer to see an ectoplasmic glow surrounding
something important to a wraith, such as the sword used ro
kill him, the dress she died in, the house in which he grew
up, or the daughter she gave up to the Church. Each addi-
tional success allows the necromancer to see trails to other
Fetters for the same wraith. The Discipline eftects last for
one scene. This Discipline only allows the vampire to see
a Fetter. While the wraith will often manifest if its Ferter is
threatened, the necromancer will not be able to see it until
it makes its presence obvious.

* » EXPURGHTE THE DAMNED

Rosselini necromancers don't care to summon or bargain
with spirits. They threaten the dead, and strip away their
defenses. If a necromancer is confident that a spirit is in the
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room, circle of bones, or vitae-painted boundary, Expurgate
the Damned forces the wraith tomake itself known. It doesn’t
bind the spirit, or compel it to talk, bur it puts the wraith
exactly where the Rosselini wants it.

System: The necromancer must be in an enclosed space,
forma circle of human bones, or paint one using his own vitae.
The player must spend one blood point (more if painting a
circle, with volume at Storyteller discretion) and roll Wits
4+ Theology (difhculty 7, reduced by one if a Fetter within
the area is identified, by two if the Fetter is harmed, and
three if the Fetter is destroyed). If the wraith was within the
area affected by Expurgate the Damned prior to the roll, a
success ejects it from the Shadowlands and in to the living
world in a vulnerable, physical form. A failure results in the
Discipline not working; a botch pulls the vampire through
the Shadowlands, where she finds herselfsubject to whatever
the wraith has planned.

Wraiths expurgated into the necromancer’s area bear the
statistics in V20 Dark Ages (p. 403), and can soak both
bashing and lethal damage. Wraiths brought forth in this
way can freely return to the Shadowlands, burt few do when
their Fetters are under threat.

FORGOTTEN SORCERIES
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e Bro0OD SCOURGE

Blood Scourge allows a necromancer to inflict torturous
pain on a wraith, much to the delight of the Inquisition
and Rosselini necromancers. The power demands sacrifice
on the part of the necromancer, as she must give of her
own vitae. As a bearer of True Faith may possess blood of
burning glory, the necromancer's sanctified vitae inflicts
purgative pain on the damned. Most necromancers take
their time using this power, as a means of drawing out the
suffering, and whittling secrets from the spiritual victim.
The corpus of the wraith peels off in rotting chunks as the
vitae connects with it. The Blood Scourge is a truly foul
necromantic weapon.

System: The player spends a minimum of one blood
point. The vitae flows freely from the palms and soles of the
necromancer, who may cast her hands as if wielding a whip
against the spirit betore her. The plnycr must roll Melee +
Dexterity for her Cainite to hit the wraith, with the wraith
granted the chance to dodge if in a position ro do so. For
every point of blood spent, the necromancer will inflict this
number in aggravated damage on the wraith. This burning
vitae causes such agony as to increase the difhculty by two
on any attempt by the wraith to use its powers.




THE CURSE OF NECROMBANCY

kL/ hen necromantic rituals are practiced, they stand a high chance of failure where the necromancer is poorly
schooled. On the roll of Intelligence 4+ Occult (see V20 Dark Ages p. 292) to see whether a ritual is

successfully performed, each failed ritual should be recorded by the Storyteller. Each failure will build towards a
Flaw to be decided by the Storyteller, who can decide whether to continue accumulating the failures, or “award”

one-point Flaws for each failure.

Curses such as a horrifving visage, incurable disease, or perpetual haunting may seem unduly punishing, but
each point of Necromancy-induced Flaw reduces the difficulty of the ritual when it's next attempted. The path-
way to great power can come at huge cost.

Blood Scourge cannot harm wraiths in the Shadowlands,
ll“l‘l,:!'iﬂ- EE'!IL' necromancer 15 pn::-‘.uu[ TE'H.:TL".

* ¢ ¢+ CURSED EUCHHRIST

Necromancy is a costly endeavor, often leaving its
masters drained and cursed for following paths none were
meant to tread. The Path of Woe allows a resurrection for
the necromancer, at the point her determination is flagging.
To the necromancers on this Path, the Cursed Eucharist
is a gift from God and proof He wants them to continue
their holy work. Only by locking their fangs on a wraith,
does God show this blessing.

System: The playerrolls Stamina + Theology (difficulty
6) while their necromancer attempts to feed from a wraith.
On a failure, nothing happens; a botch results in burning
ichor being drained from the spirit, causing one level of
aggravated damage to the Cainite. Success converts the
Passion being drained from the wraith into temporary
Willpower, at a rate of one Willpower to every two points
of Passion being consumed.

* o+ * ¢ DURGE THE APOSTATE'S SOUL

The Rosselini take their papal mandate seriously. It
allows them to practice their Necromancy freely in a world
increasingly hostile to magic. Boiling heretics’ souls and
drinking the run-off is an honor and bonus to the truly

”4‘."‘-_

malign members of the faith, who recognize the warm
benevolence of God in the allowance of their terrible acts.
Purge the Apostate's Soul is an infallible method of sending
spirits to Oblivion.

Blood magicians narrow their eyes at practitioners of this
Discipline, recognizing similarities to their own Cauldron
of Blood (see V20 Dark Ages p. 302), and wondering
whether a necromancer stole and reworked their power.
Necromancers of course insist thar it's quite the other
way around, their Discipline being eminently superior and
blessed by the Inguisition.

System: The player spends three points of Willpower
and rolls Intelligence + Theology (difhiculty 8), while the
necromancer is in the presence of at least one wraith.
Failure results in nothing happening; a botch reverses the
effect onto the vampire. Each success inflicts a level of
aggravated damage on the soul of the wraith and anyone
else withina 10-meter (11 vard) radius of the necromancer,
mortal or undead. For every health level lost by the wraith,
a sloughed pool of ectoplasm is produced. The necromancer
can drink this, recovering one point {:f"ﬁ"i"pnwur for each
pool lapped up from the ground.

The use of this power irreversibly contaminates the
10 meter (11 yard) radius surrounding the necromancer,
making it a sphere where life is incapable of growing, and
into which wraiths can never again enter.

THE DARK ARTS OF NECROMANCY
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THE SECRETS OF
ETITE SORCERY

Sutekh. Set. Typhon. The Serpent. All are words | use in
place of “chaos.”

— Kemintiri, recently awakened Setite Methuselah
ﬁl sk a Cainite Prince which clan she forbids from her

51 domain, and expect one answer: the Followers of Set.

[t has been this way for millennia; so it is in these nights.
Setites have many uses; they attempt to make friends, and
adore forming alliances, but nobody wants to be on the
losing end of a deal. When a vampire brokers with Setites,
he must constantly question, “What does the Serpent gain,
and what do [ lose?”

Setite Sorcery — or Akhu, as it's known to Egyptian
Setites — bridged the divide between clans, for a time. As

the Long Night wore on, Setites known as the Witches of

Echidna offered their services in domains along the Medi-
terranean, from Iberia to Constantinople. This unique blood
magic — predating the rise of the Tremere — increased the
value of Setite presence, and encouraged Princes of all lines
to provide Serpents sanctuary and a role in their courts.
Come the War of Princes, Setites are commonly persona
non grata. The Witches of Echidna fade from view. The
abilities granted by Setite Sorcery are no longer offered to
vampires of different clans. The Followers of Set appear to be
consolidating their power, and this means restricting Setite
Sorcery to Sutekh lovalists. Yet, the remnants of the Witches
pursue a campaign of disseminating their knowledge before
they meet annihilation.

There's hope Setite Sorcery will persist, among the many
intrepid Cainite mystery seekers, but evidence points towards
the Egyptian Sertites being advised by their Laibon brethren
who demand this blood magic remains confined. The Laibon
Setites’ agenda is unknown, but the result is their drawing
closer to the Sutekh remples in Egypt, offering and receiving
counsel in turn, before heading south and practicing Setite
sorcery with renewed purpose and fire in their hearts.
“Setite Sorcery” is a misnomer. Vampires descended from
Followers of Set founded the Discipline, but the Witches
hold little affinity for their storm god-worshiping siblings.
Clans who know little of the Discipline imagine a form of
blood magic dealing wholly in the corruption of innocents
and enslavement of the clan’s foes, forcing them into the
service of Set. The Discipline’s actual genesis, utility, and
subsequent diffusion to Setite schismatics — called blood-
lines, by the other clans — silences such gossip, but few dig
deeply enough to discover the truth.

FORGOTTEN SORCERIES
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THE WINTER OF THE WITCH

You destroy us because you fear our prophecies are true. You
may kill us all, but we shall pass on our years of wisdom to every
one of Echidna’s children; the Jérmungandr, the Daitya, and ves,
even J_"l'I'J'H- .J'lll.lll! ."-Il.l.-[” E':T]-' ML/ leL' [1'.|!IIIII. il:ﬂ-'.! I'.!'I"I."I.IJ.I J.[-

— Ophioneus IV, Witch of Echidna, seneschal to the Prince
-'.'j. Athens

The Witches of Echidna are the paramount practitioners
of Akhu, though their numbers wane in 1244 CE. Long
viewed with distrust due to their links to Typhonic Setites, an
internal clan war started in the last century continues to this
night, wracking the Followers of Set. Accomplished oracles,
the Witches anticipated a coming betrayal and purge of their
line. They predicted their Egyptian brethren’s attempts to
destroy their heterodox sorcerous material, or liberate it for
return to Egypt and the Hierophants. An ongoing struggle
harrows the clan, but separating the Witches of Echidna
trom their treasured blood magic proves dithcult. The Dark
Ages see Gorgons making every effort to teach diverse Setite
cults in the arts of their Discipline, including the vampires
among their executioners.

By way of the Witches’ tutelage, in Egypt Orthodox Se-
tites study and brandish this cryptic form of blood magic as
a means of tracing and contacting their founder. With the
support of Lazarene Cappadocians, they warp the Discipline
into an adulterated form of the Spell of Life. In the ranks of
the Norse, there exists the Hall of Jérmungandr — a cabal
of sorcerers calling on the legends of the Midgard Serpent
for inner strength and the ability to distribute this power
among their childer and servants. Constantinople plays host
to the burgeoning Children of Judas — a cult predicated
on decadence, temptation, corruption, and Judeo-Christian
guilr, who use the Discipline to debase and break the spirits
of their victims. The ostensibly Hindu Daitya of Mangaluru
and the Hoysala Empire twist their faith into another form
of blood magic using the Witches' sorcery. The Setite Laibon
of Nubian origin wield their own form of Setite Sorcery,
focused on communing with a hundred gods, and rallying
power in the city of Mogadishu.

Each of these lines — and more — pracrce Setite
Sorcery in divergent ways, calling on different benefactors
and applying the results in varying terrible fashions. The
Witches of Echidna seek this conclusion. They recognize
the perfidy of Typhon, and his will via the actions of Setites
pitched against them. While they fight against their fares,
they zealously attempt to spread the blood magic cultivared
over millennia, to ensure their clan — in whatever form it
rakes — remains strong against the slaves of the Aeons and
the caprice of their Antediluvian.
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Setites differ wildly, and while many possess zealous piety,
this allegiance is to as many gods as there are cultures. Akhu's
practitioners tap into and subvert the power of vampiric faith.
Faith spawns devotion; devotion leads toblind fanaticism; fanat-
icism leads to chaos. Cainite scholars who study the Discipline
describe it as the power to forge chaos into a tool — whether
that tool is for ageression, seduction, or transfiguration. This
blood magic is a tangled weave of ethos and dogma, with each
cult of practitioners declaring dominance over its peers.

Followers of Set who know of their sorcerers identify them
as a peculiar breed. While divergent faiths rarely see eye-to-
eye, the Witches counsel the different creeds on sharing a
sympathetic relationship. Each one believes he or she iscorrect,
s0 while they may undertake varied journeys, damning one
another for heresy is in opposition to their respective dogmas.
Their acts of sacrifice and supplication to the gods at whose
feer they kneel unify them, in a mutual, rerrible aim:

Their sorcery will strengthen the clan. Their sorcery will
identify their founder’s location. Their sorcery will please
their founder and make him love them forever. If this aim
is not accomplished, their maddened founder will be sure
to consume them.

The Witches of Echidna believe their nights are num-
bered. The Hierophants hotly disagree with their portents,
and want the bloodline eliminated betore their words con-
vince other Setite cults of Sutekh's disesteem. With their
probable destruction at hand, the Gorgons work even harder
to disseminate their knowledge, further fracturing a clan
others suppose unassailable.

HERETICAL SYMPATHIZER
(2 pT. SociaL MERIT)

You are the protector of a Witch of Echidna, or you
possess a trove of their knowledge. Whether you do this
with altruistic or selfish aims, you stand to benefit from the
cult’s permanent support and earn the Orthodoxy’s enduring
distrust. Depending on the situation leading to your taking
this trait, you may be able to court favor with the opposing
side by selling our your Gorgon ward and gaining the en-
dorsement of the Egyptian Followers of Set.

HuNTED BY THE HIEROPHANTS
(4 PT. SociaL Fraw)

Setites claim their religion is one of freedom from in-
doctrination and conditioning. The Hiur:}phﬁntﬁ np::ni'!,'
agree, and then crush those who seek to subvert Sutekh's
faith. Whether as a result of being a Witch of Echidna, one
of their postulants, or simply a Setite who throws off the
yoke of Sutekh — the Hierophants are displeased by your
decision and seek you out, actively sending Setite warriors
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to bring you to heel. Depending on the depth of your sins,
they will either aim to capture you and bring you back to the
Courts of Egypt, or destroy you on the spot. The Hierophants
brook no profanartion, and will not remove you from their
lists until they're convinced of repentance or Final Death.
Storytellers are encouraged to make this vampire's existence
one of paranoia and near-constant threat.

PosTULANT OF ECHIDNA
(3 pT. SUPERNATURAL MERIT)

You receive the tutelage of one of the Witches of Echid-
na. T his Merit allows you to take Setite Sorcery as a Clan
Discipline in place of one of your others. If you're outside the
Setite Orthodoxy you may find yourself hunted for integration
or destruction by others of your blood. Most Postulants of
Echidna have several points in the Mentor Background to
account for the Gorgon tutor, though the lack of a Mentor
may imply the Witch met destruction. This Merit is pre-
dominantly held by Setites, but rumors hold of Wirches
of Echidna passing knowledge to vampires of other clans.

AKHU

Much remains hidden of the Witches' knowledge. It's said
they possess a dozen of what the Tremere call “Paths,” and
now more circulate, due to the Discipline's spread. Setite
Sorcery focuses on the many gods served by the Followers
of Set, and the multitude of monsters believed to be a part
of their line. Principally, each Path focuses on a different
subversion of existing faith. Setites might use Sorcery to
transhigure one’s body to become a godlike emulation of a
deity, erode the belief of a rival religion, or steal from another
belief system the miracles that make the faith so appealing.
Witches of Echidna advise each cult in the basics of many
Paths, and then leave their students with just enough materiel
to begin crafting their own.

System: Vampires studying Setite Sorcery commonly
learn the Potestas Tempestatum (see V20 Dark Ages p.
298) as their initial Path, in emulation of Set’s role as god
of storms. Their secondary Paths often come from one of
the following, or altered versions of the magic wielded by
the Tremere. Inivating their powers is identical to thar of
Thaumaturgy (see V20 Dark Ages p. 297) except that in
the place of Occult, use Theology.

THE REVELATIONS OF DURT

What the childer of Sutekh know of Duat is what draws us
to their bosom. Therr faith prapels them to moments of great
revelation in the study of death and rebirth. We study at their
feet. We watch. We leam.

— Lazarus, exiled Cappadocian Methuselah

THE SECRETS OF SETITE SORCERY
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The Spell of Life is the purview of those dedicated to
Set’s ancient enemy, Osiris. While Witches of Echidna
are unable to replicate the powers of the Spell, they long
ago forged the first steps on a Path of Akhu; named The
Revelations of Duat. After teaching Orthodox Setites from
Saqgqgara to Luxor in the precepts, the Gorgons abruptly
abandoned Egypt and retreated to Greece. The reasons
behind their departure have fallen into apocrypha, if ever
they were known.

Shortly after the Gorgons departed Egypt, Cappadocians
in the cult of Lazarus arnived to seek sanctuary with sym-
pathetic Setites. The Setites — novitiates in the promising
Revelations of Duat — turned to Lazarus’ get for further
tutelage. The result is a Path of Setite Sorcery tainted with
the gifts of Necromancy, often shared between Setites and
Cappadocians willing to devote themselves to the study of
death and — at the very least — lip service to Anubis or

H'ﬂ!.ll..‘ﬁ-.

* SIGHT OF THE JACKAL

Sorcerers with Sight of the Jackal immediately identify
ghosts who resist the call of Duat, spying free dead as
they ride living vessels or hide in objects and structures.
The sorcerer’s eyes gain a translucent grey ilm until the
duration of the power concludes.

System: Additional successes allow greater perception
of the strength, shape, and history of the ghost. The power
lasts for the remainder of the scene. Ghosts become aware
of the sorcerer on a botch, and depending on their tem-
perament they may attack the vampire. Sight of the Jackal
does not allow sorcerers to communicate with the dead.

* « WEIGH THE VIRTUES

To judge the dead, Anubis must weigh virtues and sins.
The Setite practicing Weigh the Virtues is able to identify
any morally compelling deeds performed by a once-living
being, whether they're using this power on a ghost, a
corpse, or a vampire. Knowledge of these deeds is key to
practicing the further powers on this Path, as Imbue with
the Grace of Anubis is predicated on understanding the
deceased’s crimes.

System: For each success, a different deed — from
saving a child from a crocodile’s jaws to murdering a rival
over a lover — appears to the sorcerer in vivid detail. On
a botch, this power reveals one of the sorcerer's sins to his
most trusted companions.

* ** PHARAOH'S SENTRY

Unthinking, unemotional, unyielding sentries are
the best guards a Prince could want, but to create them
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a sorcerer requires a dead body and a dispossessed spirit.
Pharaoh’s Sentry creates an emotionless automaton who
forever serves the sorcerer’s edict, acting as a warrior and
vigilant guard with no moral qualms against killing, or fear
of dying in service.

System: When a sorcerer practices Pharaoh's Sentry on
a corpse dead for a single night in a place a ghost haunts, a
fragment of the ghost's soul moves to the corpse and causes
its reanimation. The sorcerer must have used Weigh the
Virtues previously to identify a spiritual hook with which
to snare the spirit. Each success allows the power to be used
on a corpse dead for an additional night.

The sorcerer's edict must be a single sentence, i.e. “You
must guard this tomb from all meruders but me,” or “You must
follow this man to his house, and kill him imside.” Ambiguity
leads to grave mistakes. In the previous examples, "You
must guard this tomb from all mtruders,” would lead to even
the sorcerer being attacked should he attempt to enter the
tomb; and *You must follow this man to his house and kill him,”
may lead to the victim's murder at a premature point, rather
than inside the hoped-for building.

The animated corpse remains active permanently without
succumbing to decomposition.

A botch on attempting the Pharaoh's Sentry causes the
corpse to rise and mindlessly atrack its summoner until
destroyed.

Attributes: Strength 4, Dexterity 3, Stamina

5, Charisma 0, Manipulation 0, Appearance 0,
Perception 1, Intelligence 0, Wits 1

Abilities: Alertness 2, Athletics 2, Brawl 3, Intim-
idation 2, Melee 2, Stealth 2

Disciplines: Fortitude 1
Willpower: 5
Health: 7

MNotes: These sentries commonly have a reserve
of seven blood points, and crumble to dust after
using them. This blood is dead for the purpose of
feeding, so cannot be consumed by vampires.

**** [MBUE WITH THE
(GRACE OF ANUBIS

An unthinking guardian is a potent defender for havens
and temples, but sometimes a sorcerer requires Anubis to
return more than a flicker of life. By the jackal god's grace,
a sorcerer taps into the good deed or sin identified through
Weigh the Virtues, and imbues the corpse animated through
Pharaoh's Sentry with a compulsion based on that deed.
The animarted corpse is still victim to the one-line edict,
but now harbors emotions and inclinations based on the
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harvested spirit's former deeds and will act on them when
not specifically directed to do otherwise. These inclinations
always manifest themselves violently.

The utility of this power comes through the chaos it
causes. A sorcerer who sends a horde of corpses possessed
by violent emotion into a town, knows the domain will come
apart at the seams.

System: A sentry with basic memory of its defining
deeds will act impulsively in ways similar to its former life;
i.e. a former murderer who cut the throats of merchants
will always slay any traders it meets with attacks to the
neck, while a priest who assisted the poor will target the
homes of the wealthy, burning them down and massacring
the inhabitants. A single success plants the memory of one
deed in the mind of the sentry, with each additional success
giving the sorcerer the option to place another.

The spirit from which the deed is drawn for the creation
of this powered sentry is aware of its virtues or sins being
drained, but without the sorcerer’s aid cannot recover the
piece it loses to this power. The sorcerer must spend a blood
point to return the deed to the spirit from which it originated,
at which point it becomes an unthinking sentry retaining
the same statistics, but none of the freedom of thought.

The sentry attacks its master on a botched roll.
Attributes: Strength 5, Dexterity 4, Stamina
3, Charisma 0, Manipulation 0, Appearance 0,
Perceprion 2, Intelligence 0, Wits 2

Abilities: Alermess 2. Athletics 3, Brawl 3,
Intimidation 3, Melee 3, Stealth 3

Disciplines: Fortitude 2, Potence 1
Willpower: 7
Health: 8

Notes: These sentries commonly have a
reserve of eight blood points, and crumble to
dust after using them. Storytellers may augment
statistics appropriate for the deed imbued in the
corpse.

oo e THE SORCERY OF LIFE

In Setite apocrypha, it is said Set's favored servants were
the immortal entities known as Bane Mummies. Set and his
childer attempted a version of Osiris’ Spell of Life in attempts
to create their own eternal servants, but the Spell went hor-
ribly wrong. Where Osiris’ children were given eternal life,
purity, and wisdom; Set's immortal servants were possessed
only of impurities, regurgitated by the demon Ammut, and
reborn as Bane Mummies. Set's frustration was destructive.
He blamed his childer, and destroyed every Setite of the
Fourth Generation unlucky enough to be in his presence.

THE SECRETS OF SETITE SORCERY
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Eventually, Set devoted adoration to the Bane Mummies,

but ever resented the failures of his childer in their creation.

Bane Mummies still exist, but the secret of their conception

i5 something guarded within the temple sanctums of the

Hierophants. Few wish to anger Ser in such an egregious
ay as to create new Bane Mummies.

The Witches of Echidna — certain of an impending
doom — are not so apprehensive. Their studies reveal a
different route to empowering their servants, and in concor-
dance with Lazarus’ Cappadocians bequeath this research

to the Egyptian Setites. With the Sorcery of Life, a form of

Proto-Bane Mummy is twisted into lite. The practitioners
risk their founder’s displeasure creating of these servants,
but measure the gamble as one worth taking.

System: The sorcerer must have taken steps necessary
to Imbue with the Grace of Anubis, and hold in their thrall
an animated corpse bearing the fire of emotion-fueled deeds.
Each success converts to points the sorcerer can assign to the
sentry’s Attributes or Disciplines. Any Disciplines granted
to the sentry must be from those the sorcerer holds. The
Proto-Bane Mummy is still subject to the sorcerer’s whims,
but will attempt intricate tasks if its Intelligence is increased
to allow understanding of complicated commands.

As with Imbue with the Grace of Anubis, the spirit
harvested for the creation of this Proto-Bane Mummy is
aware of its virtues or sins being stolen. The sorcerer must
spend a blood point to return the deed, at which point the
corpse becomes an unthinking sentry retaining the same
statistics, but none of the freedom of thought or capability
to use Disciplines.

Attributes: Strength 6, Dexterity 4, Stamina

6, Charisma 1, Manipulation 1, Appearance 0,
Perception 3, Intelligence 1, Wits 2

Abilities: Alertness 3, Athletics 3, Brawl 3,
Intimidation 4, Leadership 1, Melee 3, Stealth 3,
Survival 2, Occult 2, Theology 1

Disciplines: Fortitude 2, Potence 2
Willpower: ¢
Health: 12

Notes: These are the default statistics for the Pro-
to-Bane Mummy, before additional successes are
translated to additional points. These monsters
commonly have a reserve of ten blood points,
and crumble to dust after using them. They can
acquire further blood through eating a vam-

pire or mortal’s flesh. Elﬂr}rleﬂers. may augment
statistics appropriate for the deed imbued in the
corpse. Proto-Bane Mummies can soak all but
aggravated damage.

FORGOTTEN SORCERIES
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THE REVELATIONS OF EDEN

Your Dream will be emly of the Serpent.
— Khay'tall, Serpent of Constantinople

Cainites know the Followers of Set for their duplicity
and prowess in manipulation. Few warrant this reputation
more than the Decadents of Constantinople, otherwise
known as the Children of Judas. Referred to as heretics by
the Hierophants, the Children of Judas are suspecred to
be the next targets for elimination once the Theophidian
Witches' fall is complete.

Despite opposed ideologies, it's perhaps their shared des-
peration forcing the Witches of Echidna to provide fleeting
tutelage to the Decadents. Khay'tall's faction never requested
their aid, but welcomed it before his destruction; his Setite
followers have picked up the reins of the Revelations of Eden
in the wake of the Witches' departure.

A simple Path at its core, the Revelarions of Eden break
down the will and faith of a victim, allowing room for the
Serpent of Eden, Sutekh, or whichever god the sorcerer
chooses to take its place. The ultimate corruption found
in Path comes with most victims’ willing submission to its
powers. Like Presence, this Discipline generates a feeling of
contentment and desire in its subjects.

System: One success is enough to erode a victim's
temporary Willpower. Every additional success removes a
further point of temporary Willpower, with higher ratings in
the Path bestowing additional effects on the victim. These
effects are not cumulative. The victim may attempt to resist
the effects of the Discipline with a Willpower roll (difhculy
6). A botch by the sorcerer grants the victim a recovery of all
remporary Willpower. A botch by the victim forces the loss
of one point of Conscience/Conviction. This power cannot
be resisted by using temporary Willpower. Losses noted as
permanent can only be recovered via the torpor or Final
Death of the Setite sorcerer responsible.

. Remove one point of temporary Willpower from
the victim, and one dot from her Willpower
rating.

.. From the victim remove one point of temporary

Willpower, and one dot from her Road rating.

el From the victim remove one point of temporary
Willpower, and one dot from her Self-Control/
Instinct.

e From the victim remove one point of temporary
I|'|..:|:.l-'ll.I"["|I,:I'l.'ll.'r.‘T, III]L! L'!'LI.'H bl I.'H.‘I.' LCW [jg?]]]L'}i!1£}T.
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From the victim remove one point of temporary
Willpower, and choose her new Nature.
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THE REVELATIONS OF
MIDGARD
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our family flovrishes.

— Edla Olavsdareer, Priestess of the Hall of Jérmungandr

The story of Armulf “Jérmungandrsson” is infamous
among Setites. A Norse merchant turned cultist, ghoul,
and ultimately a vampire, Jérmungandrsson was Embraced
in Egypt with great pomp and ceremony. His return to
the Kin}.‘:dﬁm of 1.-"%]'::-r'u.rfl1;.r WS prtditrr:d T:':',' the Witches of
Echidna to spawn a new front in Typhon's battle against
the Aeons. Instead, Jérmungandrsson formed a new cult
dedicated to the Midgard Serpent as an aspect of Apep;
antithetical to the majority of Setites, but far enough away
to not be immediately destroyed by the Theophidians. The
Jormungandrsson imbroglio is a sore point among Orthodox
Setites, who swiftly erased record of Arnulf’s Embrace, but
could do little to remove the widespread word of the prodigal
son who abandoned his clan.

For centuries the Hall operated its cults in pleasurable
isolation from other members of their clan, their philos-
ophers following a version of the Path of Apep (see V20
Dark Ages p. 449) they call the Path of Jormungandr. In
recent years, members of the cult traveled beyond Scania
and encountered the Witches of Echidna in the Courts of
Love and Fietdoms of the Black Cross, suffering persecution
from the clan's Orthodoxy. In solidarity, the Hall granted the
Witches alms, and in turn were taught the principles of a
sorcery they call The Revelations of Midgard. The Gorgons
were impressed by the Hall's devorions to its cultists, seeing
in the Norse vampires a devotion to family once shared by
the Setites of the Nile.

The Revelations of Midgard allow members of the Hall
of Jormungandr to draw on their inner faith, and with it
bolster their ghouls, beasts, and mortal servants. While their
faith is inarguably debased, the powers gifted to them by the
Gorgons reinforce followers' devotion to the cult.

* BESTOWMENT OF SCALES

Perhaps more than any clan, the Followers of Set value
the worth of their cultists. Many see little difference between
the status of a mortal, ghoul, or vampire, in service to their
god. Thisisa belief permeating the clan in all its varied forms.
For the love of their cultists, practitioners of Bestowment
of Scales may absorb harm dealt to their favored servants,
who gain patches of serpent scales on the flesh that would
have otherwise been harmed. These scales never disappear,
evidencing the grace of Set and the Midgard Serpent.

,.‘Iﬁ‘.i‘-._

System: Bestowment of Scales affects any living creature
or ghoul from whom the Cainite has fed, no matter the
distance. When such a cultist incurs harm, the sorcerer
can reflexively apply her undead endurance to the cultist’s
body, the damage being transferred to the vampire. The
Cainite can soak this damage in the normal way, though any
damage not soaked by the vampire is suffered by the cultist.
The cultist develops scales in the place they would have
suffered harm. Depending on the location, this can reduce
the cultist's Appearance rating, though Setites acknowledge
the deformity as a blessing. A botch on this power allows
the vampire to absorb the damage, but prevents her from
soaking any of it.

* » SUFFER FOR JORMUNGHANDR

Above all else, the Followers of Set are a clan of faith.
Belief inspires its bearers with the ability to perform great
deeds, both noble and destructive. The Hall of Jérmungandr
teaches all its cultists to suffer for their beliefs; with sacrifice
comes reward. Those who give of themselves for faith will
surely receive spiritual recompense. Vampires who use Suffer
for Jormungandr pur this belief to the test, as for their own
survival, they bestow heinous wounds on their cultists, The
cultists suffering in this way gain serpentine features — a
narrowing of eyes, flattening of a nose, webbed fingers, and
loss of hair.

System: When a Cainite schooled in Suffer for Jormun-
gandr receives physical harm, she may apply that harm to a
mortal servant from whom she has taken blood, and towhom
she has given vitae. The cultist must be within eyeshot of the
sorcerer. Suffer for Jormungandr is activared reflexively unless
the vampire chooses not to use it. For each success accrued
beyond the first, the vampire may inflict an additional level
of the damage that she has incurred on her chosen cultist.
Damage acquired in a single turn may not be distributed
among multiple cultists, and any damage exceeding the
cultist’s health rrack will return to the vampire to soak or
incur. The manifestation of this power reduces the cultist’s
Appearance rating gradually, at Storyteller discretion. A
botch on the roll for this power still transfers all damage
to a cultist, but each point is converted to aggravated if it's
not already so.

eee SWAILOW THE TAIL

The Hall of Jérmungandr believes in the pre-eminence
of the Midgard Serpent, fated to ingest its own tail until it
rears and devours the world. This strange power’s symboli-
cally similar to the myth, allowing the vampire to replenish
any blood spilt in battle. Whether pouring from a lesion,
staining clothes, or pooled on the ground — sorcerers are
able to draw the blood to them in dancing rivulets. Setites

THE SECRETS OF SETITE SORCERY
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are known to take grievous injuries, their vitae scattering
around them, before locking their foes in a hypnotic gaze
as the blood upon the earth crawls its way back into their
mouths like tiny snakes. Any cultists in the presence of the
Setite practicing this Discipline find the blood in their veins
bulging to escape. It does not, but forever after the cultists
bear snakelike blood vessels prominently marking their skin.

System: This power is always activated as the fnal
action of a turn, after Celerity actions. Blood within eye-
shot of the vampire slithers towards her, taking a tum to
reach her mouth and replenish lost blood points. It is the
Storyteller’s discretion how many blood points are in the
surrounding area, but each success rolled allows one blood
point to slink rowards the sorcerer. On a borch, the power
forces the vampire to disgorge ten blood points minus her
Road rating. This power cannot be used to drain blood from
a living or undead vessel.

* e ("N\CLE OF THE
MIDGARD SERPENT

The Hall of Jormungandr places family upon a high
pedestal. Sorcerers know the importance of mortals and
ghouls; cultists sustain their etforts. As they drain blood trom
the kine, the sorcerers return terrible, poignant gifts to the
cult as proof of their god's pleasure. Setites who learn Cycle
of the Midgard Serpent impose one of the greatest gifts of
blood magic possible on their cultists — the ability to draw
on their masters’ Disciplines. Cycle of the Midgard Serpent
allows sorcerers to vicariously act through their followers,
though they have no control over how their cultists use the
powers imparted.

System: A Serite using this power may impart points in
Disciplines to a ghoul who's consumed at least one point of
her blood. The number of Discipline points bestowed is equal
to the number of successes rolled. The power remains until
the sun next sets. Some powers are dangerous or actually
self-destrucrive if a mortal uses them. The Storyteller has the
final ruling on whether a ghoul can use a given Discipline.

For the purposes of Disciplines that require the expen-
diture of blood points to activate, the ghoul possesses an
equal number of blood points to those consumed from the
regnant on the night the power is activated. A botch on this
roll results in the ghoul gaining the points in Disciplines until
the next sunset, but the blood bond to his domitor breaks.
The breaking of this bond is not known to the vampire.

e oo oo NMprp's TRANSFORMATION

To some carrying Set’s blood, their epithet as Followers of Set
is inaccurate. The Witches of Echidna did, in recent years, come
to the suspicion that while their founder may be a monstrous
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demigod of capricious and devastating power, the name Set is
incorrect. Whatever their founder was, it posed as Set, Typhon,
Apep,and even the Midgard Serpent inefforts toachieve worship
and slavish adherents. Something in the blood of this Mother of
Monsters manifests through Setites using high levels of Serpentis
to change form. Apep's Transhguration allows a Setite to inflict
this change — one the Gorgons claim is Set's true form —on a
lowal follower The changeiswracking, and painful, but the glorious
physique achieved quickly converts or consumes non-believers.

System: This power only affects a mortal or ghoul cultist
who'simbibed the blood of the vampire sorcerer. Onasuccessful
roll, the cultist’s body spends ten turns — minus the number
of successes rolled — contorting and shifting into a limbless
serpent, its arms and legs sloughing off as an amalgamation
of dead skin, tssue, and bone. The Apep cultst bulges into
a serpent form approximately the size of a destrier. It cannot
speak, but can understand its creator’s language. The change
into an Apep cultist is permanent. The serpent remains loyal
to the vampire as a bestial ghoul, still requiring regular doses of
vitae. Any Revelations of Midgard powers usable on followers

remain usable on the Apep cultist. A botch on the roll to perform

this power kills the cultist and provokes a frenzy test for the

sorcerer, as she's presented with a humiliating failure of faith.
The Apep cultist has the following statistics:
Attributes: Strength 5, Dexterity 5, Stamina 4,

Charisma 3, Munipuhiic}n 1 Appearance 1. Per
ception 3, Intelligence 2, Wits 3

Abilities: Alertness 4, Athletics 4, Brawl 5, Intim-
idation 5, Performance 3, Stealth 4, Survival 3,
Theology 3

Disciplines: Fortitude 1, Potence 2, Presence 2
Willpower: ¢
Health: 15

MNotes: The Apep cultist commonly has a reserve of
ten blood points, and sinks into a torpid state with-
out blood. They can acquire further blood through
drinking from a victim. Apep cultists can soak all but
aggravated damage. lts bite attack uses eight dice
|Strength + 3).
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WITCHCRAFT

And I, the mistvess of your charms,

The close comtriver of all harms,
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Or show the glory of our art?

And, which is worse, all you have done
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Spiteful and wrathfid, who, as others do,

Lowes for his oum ends, not for you.

Macbeth, Act 3 Scene 5

'“"/ﬂ agic is everywhere. Vampires know it because they're
I J Lunnatural beings, animated by an ancient curse. They

know about Tzimisce kolduns, Tremere warlocks, necro-
mancers and secret rites that honor Set. Mortal sorcerers
and shamans occasionally interfere with elders’ plans. That
doesn’t mean most vampires have a solid-enough grasp of
the occult, but they know that secret powers exist.

WITCHCRAFT IN
THE DARK MEDIEVAL

Despite the secrecy surrounding it, magic is a social
practice and suffers from the same biases as others. In the
Dark Medieval era scholars exalt male dominated “high
magic,” founded in ancient philosophy and civil religious
mysteries, above the egalitarian “low” magic of countryside,
hearth, and home, where half-remembered paganism, folk
Christianity, and nature worship combine with intuition.
The term “witch” is an ambiguous one that covers everyone
from unpopular, smart women to would-be demigods who
know the great secrets.

The default period of the Dark Ages line precedes the
witch craze in Western Europe, but laws against witchcraft
exist and imperil anyone suspected of practicing it. The
idea that natural magic comes from the Devil grows more
popular over the years, but authorities more often oppose

MAGIC |
THE BLOOD

(&Imn the Embrace, Path-based and Awakened

witches lose their distinct abilities, though they
remain skilled occultists, and might develop blood
magic counterparts — and sometimes, they don't
need teachers. The fact that witches are more likely
to develop weird powers causes vampires to various-
ly forbid their Embrace or encourage it, depending
on the clan and domain. Upon the loss of their gifts,
many witches lose touch with reason and emotional
stability. Incantations remain intact, as they harvest
magic in the world, not the vampire herself.

Ghouls retain their magic, but may find further
progress difficult. They may even fall backwards in
magical ability, as the Blood Oath and their ad-
diction destroy their concentration and spiritual
refinement.

it because of its ambiguous connections with poisoning,
fraud, and sexuality. Many supposed “witches” are folk
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petty disputes with the neighbors, so many lords and priests
refuse to condemn alleged practitioners.

The divide between high and low magic reflects a power
ETIllgglﬂ !"IL’T“'L.'L:TI secret F-I..""'[:I“'."i-h'i.!.'l'ﬁ {'I'E- SOTCETCTS. T]:'Ill:il'
“high magicians” include the Tremere's mortal cousins
in the Order of Hermes, the priest-magi of the Messianic
Voices, the Muslims mystics of the Ahl-i-Batin, and the
natural philosophers called Craftmasons. They're not
allies, but they all give little respect to Fellowships they
call "witches": shamans called Spirit-Talkers, the Norse
Valdaermen, and the rustic, polytheistic Old Faith. The

THE WITCH CULT IN WESTERN EUROPE

FORGOTTEN SORCERIES

ﬁ ost witches treat their craft as a practice or calling, not a full-fledged religion. Eastern Europe possesses
open pagan priesthoods, but in the West witches usually think of themselves as nominal Christians with a
little something extra. But power requires commitment, and the more a witch walks the path of genuine magic,
the more she immerses herself in pagan beliefs and conspiracies. The best-connected witches are Awakened. They
craft alliances with lesser witches as they travel on mysterious missions. They're the closest thing to a great cult of
the witches. The rest belong to gifted families and minor sects that rarely communicate with each other.
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Order of Hermes appropriates “low” secrets when it can;
practitioners should join (as a House in the Order, as the
Tremere were) or perish. Direct persecution is rare, but
high magi rarely lift a inger to aid their cousins.

Vampires usually don't share these biases. Necromancy
and Koldunic Sorcery both claim chthonic, pagan roots. The
only vampires committed to high magic are the Tremere,
who stole sorcery from their old kin and the Blood itself
from other vampires. Thus, Cainites have better opinion
of witchcraft than kine, and a worse view of self-styled
high magic. Who uses Hermetic ritual? Usurpers. Who
calls upon God for power! Vampire hunters. And who
calls upon earth spirits and the dead! Respected, ancient
heirs of the Blood.

On the other hand, almost everyone hates devil wor-
shipers. Almost.

RELIGIOUS AND
PHirosopHICAL WITCHCRAFT

Witches mix religions up, throw things out, merge gods
and saints, and add a bit of poetry. High magi categorize,
but witches improvise. Therefore, a witchcraft ceremony
may include some or all of the following influences.

Abrahamic Religions: Wirches trade ideas with and
even become pardoners and preachers, often with little
direct access to Scripture. They harvest rites from gospels,
psalms, apocrypha and heresy. They call upon angels by
their Hebrew names. Europeans sometimes appropriate
horribly mangled Muslim ideas (see Baphomet, a corruption
of Mohammed), and Muslim witches (who are despised in

Arabia) might babble Church Latin for effect.

Deviltry: In the coming centuries Christians will reach
a consensus that witcheraft comes from the Devil and his
fallen servants, but for now, low magic is usually believed to
be fraudulent or crude. But everyone knows Satan menaces
the world, so he must have some power here. Witches call
upon him to give power to curses and other dark rituals.
Some Infernalists and Baali stvle themselves wirches, but
tollowers of natural magic hare them for it.

Pagans and Polytheists: In Eastern Europe some pagans
still practice openly, but in the West the old gods use saint’s
names or receive secret worship in obscure, suspiciously
clean ruins. Witches invoke Celtic, Norse, Greek, Roman,
Egyptian, and other deities. They recognize that one god
can have different names, depending on the culture, and
might be manifestations of a Great God and Goddess (or
a Great Goddess alone). Pagans honor lesser stream and
grove gods, the seasons, animals, and the hunt. Witches may
include the Fae in their rituals, but usually treat them as an

”‘_*‘;

ambiguous force, to deal with through established rituals.

Something Greek: Neoplatonism, Gnosticism, and
other Classical philosophies mutate significantly by the
time they get to a typical witch, but many of them know a
few names and ideas they use to either create a ceremony
whole cloth, or bring clarity to magical phenomena they
discover.

THE VBRIETIES
OF WITCHCRAFT

Witchcraft is an imprecise enough term to refer to an
enormous array of practices and powers. This chapter
divides them into the following rough categories.

Forx Wispbom

The most common “witches™ have no magical pow-
ers. They master traditional medicine and study nature.
Sometimes they can stop pregnancies. They can brew
poison, but know how a small amount of it might treat
certain illnesses. They see faint animal tracks and stare
down wild boars. Scholars distrust this sort of knowledge.
They interpret Galen and other Classical sources to learn
about medicine and anatomy. Some witches combine folk
and formally learned methods, but in most cases just use
whatever works. Rituals organize traditional knowledge
within a witch's memory and honor her teachers and culture.
Herbs have poems. Animals have runes. This era precedes
scientific reductionism, so folk wisdom practitioners don't
always know which parts ot their lore provide the desired
effect, and which are superfluous customs. Is it the herb,
or the poem!

INCANTETIONS

The next tier of power exploits the remnants of ancient
wisdom, recurring myths, and secrets hidden in the land
and sky. Popular superstitions describe certain feats that
anyone can perform, if they learn the exact ceremony. No
text contains the full, correct instructions, but might lead
the way to a witch discovering the last step for herself.
These are called Incantations as a category, though many
do not involve speech.

An Incantation is a bundle of strictly circumscribed
magical potential, unlocked by a precise mix of materials,
conditions, and ritual acts. A witch needs time and discipline
to master an Incantation, but doesn't need a special soul,
second sight, or any sort of enlightenment. Even Cainites
may learn them. An exceptional witch might command a
handful of Incantations, but knowing even one is enough
to make her notably powerful.
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A typical Incantation produces one narrowly defined
magical effect of moderate power Some Incantations
summon magical entities against their will or bind them
to service. These are the most dangerous of all, for no
Incantation both summons and commands beings.

PRTHS OF SORCERY

Extremely gifted witches learn Paths comparable to the
blood magic used by Cainites. A witch cannot improvise
e | ."|-I.'|"|.."" l.IS'i:'['Iﬂ I'I.L’I' P:;Il'l'l..,_ !'I'III li._:E!.."ll."L':Il.':l]."ﬁ!"- il I'.lll,':L'P [':'.I'I{':I“'.I.l..’li,].g!,‘ U'I'-
its subject matter. Path witches learn rituals, much like
blood magicians do.

Few witches ever artain the Paths. Knowledge requiresa
mix of spiritual development and fate’s favor. At this degree,
a witch begins to transform from a practtioner of magic to
its source. Only the living may learn Path Sorcery, but it
inspires vampires to develop counterparts in Thaumaturgy
and other forms of blood magic.

AwBKENED WITCHCRAFT

Some mortals not only hear the world’s secret susurra-
tions, but can make out words within them, and command
their refined souls to converse with them. They're the great
witches: Spirit-Talkers, Odin's last Gallowsmen, and those
called the Old Faith or Sacred Branches (Verbenae). These
poet-sorcerers invent spells as they will, limited only by
their knowledge of the certain broad categories of magic,
known as Pillars. In future centuries, they will be called
mages. Vampires cannot learn this form of witchcrafr.

Forx WISDOM AND
[NCANTATIONS

Most witches aren't magical beings, but unearth the
world's power using exceptional skill and intuition. They're
healers. They know when a strange-looking plant might
possess supernatural properties. They draw a hundred
subtle cues from the environment, so even their ordinary
perceptions can be said to “see the unseen.” Cainites are
capable of feats of folk wisdom and can learn Incantations.

Fork WIisboM

Anyone can perform folk wisdom feats, but they usu-
ally don't. This form of witchcraft represents extreme but
ordinary knowledge. A witch's lore often comes through
distrusted channels: remnant pagan culture, mothers and
grandmothers, rhymes and stories. They're considered less
authoritative than proper learning, acquired from religious
authorities, Scripture, and dead Greeks. Nevertheless,
country superstition trains a witch to perform remarkable
feats, including the following.

FORGOTTEN SORCERIES
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Animal Entrancement: Roll Charisma + Animal
Ken with difficulty equal ro an animal’s Willpower, with
a modifier ranging + 2 for wild herbivores such as deer, to
+4 for predators such as wolves and bears. Success means
the creature will not attack or flee unless another person
or creature disturbs the beast. Successive rolls may make
the creature familiar with the witch so that it never treats
her as a threat or prey.

Body Control: Ascetic rituals teach the witch to stave
off hunger, thirst, and other physical discomforts. Roll
Stamina + Awareness (difficulty 8). Success removes
wound penalties (though not the Incapacitared state) for
a scene, or penalties for hunger, thirst, or lack of sleep for
a day. Each successive scene or day (respectively) adds +1
to the difficulty of this roll uncil it fails. After that, body
control may not be attempted again until the source of
discomfort is treated by healing, sleeping, eating, and so on.

Childbirth and Sexual Health: Witches with two dots
in Medicine and one or more dots in Hearth Wisdom
possess an advanced understanding of sexual health. They
know how to prevent childbirth, act as midwives, and rec-
ognize the “diseases of Venus.” No systems are necessary,
because this should be used to determine the social role
of certain witches, not burden characters with game sys-
tems. Characters should be assumed to have their sexual
and reproductive health well in hand unless their players
suggest it as the basis for a story.

Drugs and Poisons: Crafts (Herbalism) or Hearth
Wisdom allows a witch to create any of the poisons and
drugs on p. 360 of V20 Dark Ages. Roll a dice pool of
Intelligence + the relevant skill. Difficulties range from 5
(alcohol) to 8 (damaging poisons and hallucinogens). Add
to the dificulty when the witch wishes to concentrate or
disguise the substance, such as by reducing a poisonous
sap to a small amount of dry powder.

Hlusion: Some witches use the Legerdemain Skill ro
perform feats that fall under the modern definition of
stage magic, but portray them as real miraculous acts. This
requires a Manipulation + Legerdemain roll (diffhiculty 6)
resisted by each audience member’s Wits + Alertness roll
(dithculey 6). When an audience member succeeds, he
notices sleight of hand at work. Preparing the space ahead
of time, constructing special props, using assistants and
other factors either decrease the difficulty for the witch
or increases the difficulty for the audience to catch on.

Mentalism and “Spirit” Communication: A witch
might use what we now call cold reading and misdirection
to make people believe she can read thoughts or commu-
nicate with ghosts and spirits. In both cases, she learns
information from the target by using leading questions and
reading body language. A Manipulation + Empathy roll




(difficulty 6) resisted by the subject’s Wits + Subterfuge
roll (difficuley 6) determines if the witch maintains the
illusion of supernatural ability, but successes on the witch's
roll determine whether or not she elicits information evenif
the target detects the ruse. Again, props and assistants who
gather information for the witch can lower her diffhiculty,
or increase the target’s difficulty to detect the deception.

[NCANTATIONS

An Incantartion is a bit of magic bound up in the world.
Some say the gods never created the world thoroughly and
left parts undone, locked away by divine magic. Incantations
dAlE l,']'l!l.‘ I‘[L"‘_,'!'i to l'l'li!"'u Fﬂ,ﬂl."]'l:[iﬂt, hl.]'[ Eill.!'ilil o I'f']'ﬂﬂ'li!"ali," l'l'lﬁl.l-l..!' 8]
secret powers that once unleashed, the chaos will take
some specific form. Incantations aren’t flexible spells or
routes to greater and greater power. Each one completes
a simple task so long as the witch performs its required
ritual perfectly, and with supreme focus. Where many of
a witch's other abilities rely on intuition, Incantations re-
quire rote learning to perform correctly. They permit only
the slightest stylistic flourishes — a cry to Mary instead of
The Morrigan, perhaps — and so require investment in a
Mental Merit: Incantation

”4‘."‘-_

[NCANTATION
(2 Pr. SUPERNATURAL MERIT)

Your character learns a single Incantation. This Merit
may be purchased during play several times, each for a new
Incantarion. This costs six experience points.

[NncANTATION PROCEDURE

Once the character learns an Incantation, he may use
it by tollowing this procedure:

Ritual Requirements: Each Incantation can only be
cast in a particular time, place, or both, such as at under
the full moon or at a murderer’s grave. The Incantation
also requires specific materials: certain herbs, say, or worms
boiled in a cauldron. Only then can the witch perform
ritual acts to rouse the Incantation’s magic.

Circle, Amulet, or Potion: The witch must decide
whether the Incantation's power affects an area (circle),
is bound to an object that can be moved (amulet), or is
stored within an object that is later consumed (potion).
Incantations possess one great limit compared to other forms
of magic, in that they cannot truly affect distant targets
unless an amulet or potion is brought to its location. The
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exception is To Summon a Being, which draws the target
to a location. Note that “circle,” “amulet,” and “potion”
are examples and general names, and a length of red string
that expends its magic when tied to someone might count
as a “potion” for rules purposes. A circle need not be truly
circular, but can define a space with no more than a 50-
foot radius. An amulet is transferrable, and can be stolen
from or secreted on a person.

Willpower Expenditure and Roll: At the ritual’s con-
clusion, spend one point of the witch's Willpower and roll
her permanent Willpower (difficulty 8). Only one success
is required to bring about the Incantation’s full effect.
Additional successes may only be useful if some supernat-
ural power might interfere with the Incantation, in which
case the successes scored serve as a general measurement
of its strength.

If the roll fails, nothing happens, but the materials are
no longer fit for the Incantation, and must be replaced if
the witch wants to make another artempt.

On a botch, malformed magic ripples through the
witch, causing sudden pain and illness. This inflicts one
level of aggravared damage and leaves a mortal bedridden
for a few days.

Incantations and Other Magic: Incantations cannot
undo the effects of Path magic, Disciplines, and Awakened
magic. They're inferior to all of these, and these forms of
magic can undo Incantations using their usual systems for
countermagic, as if each Incantation were a one-dot power
that scored one success.

SAMPLE INCANTATIONS

The following Incantations represent a small sample of
those learned by witches, and have been selected because
the undead may find them of interest. Design more using
these as examples.

For Luck

Witchesshift fate with this Incantation, calling on saints
or gods to reorder the normal course of destiny.

Ritual Reguirements: The witch defines one narrow
circumstance (“in battle with a sword,” or “when I argue
with the tax collector,” for example) while inscribing the
names or symbols of powers that will intercede for the
.I.":ili,:l'.l.li..’ﬁli,"i':‘lr}'. TI.'H.,.’ ritllﬂ[ must II."!'L: cast {]hl[duﬁrﬁ, i._!'lll: out ﬂl'-
sight of the stars — heavy clouds are typically required.

System: Cast in a circle, the Incantation benefits one
person of the witch’s choice for activities taking place
within it, granting a =2 reduction on the difficuley of dice
rolls related to the circumstance three times, each chosen
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by the beneficiary’s player. An amulet provides this same
benefit to anyone wearing it. A potion gives the imbiber
one automatic success, which can be stacked with personal
Willpower expenditure, on one tuture, applicable dice roll
of the beneficiary’s choice.

For WounNDs

This Incantation treats serious wounds. [t can even
knit and smooth the dead flesh of Cainites, though it is
I‘[.'!:'n"n P[]Eﬂn[ []'Eﬂ'[] !'I'l!..’ Fi:IWL:'I 'II'[] I'I'lﬂ'i]' I."'Il“,'H'.l.

Ritual Requirements: In all cases, the witch musrt ac-
quire the source of the injury: ash from a fire that burned
the victim, or a weapon that struck her. (Thus, it can't
be used in cases of immaterial or very distant sources of
injury, such as Hﬁyrripping magic or the sun.) In a magic
circle, the witch touches the source to the victim. In the
case of a potion (usually a poultice, actually) someone (not
necessarily the witch) must touch the source of harm to the
potion before the injured party imbibes it. Once cast, the
Incantation must be used before the following midnight.

System: The Incantation heals one level of aggravated
damage or two levels of lethal damage.

To BESTILL THE (GRAVE

Witches know that in cursed times and places, the dead
shake off grave earth and walk, offending natural eycles.
Cainites find this Incantation of singular interest, viewing
it not as a way to ensure the peace of death, but deny their
enemies childer.

Ritual Requirements: On a moonless night, the witch
invokes the Creator or the powers she believes reign over
death. She honors an ethgy of one of the dead with tra-
ditional grave rituals, and includes some payment for the
psychopomp, such as a silver coin.

System: Cast in a circle, the Incantarion ensures that
no being can be brought back from dearh. Their bones
cannot be magically animated, and they cannot receive
the Embrace. They do not become wraiths or otherwise
persist beyond death. This doesn't affect anyone returned
from death outside of the circle, or from before it was en-
chanted. An amuler ensures its bearer cannot be brought
back from death, no matter where he is. These effects last
for the life of the witch, suggesting an easy way to nullify
them. This Incantation cannot be crafted into a potion.

To FIND TREASURE

Witches are often called on to ind hoards left by dead
lords, vanished Roman settlements, or bandits. This is a
well-known Incantation not only because of its utility, but
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because witches pretend to know it to bilk fools out of coins,
because it rakes money to find it. Despite the name, the
Incantation can be used to find items with no monetary
value, but not the living or undead.

Ritual Requirements: Under the full moon, the witch
burns or buries an example of the treasure being sought:
Roman coins for a Roman hoard, for instance. It need not
come from the source being sought, but should have two
points of association (“gold” and “Roman,” in the prior
example). Fraudsters typically ask for more money, and
only pretend to destroy it.

System: Cast in a circle, the Incantation gives the witch
a vision of the treasure’s exact location, if it lies within the
circle's bounds, and a rough idea of how ro get to it (if it
must be dug up or sits in a chest, for instance). A potion
gives its user a vision of the nearest items of that type and
its immediate surroundings, along with its direction at the
time the potion was consumed, but no other information.
An amulet pulls in the direction of the nearest items of
that type, but provides no other information. The amulet
continues to possess this power until its bearer touches
or sees treasure of this type, or until the next full moon.

To SuMmMON A BEING

A witch must learn a separate summoning Incantation
for every type of being she wishes to summon. In the case
of humans, Cainites, demons, spirits, and intelligent in-
dividuals in general, the Incantation summons a specific
individual — one could devise an Incantation to summon
Lucita the Lasombra, but must learn it anew tor one of her
childer. In truth, witches most often use this to summon
animals, who may be called as a class — any boar will do.
A demon may aid or damn a summoner, but a deer feeds
her and wanders out of the king's forest, besides.

Ritual Requirements: This Incantation may only be
cast in a circle or as a potion (actually an effigy or item with
the being's name on it, which is destroyed when the subject
arrives). The witch must possess part of the subject’s body
(fur from an animal species or an individual's hair or baby
tooth, for example) or in the case of ephemeral beings, its
secret, “true name.” Otherwise, the Incantation’s specifics
vary from one example to the next, and typically include
at least one other burdensome element. It can only be cast
once per day.

System: This is a difficult Incantation. If the initial
Willpower roll succeeds, roll Charisma + either Hearth
Wisdom (for animals, people, nature spirits, and fae) or
Oceult (for demons, Classical elementals, and other super-
natural beings associated with "high magic”) at a dithculey
of the summoned entity's Willpower + 3. In the case of a
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potion, make the roll when the potion is used, even if the
witch is not present.

If the roll succeeds, the entity feels compelled to travel to
the summoner’s presence as quickly as possible for the next
three days, until time runs out or it arrives. The summoned
being uses its full cleverness to come as quickly as possible
while avoiding undue risk. The being gains a vision of the
summoner (witch or potion user) and knows that person
is responsible for its compulsion. If the roll fails, nothing
happens. If the roll botches, the being gains the vision, but
not the compulsion to come.

Once summoned, the entity is under no compulsion
to obey the summoner’s commands. The witch often bar-
gains with sacrifices and vows of service in kind. These are
perfectly ordinary negotiations, though of course magical
beings often have abilities that enforce such oaths, assuming
they don't rip an impetuous witch in half for calling them.

Spirits and werewolves with a Rank higher than 3,
vampires below 1 1™ Generation, and beings of comparable
power may not be compelled with this Incantation, but
receive the vision and a sense of the summoner’s location
for the three-day duration.

(GREBTER WITCHCRAFT:
PrTHS AND PILLARS

The strongest witches delve deep into the secrets of
folk magic, reconstructing the crafts of pagan sorcerers and
oracles. Some identify with a god within, mastering magic
as an intuitive art. These Awakened witches craft spells
on a whim, mastering magic according to a general theme,
or Pillar. Others fall short of this apex but find the Paths
old gods left in the world. They learn spells from family
elders, spirits, fae folk, secret books, or personal revelations.

Pary MBGic

Path-based magic has appeared in many different World
of Darkness books, including Hunters Hunted I1. Greater
witches may learn the "Hedge Magic” Paths there, along
with any appropriate Psychic Numina.

ApapTING BLoop MAaGic

It you prefer, you may also adapt magical Disciplines
such as Necromancy, Thaumarturgy, or Koldunic Sorcery
into mortal equivalents. Witches might learn rituals as well.
Paths and rituals with powers that affect vampires but not
il "nl"i.l.,.:l.!.‘ !:ii']!..‘!:t'l.'l.l'[ﬂ i.flf-{fltjf'li.."l' I'.lﬂ i'!'!_E.'-Z- dTC PCTIC r'ﬂ"}' LI n:;i'll.-'i-liiﬁll.'!'l el
For example, mortal witches cannot usually learn an equiv-
alent of the Tremere's Potestas Vitae (also called the Path
of Blood). You may make an exception for ghouls.

WITCHCRAFT
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When an adapted Path's power lists a blood point cost,
choose one of the following options:

*  The witch suffters aggravated damage (which cannot
be soaked) equal to the blood point cost.

*  The witch must spend Willpower equal to the blood
point cost. The sorcerer’s plaver may only spend one
point of Willpower per turn, so if more than one point
is required, she must spend these across successive

turns.

*  The witch must inflict twice as much lethal damage as
the blood point cost to another living being. Witches
who engage in this sort of blood sacrihce are often
unpopular, though the acr itselt may not be sinister,
recalling the old tradition of giving the blood of oxen
and other beasts to the gods.

Make the choice for each rank of the Path. It is coded
into the magic itself, and may not be changed, once selecred.

Despite the tact that these Paths have been adapted from
Cainite blood magic they're not the same. Vampires may
not teach them to mortals, or vice versa. Nevertheless, on
multiple occasions mortal sorcerers have reconstructed their
powers after the Embrace. This may be due to the actions
of a few prodigies who were gifted witches and magi in life,
and reconstructed their abilities after becoming Cainites.

Ways AaND LIMITATIONS

Witches learn Paths that agree with their magical theo-
ries and traditions, and cannot learn others. In some cases,
a Path may exist in several traditions, though a particular
witch only learns the version that fits her beliefs. The witch's
style determines the gestures, words, and rools she uses
to unleash her magic. A witch has fully internalized her
Path, and may forego stylistic touches for a quick glance,
subvocalized mutter, and furtive gesture. This adds +1 to
thi,: UHUHi. -I.Ii'rﬁ.l;,:l.llt}' u"-'ﬂ Pﬂth 'ﬁ.:l].]..

Tradition increases in importance when a witch attempts
to use her Paths in places that might be hostile or especially
conducive to that form of magic. High wizards call these
regio and debate formal classifications, but for most witches
it's enough to know if a place is Sympathetic, Neutral,
Opposed, or Hostile. These impose the following modifiers:

Sympathetic: The place has a long association with
the tradition, or possesses other properties that make it a
natural place to work that form of magic. For pagan witches
this includes old stone circles and faerie mounds. System:
—1 difficulty to Path and ritual dice rolls.

Neutral: The place isn't particularly hostile to that magic
in question. For pagan witchcraft, most rural locations
quality. System: No modihers.

FORGOTTEN SORCERIES
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Opposed: The physical, social, or spiritual makeup of
the place stands against whart the tradition holds sacred.
Pagan witches would find this condition exists in dense
urban areas and consecrated ground. System: +1 to +3
to Path and ritual roll difficulties. If a place possesses an
opposing religion’s True Faith rating, add that rating to
the difficulty.

Hostile: Some places are so inimical to a magical
tradition that it becomes functionally impossible to use
its Paths. Witcheraft that functions smoothly in the hills
outside Rome fails in an audience before the Pope. System:
The Path fails automatically. An opposed True Faith rating
that would raise dithculties above 10 becomes Hostile. Large
crowds of hostile or skeptical observers may also generare
a Hostile circumstance.

FouNDATIONS AND PILLARS

Awakened Fellowships artune themselves to magic
according to the major themes of their traditions. Such a
witch learns her Fellowship's Foundation, a core magical
theory and intuitive method, along with a number of
Pillars that represent broad fields of mastery. To simulate
this form of magic with material in V20 Dark Ages, use
the following guidelines.

*  An Awakened witch possesses a Foundation rating of
1-5 dots (though a few legendary figures may possess
ratings of 6 or higher) and one to tour Pillars, also
rated at 1-5 dots (again, legends may possess higher
ratings, similar to vampire elders).

*  (ive the Foundarion a keyword representing the witch's
theory of magic and herself. For the pagan Old Faith,
TI:'IL' ]'Ct“!."n'l.'l:'l'l'ij [‘-. ,':‘:-I","Il: Ill'lt-'-'l:[':H..'i.['!.', TL'F"l"l,"l"iL"If'.lil_:i]'l.:‘._’I attunement
with nature. This pr-:n'i-.,lfﬁ an aura similar to that
granted by a Road, except that it provides a blanker + 1
modifier, regardless of the witch's Foundation rating.

* (ive each Pillar a keyword representing a category of
magic, divided according to the witch's view of her
craft. For the Old Faith, these are seasons: Autumn
(wisdom, harvesting power), Winter (death, decay),
Spring (life, creativity), Summer (fire, passion).

* A witch can use any Discipline (not just blood magic)
that would fit under a Pillar she knows, limited to the
dot rating in thart Pillar. Instead of the listed dice pool,
roll Foundation + Pillar (dithculty 7). Even when the
Discipline doesn’t require a roll, the witch must score
at least one success. If the dot rating of the power is
higher than her Foundation, add + 1 to the dithculty.

* A witch possesses a Quintessence pool and per turn
expenditure limit equal to the blood pool of a vampire




with a Generation rating of her Foundation —14. This
is not blood, but :-Llli'u,-rl'ul'rl,n':t[ energy that the witch
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instead of blood points whenever a Discipline lists a
blood point cost. She may also spend Quintessence
to make magic easier, at a rate of one point per -1
difficulty break (maximum =3).

Awakened witches must contend with Sympathetic,
Neutral, and Opposed places. If a place would be
HI.F!'-H]IL‘, it |.‘|_|.‘.-l._'ﬁ]"|:1[ I'lii[] I:]l..'[' ['l'l:l:!_-"i.l..', I."'I.][ HLiLI!‘« S | l.lilfT;'I.'L"l.'
+ 1 dithculey.
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On a botch, the witch's magic turns against her. This
backlash usually inflicts one die of ageravated damage
per dot of the Discipline-equivalent power she was
rying o I'I.':l'l.'[]L‘."-f"-. i:ll'l.l.] CUTSEs i'I.L'l' "|'l.'i.|.|.] ST 'i."[.I.'H_'!'
strange effect, such as causing her to cast no shadow
or cry bloody tears for a scene. In a Hostile place, add
one die of aggravated damage and increase the severiry

of any side effect.
Witch Storyteller characters should otherwise be de-
signed as vampires of equivalent power, except that

no witch possesses a Willpower of less than 5.







[EFDOMS AND
ASSALAGE
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“One day, surely, I shall be free!” Yet heve I sit, on weary stones
above a mound of ashes. To my north? A traitorous Fiend with a

thivst for the most damnable of pleasures, which [ provide — and
J!]-;.' IJH’.H'EJ('.'I: e l['J!]-L"n:EI. I'-'l'l'l"n!.i.'_"f, £"'|I.-|!-I.‘. ."i.'ljl-l.' ['I'LILL.f TOLLE. -HJ Tty ."il'-'!HfL?
My blood sister bespoils every gift that [ lay at her feet, and yet |
lay them. Why? She has the ear of a dozen worthy knights with
kit, horse, and the lovalty of blood. Better to buy her off. To my
west? Catholic savages. To my east? Cultured, clever Saracens.
And in my bed? A bloated, bleeding corpse of a Bulgar kine tha
[ must call nry lord” in JJHHE.:, as he i!m'[a.'rh.f.u imn puf:fr'.: ) |[-'.L:'{'I1
an unseen daughter that [ might replace! Tell me, my childe. ..
How free am [ How free are you, when all you give me are the
skills I've spent two decades to cultivate upon your flesh? Tell
me — are you free, in the nights [ have given you?

Time is counted in veceding lengths of chain. I suspect I have
been too generous. Retumn to me.”

—Blagorodna Komnene, in a letter to her childe and “cham-
pion” afield
&ﬂ., hen thinking of the Dark Ages, the first images that

often come to minds are armored knights and high

castles, noble lords and silk-adorned ladies. In many ways, this

%

era of history in Europe and beyond is dehined by the systems
of feudalism — where noble lieges grant rights, authority, and
land to lesser nobles in exchange for their service, loyalty, and
a share of their wealth. Many parallels can be found between
this, the Traditions, and the !'!.’I:cllii‘rl‘l.‘-il'lip!-'. between sire and
childe. As mortals reap the benefits of ordered agriculture
and strict social ters, so too do the Damned.

This section contains both rules and storytelling con-
siderations for fiefdoms in V20 Dark Ages. The path to
power is a stairway for a reason — each step stands atop
the one before it.

THE LIEGE. THE LAND.
AND MANY HENDS

Atirs heart, a vassalage or feudatory arrangement is a barter
of services. Since ancient days when priests would manage rites
and calendarsin exchange for care and honors to their gods, the
terms of duty have expanded, but never truly changed. From
the tithe of the temple came the warlord’s tax of grain. From
that tax of grain! Armies marched and rerritories expanded
tar beyond the reach of one leader to manage. Lands were
offered as rewards, and in return! Grain and lovalty.

That grain could be called gold, sons to serve, well-forged
steel, or any other resource. The core truth of the trade has
never changed. For the spoils of the servant! The liege must
offer security.

FIEFDOMS AND VASSALAGE
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The feudal societies of medieval Europe honed and
codified these practices, empowering local liege lords in
the twilight of the imperial legions. Now! The liege stands
mighty in the lands he rules, answering only 1o his liege in
turn, and only then against threats bevond his limited reach.
Nobles fight amongst themselves, a War of Princes no less
savage or cunning than one Cainites have fought in the
shadows for millennia. Have they learned these methods
from the Damned?

Or perhaps, are the Laws of Caine simply the oldest,
bloodiest example of an ancient truth?
For the spoils of the kine! The eldest must offer security.

Omne who fails? Dies.

By OnTH OF FEALTY

Vassals are provided various rights and honors, including
land in rare cases, in exchange or in fee for their allegiance
and services, up toand often including military service. More
than just their blood and skills, these vassals are n:quin:d
to provide the supplies and support that skilled men-at-
arms might need: training, weapons, armor, and provisions.
Equipping such a force is no small expense, and without
these feudal arrangements, the grand cavalry charges that
redefined war would be very small indeed. So, as the liege
provides the means, the vassal provides value.

In terms of game mechanics, lieges provide their vassals
access toone of their Backgrounds as an Anchor Background
(V20 Dark Ages, p. 182) they may pool with their own dots,
in return for twice as many Backeground dots in return. The
liege retains ownership of the Anchor Background, but grants
its use in exchange for services or favors by oath. Rescinding
access to the vassal costs them a dot, the same as ending
any other pooled Background arrangement.

Due to this lopsided relationship, the vassal only gains
half of the Anchor Background's value, rounded up, before
adding their own dots to the mix. The rate of exchange fa-
vors the liege, but without the liege's benefices? The vassal
would often have nothing bur a sword — a double-edged
threat if there ever was one, something a wise liege keeps
well in mind.

The following Backgrounds may be provided by a liege:
Allies, Contacts, Domain*, Fame, Influence, Mentor®, Resources,
or Status”

The following Backgrounds must be provided by a vassal:
Allies, Altemate ldentity™, Contacts, Fame, Herd”, Influence,
REIE“TE-E'S, Or Rf!ﬂi"fﬂ

* These Backgrounds may only be granted fo a Cainite. Mortals

might unknowingly provide them, at Storyteller discretion

A liege may add a vassal's Backgrounds to pooled resourc-
es among peers, but must provide Backgrounds they alone

THE WEIGHT OF NOBILITY
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control towards any vassals they would claim. However, a
vassal might draw from his own associates to meet his liege’s
needs. This drives the vassal to keep his friends under a close
watch, as failure to provide will fall upon his head alone.
A liege cultivating vast holdings may grant the same
Background as an Anchor a number of times equal to the
Background’s rating. It doesn’t drain five dots worth of
Resources to provide several vassals with an equivalent of
Resources 3, but the returns they provide retain value.

Backgrounds provided by a vassal cannot exceed the
dot rating of his liege's original gift, before rounding. So, if
a liege offers three dots of Allies, her vassal would have an
Anchor of two dots to work from. In return, he still owes
six dots, but could offer Resources and Herd 3.

Each vassalage also comes with a mutual oath of Terms.
The greater the elevation (and thus, the more valuable
Background a liege provides), the stricter and more sig-
nificant the oath's Terms. Work with your Storyteller to
determine the general requirements of each party. Both
liege and vassal have the option to offer additional or more
significant Terms in lieu of Background dots. For example,
swearing not only to protect a territory in a liege's stead,
but also to stand as the liege's champion afield in all wars,
grants additional value to the liege and justifies higher favor.
In these cases, a party can opt to take a new Social Flaw as
a Term rather than provide that many dots in Backgrounds.
single-handedly facing a liege’s hated Enemy should have its
perks. At Storyteller discretion, certain tasks or oath Terms
might require a related Flaw by their natures.

These Backegrounds can only be called upon within the
Terms of the agreement, which should probably note exactly
when, how often, and how long the Background can be
tapped. Failure to honor these Terms gives either party the
right to withdraw their gifts entirely. While not enforced by
blood or curse, few will tolerate an oathbreaker, miser, or
upstart minor noble in their midst.

That said, a liege has far more recourse to protect herself
or delay her aid than any vassal.

TERRITORIES OF
ANOTHER KIND

The model of vassalage doesn't have to be restricted to
land in exchange tor knights. Few great overlords have large
enough holdings to split among their entire host. Many lesser
knights or men-at-arms work and fight for rights and favors,
but expect no territory and receive none.

This model can apply beyond lordship to other arenas.

A queen of her little rats may trade food and secrets among
her smartest boys and girls. A master merchant might of-




\ &
r~{

fer loans and tips to a fleet of captains, traders, and hired
thugs. In giving one's life and service to the Church — or
a more secretive cult — one might reap rewards material,
clandestine, and (one would hope) divine.

As always, for the spoils of the kine, the elder
offers security.

Everything else is just dots on a sheet.

INEw Sociarl, MERIT:
VassAL (1-5; SPECIAL)

You have one or many subordinares who provide vou

services in exchange for your patronage and favor. For each
point of this Merit, you receive two dots of Backgrounds. In
addition, work with your Storyteller toset Terms youand your
vassal must satisfy. A vassal is linked to one of your Back-
grounds as an Anchor. As such, the rating of any particular
Vassal can never exceed the anchor Background, plus the
Social Flaw value of any Terms you might grant in addition.

I. 'ﬁﬂ] I:'I'q'l"n.'-l_" d man at arms, a .‘E-i'L"l."n':H'l.l tor Your !':il!flit.'-i. LT

AT :II]IL‘]' :-'-!.I'IHIL' l.,':-!'l:"":'IE"']l..' !-'.I.'I'I.]]-

F I n r
s llll il e .‘-iL‘T"l.'L"l:,{ i‘l1|.' ST LR Of mu 'IL]L‘I'II:[L‘ IMicAlls, h]][.;i,'L‘thlll

on his or her own merits.

3. You are served by someone with significant power, a lord
or lady.

= :l.fl'I]l' Vilssel i Y PMOASSESSES ViESSHLS l.i- 1S O 8T OWWTE,
4. ) | likely | Is of his or |

toiling for the benefir of yvou both.

5. Your chains of fealty both elevate and bind vou in your
rightful place atop it all.

As above, you may possess no more Vassals than the
rating of your highest Anchor Backeground.

WHY Woulb | %\ER
WanT To BE A VASsAL

One might ask: “Why would a vassal go through all of
this trouble for a few Background dots?” The exchange rare
is slanted. The effort comes ar the vassal's expense. They're
more likely to have stricter terms and thus lose access to their
Backgrounds at inconvenient times. So... Why!

The answers are what makes teudalism work as well as
it does, shaping a continent for centuries.

HicH VALUE 1Is HERD To COME BY

When creating a character, it's a simple discussion with
a Storyteller to establish 5 dots of Resources among your
other Backgrounds. In practical terms and outside of char-
acter generation! That changes. It's fairly easy to justify a

%

few new Contacts or perhaps acquiring a minor Domain.
Once you start seeking 4- or 5-dot Backgrounds? A number
of problems arise.

Where did this value come from? Who's doing the work
to sustain it!? And perhaps most important of all, why is this
available to you and not to others! Receiving wealth from
a liege may be the safest way to acquire wealth within their
territory. If you're in a position to swear fealty and to work
for them, would you really rather be on their maps as their
newest, smallest competition!?

[ EciTiMACY CaN T BE BOUGHT

Even if you were to innovate, discover, or conguer your
way into some significant power on the local feld? That
doesn't make you welcome on the playing field. Feuds and
families, both mortal and Cainite, are invested in each other
and the land. You are either part of that balance or a threat
toit. By casting in your lot with a respected liege, you protect
yourself and slip in.

Onee you're a known quantity, people will be more com-
tortable should you rise among them. Such ties can lead to
greater holdings, intermarriage, even supplanting your liege
in time. But first? You need an invitation to the table. Once
vou're there, they need a reason to remove you.

Being VaLunBLE Has ITs BENEFITS

People hate to lose their possessions. They'll take stepsto
protect their property, look after their friends, and compensate
their workers enough to keep them functional, if not always
pleased. In a world where those of low birth, lower station,
or any number of vulnerabilities can be abused, exploited,
or destroyed without a second thought, being someone’s
valuable property has value.

Even beyond the Terms of fealty, a liege would be foolish
to let her source of wealth and prestige go to waste. An
attack on you is a threat to her way of life. Many problems
will end betore they begin, thanks to the simple knowledge
of whom you work for. For the strong, it’s a chance to focus
your resources on your actual goals over defense. For the
weak? It's survival.

MakinG EQuiry Work For You

You don't lose full access to the Backgrounds you provide
to your liege, just as they don't lose all use of whar they
provide you. Something you use rarely or leave to manage
itself might be of far more interest to your liege. “Trading In”
Backgrounds of limited or situational utility for something
normally beyond yourreach is an excellent reason to consider
an oath to a liege. You tend to have narrower interests, but
a liege has fingers in many pies. That focus works for you.

qzi'ﬂ' TN

FIEFDOMS AND VASSALAGE




w 4
D =

TERMS OF BENEFICE

AND FEALTY

While the dots going back and forth are worth some
narrative attention, the real focus of a feudal system falls
to mutual oath. These binding legal and social agreements
define the realms yvou occupy. Know these like you would
know your borders, for they decide where those borders fall.

Aip (MaTuAL)

The parties offer oaths of protection in times of conflict.
A vassal would likely be expected to promise a number of
skilled and supplied men-at-arms, while the liege would be
expected to mount forces in protection of her vassal and
whatever holdings he has — even independently.

FierpoM (LIEGE)

This is the most familiar part of the deal, and likely the

one most noticeable even to commoners. The liege grants
lands or other revenue -bearing properties (i.e. Backgrounds
like Resources or Domain) to her vassal, creating a founda-
tion for the loyalty and service she might expect in return.

HomacEFEALTY (VASSAHL)

The vassal publicly declares himself as subordinate to
the liege, before God and society. Without this statement of
place, the structure would not hold. Withourt loyalty, there
is no trust. Without proof of that loyalty? There is no order.
[-"'uuph: are most definitely watching all parties.

LEAVE (LEGE)

Rather than, or in addition to, palpable holdings, a liege
might grant her vassal a local monopoly. Hunting, fishing,

certain trades, or the right to regulate and rax craftsmen —
these can often be worth more than soil and grain tosomeone

with the ambition to cultivate them carefully.

OFFICE (LIEGE)

Many offices within a government are granted by oath,
with or without lands. Sherifts, chamberlains, even esteemed
managers of atfairs on a liege's holdings might hold hereditary
rights to their othce by oath. Generations of common office
might owe their fate to a liege's line.

SERVICE (VASSAL)

A vassal is bound to his liege, but beyond that, the vas-
sal may also provide unique services — education, expert
knowledge, a veteran’s experience, or an eyve towards the

THE WEIGHT OF NOBILITY
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wilds and borders. A vassal with unique skills or knowledge
is not just a resource gained, but one denied to others.

A HERD OF GENERATIONS

Cainites live a long time, if they fare well in their nights.
As such, they have additional concerns to address in the
great game of oaths and duties that shape the feudal world.
While vassalage is possible between Cainites, even popular
in certain territories, more titles and lands are held before
mortal eyes and require more delicate care. Gathering titles
can be easy. Keeping them: that requires effort.

ACQUISITION

Oaths of fealty are neither freely offered nor lightly
sworn. Getting a place within feudal nobility is impossible
to the vast majority of mortals not already born to station.
Parents pass or split their gains among their children. As
new opportunities emerge, lieges are quick to secure them
for those already loyal and trusted. The strict contempt
for those foreign or common-born is strong. So how does
someone move into those circles!? Not without great risk,
cost, and perhaps cruelty.

The most common elevation of status comes through
war. Fighting for a lesser or greater lord and proving oneself
above the common ranks is one path to being knighted on
the field. Your service is secured, and in return, vou can start
to build a name from the very bottom. It will take years of
service, cunning, and competence toearn the respect of your
elevated peers, if ever. Many Cainites can put their natural
advantages to use, returning from border wars as minor
nobility — that is, if the local High Clans would tolerate
one of lesser blood to stand among them.

Another path is wealth. While riches alone will never
garner you a title, they can foster the allies and influence
needed to marry yvourself, your children, or your mortal
thralls into higher station. The contempt of older nobility
is just as palpable, if not more so, but it's a beginning. New
kin will leap at the chance to dig into your coffers, take
advantage of your necessary largesse, and mock you for
the privilege. Few Cainites wish to waste the expense or
maintain such patience.

There is a third option. The difference between a landed
noble and an occupying warlord is perspective. If you prove
vourself to have both the power and the willingness to play the
game, the cruelly capable might find themselves rising faster
than the wealthy or the brave alone. By playing at both games,
they use the fear and resentment of others to their advantage.
Few survive the open hostility set upon the usurper, but the
wary and the cunning might garner a dark respect.




\ &
r~{

And last? With the resources and Disciplines at a Cain-
ite's command, there's something to be said for forging one’s
papers and history and starting at the next country. A few
bribes here, a tew lies there, and you're established without
the petty struggle. Thar said, if your secret is discovered, you
will not only be vulnerable, but a source of fury for every
level of society.

Choose well. Earning a place at the table takes a lifetime.
You must plan ahead for far longer.

[NHERITANCE

Mortals die. It defines their condition, in fact, bur that
doesn't mean that what they represent must die with them.
One of the Damned might be or masquerade as the righttul
Iil..‘ﬂ-l.: T L’:;'i.".'-:!'-:-:ll Lo “L:'n'lﬁ '[]f g!'i.'.':'lr ‘;-'j;]]_ll;.:_ ['['l '."i'l.l.ﬂ:'l'l CASCSs, T]'H,.‘\'
must be sure to arrange that these holdings remain in their
hands. Linger too long! The Church or other problems start
to notice your good health. Fail to set up a smooth transition
to achilde or puppet! You risk losing everything. At the point
of inheritance, it is p:.as:sih!ﬂ- tor a clever Cainite, or even a
mortal, to usurp the inherited rights your oaths provide you.
If so, all duties and benefices are his in the eyes of the mortal
world. And among the Damned, if you were so clumsy as to
lose your grip? You likely deserved ro lose it.

Savvy elders often rotate holdings like crops, arranging
cycles of pawns to retain their power. A rare few, especially
among the Ventrue, even rotate from childe tosire to childe,
waiting for their mortal descendants to ripen before sending
them out to “tour the world” or “to visit relatives.” They
replace the youths, now adults bearing “the family resem-
blance.” Scions who show promise are given new holdings
among strangers, taken as ghouls, or Embraced to continue
the cycle. Those who failed to impress their ancestors? They
still serve — as a rare vintage shared among family.

[oss

When a vassal is killed, subverted, or betrays his liege,
the liege loses power and risks losing more. When a vassal
is put into question for any reason, the liege temporarily
loses the dot in his Anchor Background. If the vassal can't
be put back into line or replaced within a reasonable peri-
od of time, that dot is lost for gc:n{:ld. However, if someone
competent can still provide the Background dots the former
vassal provided, a smooth transition can be arranged. Many
vassals with dreams of standing as their masters’ equals have
learned how loval their friends really are.

The liege ofters security, but the spoils are hers for the
taking. They are not easily supplanted.

But they are far from invincible.

KNIGHTLY ORDERS

But when the drivers of the vam, and other knights of the king,
and the young men of our place, armed and avid for conflict,

finally saw the besieged opposite them, they summoned all their
courage. They may have been picturing in their mind’s eve hou
noble it would be to die for father and fatherland, and what
an honorable victory was set before the conquerors, and hou
infamows and crimmal those traitors had been who had made
a den for themselves out of the church of Christ, but in fact it
SCeMmMs more thrl.'.-l."'f:'n IIEI’.I[ Ilril:,.':'n' were r-?tir_']'][ (#iy I"Hf'l-llli.'llj_: LI_;:-I.J.E]'L";[ [hi.'
besieged because they were avid and greedy to seize the treasure
and money of the lord count, and that for this reason alone they
were hastenimg forward.

—Galbert of Bruges, The Murder of Charles the Good, 1127

v@hm is a knight! By the 13" century, something
/¥ resembling the basic stereotype coalesces out of
tribal war bands. Heavy cavalry needs land to sustain
itself. Crusades prompt the invention of knightly orders.
Somewhere along the line, the troubadours start singing
about knights.

Are knights honorable? Perhaps — but they're not nice.
The good ones possess a modicum of professional ethics to
establish themselves as worthy soldiers. Besides, people don't

A KILLERS MANNERS

he V20 Dark Ages core outlines the principles of
O chivalry on p. 451, and the Path of Chivalry on
p. 126 discusses its norms as interpreted by vampires,
who adhere to a certain degree of idealism to tame
the Beast. As knighthood evolves from a profession

to an aristocratic role, warriors define their social role
by elaborating on the chivalric code. This leads to the
genre of courtesy books, which cover everything from
behavior at court to religiously-driven ethics — all
necessary if a knight wants to marry well, gain the
trust of his tenants, and please his liege.

Knights in military orders obey whatever stric-
tures their masters place upon them. Templars

follow a monastic rule that governs their appear-

ance and possessions (though some of them grow
far wealthier than those provisions permirt), and

limits their ability to speak to women.

KNIGHTLY ORDERS

v
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ransom honorless knights. Are they cultured? Personalities
differ, but most knights come from aristocratic backgrounds
and receive some clerical education. Thq:}"n: more lil-'.:_'h.'
to be literate. Nor all knights are particularly wealthy, but
many are.

Can commoners turn the tide of battle to get dubbed
on the spot? It's happened, but the answer is usually
“no,” and not just because of class barriers. Most knights
aren't just lucky men with land and horses, bur martial
arts experts, trained from an early age to operate one of
the most sophisticated weapons systems in their world.
H”T H.].I L.'.l'll,'-ﬂlh are 50 L"l.”“rll."rli.'llf., ]."H.l.[ I]'I:'L' ltﬁﬁ ['rIIL'I'H.L"L:l
either buy their way our of service through a tax called
scutage, die, or get driven to penury and exile tor failing
to do their duty through blood or money. Common people
serve the medieval war machine by feeding knights, not
].’":._:'E”]ﬂj:['lg l]:'ll.,.'i“, l]'['IIL'!";!"- [i'l.l:'l.'-l_""."; P ."illlﬂl'r:;:lgl,." l:'lj'- l.:.'-:-i".':-lll"'f L0
throw into the fray.

The average knight is a killer with a veneer of manners
and access to violent abilities beyond the reach of commoners,
but he relies on them to maintain his position, much like a
'l.':-i['t'l].':'-ir‘l:.'. I[.!'; 1LY 1|'|.'|:'|'”'i._ll..:'1' li]l:l[ IAny {:ﬁillilf.‘i ﬁl'lL] T].]!L" I!:I'ii.".l_-:hll.‘!-
role 5o convenient and familiar.

OF NOBILITY
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THE WEIGHT

WHAT KNIGHTS Do

Landed knights pertorm military service for about 40 days a
vear, from simple guard duty and shows of torce to major battles.
W hen they're not doing their duty they rrain themselves, their
squires, and their horses; participate in martial games; and mind
their land: a manor referred ro as a knight's fee in England, and
splitfrom the liege's lands. Knights from religious-military orders
often belong to collective commandries, which are subdivisions
of larger priories. Such knights also pursue theirorders’ declared
missions and political interests. Knights' tenants raise crops,
I'Hlﬁil'lT:-IjI'.l I'l{ :I'I.]."':I,.‘I'l{lli.:l.!"-, hn:n.,'-.,{ ]:'Il:'ll'l':'i!:.'é-. Il;,!'].'f"rljr ATITS :;i'['.ll.,]. AT E'I.I']l:,{
perform countless other duties. In the end, a knight is a human
war machine powered by common labor

HESTILUDES

Knights hone theirskills in martial games called hastilides.
Nobles tolerate hastiludes as ways for knights to exercise their
talents without going to war, but they can turn as brutal as
real battles. Tournaments feature several hastiludes, prizes,
g:t]]ll‘lljilﬂl ':"].LI da venue []:'I-u'Et ['JI‘I:TH[L'H “."i.l'l.l'“.'rﬂ ili.:l'l.]['i.l'lg ].‘I.:l'."i'I:'l.'ﬁ..
These are raucous affairs; kings outlaw certain events when
knights kill each other or otherwise cause trouble. Hastiludes
include (but are not limited to):

*_“.,
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WOMEN AS KNIGHTS

] t's very uncommon but not unheard of for

= women to become knights, and when they do

so it's the result of military valor or membership in
a religious-military order. When women effectively
defended Barcelona in 1149, the reigning count
created the Order of the Hatchet and recognized
the survivors as knights. Historically this knight-
hood wasn't hereditary, but in the Dark Medieval
World this may not be the case, or some members
may have received the Embrace. Hospitallers and
Teutonic Knights both accept women on occasion,
and despite their ostensible non-combatant roles
they'd be exposed to the training and duties of their
male counterparts, and may well be called to take
them up. Storytellers should note that since the
Dark Medieval World isn't real history to begin with,
they should feel free to “tune” history to open roles
for women characters.

Bohort: In the 13" century, individual jousting is a minor
event compared to the bohort, a battle between two small
groups of cavalry. A bohort might require blunted weapons,
but knights are notoriously cavalier about each other's safery.
Winners hold losers for ransom, or take their arms and armor.
A knight with the means might employ a kipper: a squire
or commoner who persuades fallen opponents to stay down
with words and a blunt instrument, and hauls away their
gear. Some tournaments are limited to squires or younger
knights, to keep them from being defeated and badly injured
by more experienced opponents.

Joust: Less popular than the bohort, the joust has yet to
use a barrier to divide competitors (making collisions possible)
or special lances and armor. Knights blunt their lances, but
are still capable of killing each other. The winner unhorses
the loser, or breaks the most lances against him.

Judicial Combat: Not a game but a dury, trial by combat
is still used in England, Ireland, Scotland, and the Holy
Roman Empire. While anyone may settle civil disputes
with the “wager of battle,” judicial combar is normally only
permitted in criminal cases when the evidence is unclear.
Clergy, the aged, and people with disabilities may select
champions. If one party surrenders combat ends, bur that
person immediately becomes an outlaw.

Passage of Arms: This hastilude develops shortly after
the Dark Ages line's default period, but as it evolved from
impromptu tests of skill and is reckoned to be older in leg-

ﬁ.‘y‘_";

ends, we include it here. In the Passage of Arms one or more
knights lays claim to a bridee, crossroads, or other trafficked
area, demanding a non-lethal duel with any knights who'd
like to pass. The winner takes the loser’s spurs as a trophy.
In whar may be chivalric play, an answer to harassment, or
both, a passing woman may leave a glove to be “rescued”
by the next knight who passes by.

‘W IORFARE

While they train for m ull:":plu torms of warfare, Eur-np::un
knights are heavy cavalry first: shock troops who destroy foot
formations before proceeding to direct combat with other
knights. Chivalric custom encourages this by harkening back
to Classical legends of heroic duels, but also because knights
ransom their fallen enemies. It's good for the knights, but
bad tor peasant levies who get dismembered and crushed
along the way. The charge begins with the lance, which may
break or be buried in an enemy. Every well-equipped knight
carries one or more secondary weapons, such as a sword or
mace. Knights don’t use ranged weapons very often, but
don't necessarily consider them “dishonorable.” Rather, it's
not their rtactical role.

Knights horses come in several grades, and every knight
of means owns multiple horses. The best horses, destriers, are
very rare; most knights ride lesser mounts generally known
as chargers. Particularly fine specimens might never see battle,
since they're more valuable as breeders. These horses are
larger than they were in past centuries, but not huge. They're
typically the same height as 20" century riding horses, but
more muscular and trained to stay calm in a fght.

Well-equipped knights wear mail (or “chainmail,” to
use the modern neologism) from head to toe, over quilted
padding to further protect from impact and keep the mail
off skin. Small plates protect the shins and other areas, but
plate armor is beyond the period’s technology. Some helmets
have adjustable visors, but for the most part a knight must
choose between clear vision and full face protection. Mail's
weight presses down on the shoulders and it's actually bulkier
than later plate armor, but trained knights still move swiftly
and mount their horses easily.

YSTEMS FOR MORTAL,
NIGHTHOOD

A mortal knight's advantages lie in the status and wealth
accorded a knight, the martial training that makes him an
effective warrior, and the horses and gear he uses.

TuHE KNiGHT's FEE

As per the rules for iefdoms on p. 77, a knight who formally
swears fealty toaliege (he mayserve lessformally, with nopartic-
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Background Equivalent Service and Skill

AKNIGHTSFEES

. Minor: The knight's been trained, but has no particular accomplishments to speak of.

.o Typical: The knight has completed at least one term of military service for the liege.

soe Veteran: The knight has completed multiple terms of military service, or accompa-
nied the liege on a crusade or other notable campaign.

“een Elite: As Veteran, but the knight performed some excepfional act, such as taking a
valuable hostage or protecting the liege.

oCCasions.

ular reward beyvond room and board, to build a reputation hirst)
attaches the appropriate Backgrounds o the liege's Anchor, but
the knight's services are equivalent to Background points for
the purposes of providing dots in return. The exact “phantom”
Background points depend on the apparent services and skill at
arms the knight brings to the arrangement, as follows:

A knight may lean on less than his entire reputation
when entering into a feudal arrangement (by submitting
two dots of his Background-equivalent reputation when he
could actually claim four, for example) though this reduces
access to the liege's Backegrounds accordingly. He can also
drive a hard bargain (Manipulation + Seneschal, difficulry
8, resisted by liege's Manipulation + Leadership, difhiculty 8;
the winner shifts the value of service up or down one rank)
or lie (See “Credibility” in V20 Dark Ages, p. 338; if the
liar wins, he chooses his apparent reputation). He retains
this “credit” by providing approximately 40 days of military
service, along with his own equipment and servants.

[t’s often better for a knight to remain humble, however, be-
cause ithe can't provide service when his liege demandsir, he owes
scutage: money in lieu of service to hire mercenaries. The knight
must commit one dot of Resources per dot of reputation-based
“credit” for the duration. Forexample, an Elite knight must devote

Legendary: The knight has performed at the level of an Elite knight on many

Resources ** ** o his lord’s adventures. Unfortunately, even
it the knight's reputation declines, the required scurage doesn't,
though the amount might be renegotiated later. Furthermore, a
knight's Background-dot equivalent acts as a basic ransom value:
the minimum Resources required to pay for his return. Thus, a
Typical knightcan be bought back asa Resources * * expenditure.
Various schemes (usually Social actions) canmodify this basic rate.
The trick is to become notable enough to command your liege's
wealth, but not too expensive to buy back if you get caprured.

Horse, HARNESS, AND ARMS

Only the poorest knight owns a single horse; and in that
Casg, iE.'!'i NeVeEr ;-'.I',E]-iIl;_: LD s¢g h':'il'tll: |'H:L;;lll."i:.‘ iT'h maore 1.’51' ll“ll.-'lli:
tor breeding, training, and transportation. Beyond raw in-
come, a knight's manor is intended to provide the resources
needed to keep and breed horses, as well as maintain suffi-
cient weapons and armor for military service. Their quality
'i,Il..'F-l.."l‘ldﬁ L [h-l..:' L:l‘liﬁl'.ltl-!'i- Rl.'.'"."illulr'[.:l:.'!'i EEI':I‘-':;‘.!IE]-HT'ILI:

When the entry indicates “Many” of a given type,
replacing them doesn't require a Resources expenditure.
In addition, a knight might own various slow work horses,
hII:TI'[.IL'.ll Z'i"l.ln-'{:ll'l;]!"'nl -Hnl,l rl]!':-t'!.' 5\1‘:1.{-[;!]1:!';- lﬁ[ n'l':iiI. h'l.lt Eh‘l..'!ﬂ..‘ :in:l'l"t
effective military resources and thus aren't counted.

HORSES, HARNESSES, AND ARMS

Arms/ Armor/
Resources Horses Mastercraft Arms Mastercraft Armor
- One palfrey or rouncey 2/0 Class Two/0
.o One palfrey or rouncey, one charger 4,/0 Class Three x2/0
ese Many palfreys and rounceys, two chargers 8/1 Class Four + Class Three
x2/0
REE Many palfreys and rounceys, four chargers, Many/4 Class Four x 4/1
one destrier
seses Many palfreys, rounceys and chargers, two Many/Many Class Four/Many

destriers
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Horses: A palfrey is a small horse (V20 Dark Ages, p.
398 for horse traits) which isn't trained for combat (Brawl
|, but possesses other trained traits) but is swift (Dexterity
3) and will flee violence unless supernaturally compelled
to do otherwise. A rouncey uses the traits of a small trained
horse, except it possesses a Stamina of 4 and can engage in
combat. A charger is a true war horse, and uses the traits of
a trained large horse. A destrier is one of the best warhorses,
using large horse traits with the following changes: Strength
1, Stamina 6, Wits 3, one additional OK health level, +1
die to listed damage from artacks.

Arms: It's the Middle Ages and everyone has knives;
Storytellers should assume that a knight can always find a
dagger somewhere. Clubs, staves, and other easily crafred
weapons are also always available. Otherwise, this indicates
the number of well-forged or carefully crafted weapons (such
as crosshows) the knight owns. A mastercraft weapon is es-
pecially well made and either inflicts + 1 damage, or applies
a =1 to Dithculty ratings when used to arrack.

Armor: The entry lists how many suits of armor the
knight owns. Anyone can scrounge together Class One
armor, and shields are regularly made and replaced. Class
Two armor is a padded garment with strategically placed
mail and a helmet. Class Three armor is head to toe mail
and full face helm. Class Four armor is mail reinforced with
metal plates. Mastercraft armor is a subset of Class Four, where
additional plating has either been used either to reduce the
armor's weight (drop the penalty from 3 to 2) or improve its
protective value (+1 to soak).

Haestiane WINNINGS
AND THE Spolls OF WAR

Some tournaments offer armor as a prize, orcash winnings
that can buy what a knight needs, but the traditional spoils
of hastiludes are the same as war: the enemy's weapons and
armor. The winner has the right toseize the loser's possessions.
In tournament settings this doesn’t extend to the knight'’s
horse, though exceptions might arise out of a wager. On the
battlefield, a knight has the right to claim any of a fallen or
captured enemy's possessions. Squires usually do the heavy
lifting, but might have to fend off rivals and scavengers to
move gear from the bloody mud to their masters’ tents.

If a knight loses his possessions, replacing them can
bring considerable pain to his household. If the knight has
access to “many” of an item, this isn't a concern. Ask, and
it shall be replaced. Otherwise, it takes a week to replace a
weapon, a month to replace armor, and a year to replace a
horse (assuming the knight has an untrained foal or two on
hand — if not, it takes two or three years) using resources
from the knight's fee. If the knight has upcoming service,
he can try to buy these things outright, but the Dark Me-

%

dieval World isn't an era dotted with convenient shops and
hyper-efficient capitalism. Finding a trained warhorse can
be a quest in of itself.

NeEw BackGROUND:
MarTIaL TRAINING

A squire might train 15 or more years for knighthood.
Despirte popular depictions of knights wildly swinging their
swords around, this training is as sophisticated and agile as
that associated with fighting methods in other parts of the
world. Other soldiers might learn these techniques, but
must usually pick them up over the course of a chronicle.
To begin with them, one must train from an early age, like
a squire or Mongol rider.

Martial Training is a set of Backgrounds: one each
for Archery, Brawl, Melee, and Ride. Each dot teaches a
special maneuver that may be used in combat, similar to
the maneuvers in the combat chapter of V20 Dark Ages,
but they're slightly more potent or provide special effects.
Note that this chapter only includes a few sample special
maneuvers specific to knights; the Storyteller should invent
others. Archery special maneuvers exist, but are not normally
used by knights.

Characters may not possess more dots in a Martial Training
Background than they possess in its matched Ability. For
example, a character with Brawl 2 may only possess Martial
Training (Brawl) 2. Each dot provides a maneuver in the
linked Ability, as follows:

. One .~;|11:¢;i-.1l maneuver
it Two spec ial maneuvers
"o Three special maneuvers
ity Four .-|‘!-:1:i:|.1 Maneuvers
L

Five special maneuvers

Brawi, Special, MANEUVERS

Armored Brawling (Special): Heavy armor helps the
character launch unarmed attacks with less fear of injury,
allowing him to use the armor's weight to slam enemies.
Class Three adds + 1 die to Strength + Brawl artacks; Class
Four adds + 2 dice.

Hammerfist (Strength + Brawl; Difficulty + 1; Damage
Strength): Instead of punching her opponent the character
clubs him with the bottom of her hst and torearm. The goal
is to displace his weight, which may have an eftect even if
armor prevents the blow from inflicting injury. if the artack
scores more damage successes than the opponent’s Strength
before counting soak, the target suffersa + 2 difficulty penaley
to his next physical action.
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Kick Catch (Strength + Brawl; Difficulty Standard;
Damage N/A): The character has trained to quickly trip a
kicking opponent. This works the same as the Block defen-
sive maneuver, except that if his opponent kicks (and has
no more than two legs), the character automatically knocks
her down if he succeeds.

Ligadura (Strength 4+ Brawl; Difficulty 4 1; Damage
Strength + 3): Instead of a conventional hold, the character
may employ a painful joint lock (ligadura in Italian methods,
where they are often taught). Make contested Strength
+ Brawl rolls. If the character wins, the opponent sufters
damage and must choose between experiencing the Crippled
Limb effect or being held in place, as per a standard hold.

Tie and Strike (Strength + Brawl; Difficulty +1;
Damage Strength): The characrer holds her enemy in a
position that exposes him to subsequent blows. Make con-
tested Strength + Brawl rolls. If the characrer wins, add the
ditference between successes as dice to her next unarmed
strike or attack with a one handed weapon, so long as it
is her next action and her opponent hasn't escaped. Both
characters are otherwise considered to be in a clinch.

MELEE SPECIAL MANEUVERS
Fool's Guard (Dexterity + Melee; Difficulty =2; Dam-

age N/A): The character holds her weapon to seemingly
invite attack, but relies on her ability to parry and counter.
She enjoys a -2 difficulty advantage to parry, but if her op-
ponent successfully strikes anyway, she suffers an additional
health level of damage, since she let him strike true. This
can be used in combination with the Riposte maneuver.

Half-Sword (Dexterity + Melee; Difficulty Standard +
See Below; Damage Normal): Gripping your sword halfway
(or shortening the grip on another weapon) sacrifices reach
but allows precise control. The characrer strikes vulnera-
ble spots ar will. Her weapon is considered shorter than a
comparable weapon and suffers penalties accordingly, but
ignores two levels of her opponent’s armor.

Mordhau (Dexterity + Melee; Difhculty + 1; Damage
Strength +1): Holding your sword by the blade, the char-
acter strikes with the quillions in the move Germans call
the Mordhau (“murder-stroke”™). He may inflict damage or
attempt to disarm his opponent, who suffers +2 difficulry
to parry the maneuver, and loses one soak die from armor,
if she is wearing it. The Mordhau's damage rating (above)
overrides the sword’s usual damage. This maneuver must
be performed with a sword that possesses a crosspuard and
Concealability N. If not wearing gloves, the character suffers
one lethal level of damage every time he uses this maneuver,

Shield Trap (Dexterity + Melee; Difficulty +2;
Damage N/A): The character uses her shield to trap her

THE WEIGHT OF NOBILITY

opponent’s weapon. This is a defensive maneuver. If its suc-
cesses exceed both the opponent’s Strength dots and attack
successes (individually, not combined, so that 3 successes
would beat two successes and Strength 2, for example) the
character not only parries, but ensures that her opponent
cannot attack with that weapon until he uses an action
to pull it back. As part of a multiple action, her opponent
must disentangle the weapon with a Strength + Melee roll
(difficulty 6) that suffers multiple action penalties, and he
must score one success. If he does not take multiple actions,
he automatically extricates the weapon.

Wrapping Strikes (Dexterity + Melee; Difficulty
+2; Damage Standard): The character swings around his
enemy's guard while standing toe to toe. Neither opponent
can parry or block artacks, bur his opponent suffers a +2
difhiculty toavoid your attacks until one combatant steps out
of melee range. (If both combatants possess this maneuver,
both suffer the + 2 penalry.)

RinE SpeEcinl, MANEUVERS

Lance Charge (Dexterity + Ride; Difficulty + 1; Dam-
age Special — See Below): If she can ride fast toward her
target, the character's lance damage is equal to her horse’s
Strength +3 or her own +4, whichever is better. She im-
mediately passes her opponent whether she hits or misses,
limiting other actions, though she may always perform a
multiple action with the Unhorse maneuver (see below).
This maneuver requires the use of stirrups. Note: Yes, it is
in fact possible to stake a Cainite with a lance. All wood-
tipped lances inflict Strength + 1 (lethal if sharp, bashing
if blunted for tournaments, though these cannot stake).
If the attacker uses a metal-tipped lance she needs to run
through her opponent to such an extent that the tip clears
the other side of the target’s heart, requiring five attack
successes, not three.

Mounted Grappling (Special; Minimum Ride #*+):
The character knows how to brace in the saddle while wres-
tling other mounted opponents and use her horse’s weight to
gain an advantage. When opponents attempt to escape her
Clinch or Hold maneuvers, roll the mount’s Strength + the
character’s Ride, or the character’'s own Strength + Ride
+ 1, whichever is higher, against the opponent’s Strength
+ Brawl when resisted rolls are called for. If the character
ri{h:.*-‘. ﬂ“’ﬁ.'ﬁ' wl f].'l | ]:]1.:‘].':,1'[']'[ 'If:.].il"l.l:l].!..’l.l l.'.lrl"FI'[']"[]-l'.."l'!I[, .."'i-l'.l.-l..I| mﬂ}’{;]:“.'.ll:l':'il;"
to drop him on the ground (ending the maneuver) or take
him away on her own mount, which makes this maneuver
unavailable afterward.

Rossfechten (Special; Minimum Ride *+*): Due to
dedicated training, the character’s dots in Archery, Brawl,
and Melee are no longer limited to her Ride dots for the
purpose of mounted combat dice pools.
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Side Slam (Dexterity + Ride; Difficulty 6; Damage
Special): From a walk, trot, or canter, the character may
quickly pivot her mount to one side and slam into multiple
enemies. Roll Dexrerity + Ride as an arrack which may
only be dodged, against up to three adjacent opponents for
a typical warhorse, or two for a riding horse. If the attack
succeeds, roll the horse's Strength (plus excess successes
from the attack, as usual) as bashing damage against each
opponent. If the artack’s damage exceeds an opponent’s
Strength, it knocks him prone.

Unhorse (Strength + Brawl or Melee; Difficulty +2;
Damage Standard): The character has trained to knock an
enemy oft his mount. If this attack from horseback hits a
mounted enemy and scores as many successes as his Strength,
you dismount him in addition to inflicting damage.

THe CAINITE
KNIGHT

@ampir& knights generally come in two varieties: those
/ who won their spurs before the Embrace, and those
who've been inducted into a Cainite chivalric order, or have
been made knights according to the shadow feudalism of
the undead.

CRINITES IN
THE MORTAL ORDERS

Some vampires were Embraced as knights; others take
up the identity. In either case, vampires who swear homage
to mortals promptly reverse the balance of power through
the Blood Oath, mind-twisting Disciplines, or simple intim-
idation. The vassal becomes the liege.

——

Joining a military order?! Tricky. Members are comrades
in arms surrounded by horses, so slipping into a group of
Hospitallers incognito might prove a challenge. Disciplines
can compensate, though ironically, the vampires best able
to calm both knight and beast are the Dracul and Koldun
branches of the Tzimisce — traditional foes of the Teutonic
Knights. Nevertheless, well-placed ghouls and good excuses
can win Cainites positions of trust in various groups.

The Hospitallers: The Order of Saint John of Jerusalem
i5 a popular one among Cainites. The Hospitallers hold
considerable wealth, and in caring for the sick, injured,
and travelers, provide a pretext for feeding. They possess
dozens of commandries organized by langue (“rongue”) to
serve specific cultural groups. Theretore, a knight in good
standing can call on aid throughout Europe. The ghouls

ﬁ.‘y‘_";

and Toreador Cainites of the Knights of the Sable Rose
protect the greater order from becoming a playing piece in
the games of monsters. With their help, mortals maintain
control, though they sometimes look the other way when
Cainites move among them.

The Order of Saint Lazarus: This small order of hospi-
taller knights (not to be confused with the Order of Saint
John, commonly called Hospitallers) specialize in the care of
people with leprosy, and maintain facilities for that purpose in
Jerusalem and Acre. Nosferatu are deeply embedded within
the order. They usually look nothing like leprosy sufferers,
but the Priors have a traditional association with them dating
back millennia; and where other Cainites maintain mortal
prejudices against people with leprosy, the Nosferatu claim
these as their natural herd and protecrorare.

The Teutonic Knights: Ventrue command a sub-sect of
the Teutonic Knights called the Order of the Black Cross
and through it colonize the Baltics with their kind, to the
considerable angerof Tzimisce natives. The Teutonic Knights
exercise sovereign control over their state, and its relative
freedom from entrenched aristocracy makes ir a tempting
place for enterprising Cainites, who bargain with the Ventrue
for land and herds. These arrangements attract even more
Tzimisce ire. Thus, the Teutonic Knights are associated with
a surprising number of Tremere, who can't be more hated
by the Fiends anyway.

The Templars: The Templars are wealthy, influential,
connected to the lords of many lands, and control significant
military might.

T!.'I.l: Tl.:l'!.'.ll'.l].ﬂ!'!'i arg @ Mmess.

From its inception, Cainites from every clan (and a few
unrecognized bloodlines) have tried to set up personal hef-
doms within the order. Collectively, they helped bring the

GHOUL HORSES

ﬂ s natural animals find vampires repellent,

(3L would-be Cainite knights often feed blood to
favored steeds. These use the usual rules for animal
ghouls (V20 Dark Ages, p. 396). Ghouled horses
turn ageressive and develop a thirst for flesh and
blood, and must eventually be kept away from other
animals. Rumors persist of so-called “Diomedean”
steeds: revenant horses bred by vampires since
ancient times, known for their strength and vicious-
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Background Equivalent Service Commitment

HIRING ACAINITEKNIGHT

. Trivial: The Cainite provides basic services, such as watching out for her liege's
enemies, lending political support, and collecting debts on her behalf. These may be
a drain on time, but not resources.

.o Minor: The Cainite will make small sacritices tor her liege, such as hosting her and
her entourage when requested, permitting safe haven against her enemies, and
traveling to her side. Military service against kine forces is permitted. Service may
temporarily diminish the vassal’s personal resources.

Major: The Cainite will make signiticant sacrifices tor her liege. Examples include an

extended journey away from her home territory and permanent loss of Background

Blood: The Cainite vows to shed blood for her liege, or risk other forms of injury, but

dots.
may retreat when Final Death seems likely.

order considerable wealth, but a reputation for meddling.
The politically astute know that when it suits them, Templars
side with Saracen against Christian. They flout prohibitions
against usury with their loans and bank. Vampires didn't
make it all happen, burt the order is so mired in conspiracies
that despite its power, they can rarely use it as effectively
as they'd like. One contact needs a code phrase; another's
been Dominated by an unknown party. The Templar's inner
circle has always defied Cainite subversion. Those who try,
burn. It is said that men of supreme faith command the
order: warrior priests and theurgists. The rumors hold that
any night creature who interferes with the order is left alone
for now, but added to a list of those to be judged on some
future day of purification.

CRINITE ORDERS

Cainite knighthoods evolved from novelties into tradi-
tions. Numerous orders have come and gone. Most are just
pretentious coteries. A few so-called “ashen knights” mimic
mortal vassalage, or their societies tollow a pseudo-monastic
Rule, like the Templars. Groups with occult purposes keep
to themselves, admitting none who would profane their
mysteries. The best-known mystical sect is the Order of the
Bitter Ashes, who allegedly give each member a sip from
the Holy Grail. This forevermore quenches their thirsts and
make them glow with the light of God. But the last reliable
sighting of that order took place perhaps a century ago.

VEMPIRE VASSALS

A Cainite becomes a vassal in the same fashion as a mortal
knight, but vampires being who they are, mere reputation
doesn't cut it. That implies the kind of trust Cainites don't

e AT
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Death: The Cainite vows to serve her liege unto Final Death.

easily give. Furthermore, they know their service is more
valuable than that of any mortal vassal. Under the guidance
of the Toreador Courts of Love, the knight's Background
“credit” in the system uses the services she is willing to
provide. In subsequent centuries these promises will evolve
into the system of “Kindred prestation.”

Drinking from the liege ro seal the Blood Oath in whole
or part also adds credit to the value of the Cainite's service
at the rate of one Background dot per drink within the same
year. The regnant promises not to overstep the terms of the
agreement even though the Blood Oath makes it easy to de-
mand otherwise. Thus, these arrangements usually require a
third party toensure the liege-regnant’s continued good faith.

If for some reason the vassal can’t provide the requested
service, it is customary for a Cainite liege to accept scutage,
though this is a more abstract concept among the undead,
who may provide any Background dots vassals are capable of
sharing in recompense tor lost service. These are temporarily
assigned to the liege, who may attach them to her own as
a separate Anchor but usually reckons them separately, so
that she doesn’t have to compensate the vassal for a dot lost
through later detachment (See “Pooling Backgrounds,” V20
Dark Ages, p. 183).

THE WARRIOR'S ASHEN RULE

Cainites may declare themselves knights of a self-created
order, though they'll strugele for recognition without an elder’s
approval. The coterie settles ona name and adeclared purpose.
Just as the Templars and Hospitallers exist for specific reasons,
somust any Cainite order that wishes to be taken seriously. Like
the early mortal Templars, Cainites may emulate communal
monasticism, sharing Backgrounds as possible using Anchors.




Orders that swear homage toareputable liege tend to be taken
more seriously, however, as this indicates that they're willing
to :-il.l].""['l.'l.il [ sOImMe I_L::].'l..‘:;'i [er q'-l'l.lfl']ﬂ]'j n'..

After that, a serious commitment typically entails the
following steps.

SHARED Ronp

The Path of Chivalry evolved from aspiring vampire
knights. The majority are Paladins still, though the order’s
purpose may alter the ethics and possible sins against the
overarching Road of Kings, as follows:

Knights Together: Road changes may not be undertaken
alone. At least three vampires must agree to this new variant
on Chivalry, strengthening each other with common resolve.

Ethical Changes: Changes to some or all of Chivalry's
ethics are permitted in the name of the order’s goal.

Religious Duty: If the knighthood exists to further a
religious sect, members may replace the 3%, 5, and 8™ sins
on the Road of Kings Hierarchy with sins equal to or lower
on the table from one religion on the Road of Heaven. The
Storyteller must approve the change.

”“i-_

SHARED DISCIPLINES

Members teach each other Disciplines, and combine
them in innovative ways. This custom makes knightly orders
11|1|‘|n|1ulnr with clans who value their distinct gifts. Tremere
are forbidden to enter into such arrangements, and elders
from other clans may pressure their childer to withhold
certain abilities. Nevertheless, Cainite knights cultivate
combined Disciplines more often than other groups. Many
of these are devised to enhance battle prowess.

Dark FATHER'S STIGMATA

Obtenebration 3, Vicissitude 3

Pledged to the Cainite Heresy, the Order of Shining Blood
develops weird powers bomn of cult mysteries and diverse
origins. This power laces the vampire's blood with the Abyss.
When wounded, the black shadow-blood lashes out at the
attacker and creates a growing shroud of protective shadow.

System: When struck with a slashing or piercing weapon,
the vampire's player may choose to spend one blood point as
a reflexive action. Black blood lashes out from the wound as
a solid, thorned tentacle. Roll the vampire's Obtenebration
as attack and damage dice; the atrack inflicts lethal damage.

THE CAINITE KNIGHT
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After that, the solid shadow-blood wraps itself around the
vampire, adding an additional soak die against bashing and
lethal attacks for the scene. Multiple wounds cause these
soak dice to accumulate.

Experience Cost: 20

EYE FOR THE WERKNESS OF STEEL

Auspex 1, Celerity 1, Fortitude 1

Developed among Toreador and Ventrue of the Fellowship
of Qur Lady, this power has spread to its successors, since
the Fellowship collapsed from infighting in 1218. Having
examined the way her flesh binds itself against assault, the
\":;'il'l'lpiﬂ.: SCCs '||.||']."Il..'.’l'!.’.L []:'II;IE Fﬂ"ll:']'l!,’i.'r'!,-' "-ﬁ.IE:ﬁ m :;'il'.l.l':lrl'F[ ]'l'll:ﬂf..‘i Armor,
sensing openings and weak spots. Her trained reflexes note
it quickly enough to redirect blows to these weak points.

System: Each blood point spent allows the vampire's
blow to ignore three soak dice from ordinary armor worn by
one opponent. This is a reflexive action whose effects lasts
for the scene. If the vampire's Brawl, Melee, or Archery at-
tacks strike, the target cannot roll these soak dice to reduce
damage. This power has no effect on the victim's innate
soak rating, the benefits of Fortitude, or any supernaturally
enhanced soak, with the sole exception of armor that has
been somehow magically reinforced.

Experience Cost: 7

MEepIEVAL, W BRFARE

Generals unskilled in war think a victory incomplete unless
[.II]L' CILCHILY dTc 50 ?I[Tu;Ilj_I’IEIL'T'I{.'E! IEH Ell-ll.'E.F' IL!T'!'.I]!HLE [ T :."JE[[T{I!_"E
surronnded by numbers as to have no possibility of escape. But
in such situation, where no hopes remain, fear itself will arm an
enemy and despair inspires courage.

Flavius Vegetius Renatus, De Re Militari

n the 13" century, war is an exercise in muscle-powered
= savagery, driven by revenge, religious fury and most of all,
economic forces; but it can also be restrained in ways foreign
to other eras. Sometimes, armies break for winter and holy
days. Knights prefer to capture noble opponents for ransom,
though they trample and cleave commoners on the way. The
Pope condemns excessive war and cruel weapons. .. or urges
Ii.':ll'l:.].!'_i to I.,1L'. SETC W l.!'I'Il.:'I.'l'.I.iL'.‘.,"'i- ].'Ii;‘1,";'|- CNCOMm E.Iﬂii::;ifﬂ'{l..

It's just like Cainite violence: genteel in pose, bloody
In practice.

THE SHAPE oF WAR

Europe doesn’t have standing armies. Most of its foot
soldiers are peasants who train whenever they can spare

THE WEIGHT OF NOBILITY

e 2o

DS

-‘*_‘h

time away from their crops. In England and a few other
places, well-off peasants are expected to be better skilled
and equipped, should their liege lords call them to hght.
The few professional warriors are knights, aristocrats, or
mercenaries. Not even they can concentrate all of their
energy on warfare, however. Crops feed war and working
horses alike; and with no true armies, one raises a force by
calling upon complex debts and alliances.

Jus Ap BeLLam

With the distance of history some wars seem inevitable,
their causes transparent. But in the Dark Medieval, basic
political and economic motives exist in religious and feudal
contexts. The concept of total war is utterly foreign, the line
between battle and banditry is vanishingly thin, and personal
politics usually outweigh state interests. Conflict in one part
of France doesn’t always compel the rest of the country o
act. Thus, wars catch fire from the following sparks.

Congquest: Conquerors rarely announce theirintentions,
hiding behind one rationale or another, but often speak freely
about their plans for outgroups: people from other nations,
cultures, and faiths. Although Mongols are infamous for
speaking their ambitions plainly, frank talk also accompanied
the Crusades, once the religious motives grew stale.

Debt: In 1202, Crusaders invaded Zara because they
needed the money. Pope Innocent I promised 94,000 silver
marks to Venice in exchange for ships for Crusaders. Fewer
showed up than anrticipated and they were short of money,
s0 the Venetians asked them to seize Zara as an act of good
faith against the debt. Creditors attack debtors and vice
versa, or debtors fill their coffers with plunder. Tax revolts
fall under this category.

Proto-Colonialism: Europe hasn't developed the colonial
ideology that will rip through history in a few centuries, but
they're groping toward the idea, founding new states through
war and resettlement. The failing Crusader States are the
longest of the projects. The State of the Teutonic Order is a
similar affair, seized from Baltic pagans by force. Beyond their
bloody origins, proto-colonial states experience insurrections,
counter-invasions, and influence from foreign nobles who
want to take advantage of their instability.

Religion: Religion rarely drives military action by itself.
Even zealots need to make these adventures look prohitable.
The early Crusades offered plunder and the chance tobecome
lords of the Holy Land. In southern France, the Albigensian
Crusade pits conventional Christians against dissidents,
but also the Counts of Toulouse against the French crown.

Rivalries: Venice and Genoa compete for trade and
territory. Astute observers know war will come, and it did,
in 1256. Rivalries inspire battles among and within states.
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Even though open war supposedly ended over a century ago,
the Guelphs and Ghibellines still iight.

Succession: War often follows when a great lord leaves
behind a young, incompetent, or hated heir, or no successor
at all. Sometimes the rumor that an heir might be illegitimate
pushes swords into ambitious hands, or the candidate with a
greater claim gets struck with an excommunication. These
tend to be short, intense conflicts powered by the intimate
hate that only family can provide; but when succession fails
among kings, the disruption can last for decades.

Territorial Claims: This is not a world of exact borders
or precise legal language. Natural features and meanings
change, throwing boundaries into question. Lords assert rule
without the force to back it up. English designs on France
are one of the best known, longest such disputes. Having
passed to the Plantagenets through marriage, the line has
often fought to exercise real possession of the Aquitaine and
other continental possessions.

Uprisings: Peasants sharpen bill hooks to use against their
lords. Conquered and disadvantaged groups fight their oppres-
sors. Most uprisings are local affairs, led against a particular
lord and manor, but a few engulf cities and large nations.

CRINITE MOTIVES

Cainite conflicts use mortal forces as catspaws, but not
to excess, lest the undead reveal themselves. Thus, vampires
typically wage war to create an opening for small operations
such as storming a rival’s lair, or to drain the enemy's social
and physical resources. The following things might trigger
vampire-directed battles.

Clan: In Eastern Europe the Tzimisce hate Tremere and
invading Ventrue. In Spain, Assamites and Lasombra struggle
behind religious factions. French Toreador despise English
vampires from any clan. Everyone wants to annihilate the
Baali. Clan struggles are eternal, but the geography and
mortal history of the era create new reasons to fight.

Elders and Methuselahs: An old Cainite may begin
a war to continue a grudge from Roman times. She acts
through childer, giving them one excuse or another for
the battles to come. When the elder becomes a target, her
enemy might have to raise an army to overcome defenses
built over centuries.

Road: Roads inspire conflicts like mortal religions do.
The greatest danger exists when it becomes a sin against
the Road for one side to make peace with another. This
might happen with the Road of Kings, for example, when
an “inferior” must be put in his place to placate the Beast.

Supernatural Grudge: Like intra-clan conflicts, rival-
ries with other supernatural beings may unleash open war,
as each side gathers mundane allies to fight for them. The
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best-known example may be the hatred between the Tremere
and the sorcerers of the Order of Hermes, who declared the
Massasa War against them in 1202.

War of Ages: The deep myths say all wars are one, born
of Ancient hatreds from betore the Flood. If this is true, even
elders who believe they obey their own wills carry out some
maneuver for the Antediluvians.

(GBTHERING THE WAR HosT

Once the motive's been established, we come to the
problem of sending bodies into the field. Medieval armies
are built by feudal obligation. Lords send word to allies and
vassals, who pluck troops from wherever they can get them.
The backbone of the medieval economy is agriculture, so
taking farmers away from their fields might impoverish their
lord. Wealthier commoners might be able to put their land
in others' care for a time, and competent knights run estates
capable of weathering the master’s milivary service. An army
of 10,000 is enormous by Western European standards,
and many battles involve a few hundred on each side. On
the other hand, the Mongols fielded 80,000 against Kiev's
20,000 in 1223.

When the rich don't want to hghrt, they pay their lieges for
the privilege; the lord uses that money to hire mercenaries. But
there are only so many mercenaries available, and ar imes no
amount of coin can attract warriors to join. In England, Henry
Il begins issuing distraints of knighthood, ordering anyone
above a certain income threshold to assume the honors and
responsibilities of a cavalry warrior. In much of Europe nearly
everyone outside the Church is obligated to engage in some
military training: archery and foot formartions for peasants,
mounted combat for the noble-born. Mercenaries train
themselves, take in leftover soldiers from other campaigns,
and learn through their second profession: banditry.

An army’s range is limited to the distance it can travel
on ftoot and its ability to feed itself. Most conflicts take
place close to home, but Crusades can involve prodigious
amounts of travel. Supplies are a constant challenge, and
when carried goods run out, armies must forage or pillage
the surrounding area. Many armies engage in secondary
battles when the abused inhabitants of pillaged lands take
up arms in self-defense.

Medieval armies include (but are not limited to) the
following troop types.

Archers and Crossbowmen: Europeans rarely train
to use the bow from horseback, and the Welsh longbow
has yet to make an impression with its range and power.
Archers usually develop their skills through hunting and

obligatory practice. The crossbow is an infamous weapon,
capable of piercing armor from a distance after a shorter
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period of training. The Genoese are said to be the finest
crossbowmen in the world.

Camp Followers: Although they're stereotyped as
thieves and prostitutes, camp followers are essential to the
functioning of a medieval army. They fill the non-combat
roles that future armies will eventually define: first aid,
supplies, and all kinds of labor. Many are the wives, lovers,
children, and relatives of the soldiers themselves. Armies
tolerate their looting to a certain extent so that they can
support themselves, but treat them brutally when they
hinder operations.

Cavalry: Knights are the best-known cavalry, and
explored in full in the “Knightly Orders” section above.
Arabian Faris and Mongol warriors are just as well trained,
and use bows from horseback. Horse archers tend to be
more lightly armored, however. Their lords use the same
arms and tactics, ightingbeside them. Horses are expensive,
s0 cavalry service requires wealth. Wealthier commoners
might serve as light cavalry, using spears and swift horses
to harass the enemy.

Builders, Engineers, and Miners: Although the term
“engineer” is still a century off, well-prepared armies still
bring along experts capable of building all kinds of struc-
tures, including siege engines, and those who know where
to destroy walls by tunneling under them. These educared
people and theirmaterials are expensive, and only employed
when necessary. Siege engineersin the 13" century lack the
sophistication of their Roman forebears, but as the weapons
themselves were often kept secret, there is some dispute as
to which weapons were used — and in the Dark Medieval,
certain philosopher-scientists enter the field with wholly
anachronistic artillery. The Mongols have used gunpowder
weapons against European forces, who have yet to capture
the secret for themselves.

Foot Soldiers: Many peasants walk to the fight with
light armor or none. Simple pikes, bills, and poleaxes are
the rule; sophisticated polearms are uncommon. Foot troops
either contend with each other across a battle line or defend
against cavalry eager to run them down and get to the real
target: other cavalry. They're gradually being replaced by
wealthier commoners who are obliged to maintain berter
gear and training. The best foot troops are mercenaries, who
will eventually develop formation fighting into a high art.

CHINITE AND
OTHER SUPERNATURAL ARMIES

Cainites overpopulate the Dark Medieval but their
absolute numbers are still so small that no more than a
handful will ever occupy a single battlefield. Furthermore,
armies prefer to iight by day, when they can see each other.
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Potent but restricted to the darkness, vampire warriors are
siege breakers and terror troops who might bring a swift
end to conflicts. Without Animalism or a ghouled steed,
vampires must fight on foot; but each possesses superhu-
man toughness, and those with physical Disciplines might
eradicate a company by themselves. Besides rival Cainites,
they might encounter other soldiers with unnatural power.

Ghouls: When a vampire joins an army on the move,
ghoul companions are highly useful: loyal by Blood Oath
and capable of guarding their master by day. Ghouls can also
keep animals that would flee the undead. Tzimisce employ
their infamous Vicissitude -modified szlachta to break infantry
formations and great vozhd to terrorize cavalry but sparingly,
lest mortals retaliate against the makers of these abominations.

Lupines: It is said Lupines lead great armies on both
:'iidl:'!'.'- ﬂ'- I._H;'“['.I.L‘!i hl:[“"l:l.:'n Kil:."l."ﬂ“ Rll."'n :;-1|'.|.I.,! 1:1“..‘ MUI]EL]‘IE.
Ortherwise, when they appear, it may indicate that soldiers
stray too near to their secret places. In any event, wolves
follow the smell of blood and seize wounded off of forest
paths. For werewolves, it is better to hunt than bartle. They
prefer swift, vicious ambushes.

Knights of Acre: The Poor Knights of the Passion
of the Cross of Acre (see Dark Ages: Inquisitor) often
accompany other militant holy orders. They almost never
take to the field except to battle night creatures and super-
natural blasphemy, so their presence may indicate someone
knows Cainites are present, or that another creature has
an interest in the conflict.

Sorcerers and Philosophers: Theurgist knights, en-
gineers centuries ahead of their time, and high magicians
sometimes accompany armies. When Cainites can identify
them they stay well away. One sect called the Craftmasons
is said to have employed gunpowder in 1210, before the
Mongols introduced it, to bring down the Hermetic fortress
of Mistridge. The Tremere have some interest in this, since
they're also enemies of the Order of Hermes. The other
magical Fellowships usually avoid open barttles.

The Fae: Don't believe your eyes. There's never a
lI.'!"I.,"‘.p’!'l.li.'ll'l.]I WAL uﬁgf;r O NUTEE a "I.'n-"l.'llﬂl'll.,].{.."l.,{ L:!'Eif,_{h[ E:il;.'.li
to health in the dark wood. Never.

FAMINE AND THE SWORD

A barttle between two forces on an open held represents
the worst case scenario in medieval war. Negotiations have
failed. The defenders can't hide behind castle walls and the
attackers failed to strike by surprise. A battle is a distraction
from the main purpose of war: not to destroy the enemy,
but to make him stop fighting and accede to the victor's
demands. Invading forces usually have limited goals: to
capture a castle, or secure homage from a rebellious lord.
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This is sensible because defenders have many advantages.
They know the terrain better, may prepare while the enemy
marches if they are forewarned, and might be able to retreat to
tortifications. To support itself and deny the enemy supplies,
an invading army pillages and burns the surrounding area.
Both sides can then only fight effectively as long as they can
eat. After that, it's a matter of waiting for one side to either
surrender, or reveal an opening thar allows decisive acrion.

The Church officially disapproves of battle between Chris-
tians, but tends to excommunicate whichever side annoys
it the most. Christian armies are infamous for slaughtering
religious enemies out of hand. Muslim forces have a better
reputation in this regard, as specific laws govern the treatment
of conquered Christians and Jews. Generally speaking, the
longer the conflict, the more brutal its resolution. In most
cultures, commanders offer terms contingent upon surrender.
Without it, virtually all forms of violence are pl:rmitn:d.

In the 13" century, armies begin by softening up the
enemy with arrows and skirmishers before cavalry forces
engage each other. Infantry hinder cavalry and occupy
territory. Forces avoid fighting at night, during the winter
or at harvest time, and may even broker truces to observe
religious holidays, but not always. The further an army is
from home and the longer it endures the field, the more
eager it is to be done with it, no matter the effort or treachery
I'.I.L"'l'.:l.'."!if'ii;lrll.’. Hl.!'l'i'l.].l.i.'i IMove ["IL'I WeCTh Ell'!TI'.El.f'S "l.‘n-'i ['h ferms -[_]'E- fruce
and surrender, note the actions of participants, and record
their impressions for posterity.

CRINITES IN BATTLE

When vampires wish to influence a battle they inspire
unconventional warfare. They need to ight at night, avoiding
excessive torchlight and frightened animals. An invader's
chief challenge is to find lightproof day shelter on the march
or camped near enemy territory. Cainites often send ghouls
and other loyal servants to search for the sleeping enemy,
who must in turn strike a balance between secrecy and the
number and quality of day guardians.

Vampires possess inhuman abilities that can compensate
for mortal numbers and cleverness. A Cainite murders
instead of slays in a fair contest of arms. She targets kine
commanders, climbs walls as a living shadow, and poisons
kings wearing their mistresses’ faces. Certain Roads and
Paths declare this behavior to be abhorrent. A vampire on
the Path of Chivalry might only kill mortals out of absolute
need, while searching for a monster worthy of her sword.

THE Rures oF WAR

Although there are innumerable ways toadjudicate abattle,
not all of them fit the functions of a Dark Ages chronicle,

%

where characters stand at the heart of the acton. If you'd
like a system to put armies through maneuvers, dozens of
miniatures games, board games, and roleplaying games pro-
vide examples. To ger to the heart of what really marters, the
tollowing systems omit detailed tactics in favor of designing
battle objectives that inspire scenes and character action.

BATTLE OBJECTIVES

First, determine battle objectives for one or both sides.
Begin with the final objective: the situation that each side
considers victory and will end the bartle. One side might
end the battle by taking the opposing commander hostage.
Anothermight settle for nothing less than the annihilation of
the enemy. After that, add intermediary objectives, as follows:

Fortifications: If one side benefits from fortifications, add
an objective to the other side that represents the ability to
overcome them. If the fortihcations are particularly strong,
add two objectives. Examples: Starve the enemy out of their
castle. Penetrate the enemy’s walls.

Stranger in the Land: If one side is an invader or
occupier, give it an objective designed to overcome this
disadvantage. Examples: Forage and pillage for supplies. Win
the trust of the people.

Smaller Force: If one side has a notably smaller force,
give it an objective to address this disparity. If the difference
is extreme (by half or more, usually), give it two objectives.
Examples: Demoralize the enemy. Disorganize enemy forces with
an ambush.

Enemy Advantage: If one side possesses a significant
advantage other than size, add one objective to the other, or
twoif the advantage is great. Examples: Neutralize the enemy's
vozhd. Convince the enemy’s elite mercenaries to switch sides.

General Battle: Finally, add one or more objectives to
each side to represent the central action of the bartle. Small
conflicts warrant one or two objectives. Large battles may
require three or more to represent their scope. Examples:
Harass the front line. Fend off a massed cavalry charge.

When one side has an objective that would logically
share a scene with another, connect them. If one side con-
sists purely of Storyteller characters, you may omit their
i}hjul:tiw::-“., except for the final i_:ll'l-j!l:t.'[i‘-.'i_', to streamline the
design of the bartle.

Storytellers should collaborate with players portraying
commanders to develop objectives. Some objectives cannot
be defined at the start of a bartle. In that case, leave it blank
until events determine whar should happen. Others may
change due to prior events. If one side attains an objective
before getting to a dedicated scene, or renders it moot in
a way that gives an advantage to the side trying to achieve
it, consider it resolved and move on — skill and fortune
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rewards them. If the objective stops making sense, but not
for reasons that would make the battle any easier for that
side, replace it with a new objective.

To win the battle, one side must complete each of its
objectives in an order determined by the course of the story,
but ending with the final objective — usually. Sometimes,
characrers will ind a way to skip straight to their true goal.
Don't use this system to arbitrarily impede them. Neverthe-

less, the number of objectives serves as a rough measure of

how difficult the battle will be for each side.

Each objective requires one battle scene (see below) to
resolve. When two objectives are linked, they occupy the
same scene. When one side fails to achieve an objective,
the situation creates a new one, mandating an additional
scene during which it must be resolved. For example, if the
L'i'l.ﬁl.'l'ﬂl:l'i_‘ri ﬁi]l (O turn :-I'."iiil._‘l.!.L P | if:].'li-!l'ﬂli:, I'I'lli,."!.' move (O a new
scene where they must regroup scattered infantry.

Note that even though some scenes are based on single
side’s objectives, all sides may participate in any given scene.

AMPLE BATTLE:
HE INIGHT SIEGE OF [ozn

Led by the Ventrue Lady Kaethe One-Eve, 200 Teutonic
Knights (including 10 ghouls) hold a small fortress at Loza.

NOBILITY

THE WEIGHT OF

Its stones replace the wooden walls constructed by its orig-
inal owner, the Tzimisce Lodok the Splitter. After begging
':]'.].i'i.'!'!; t-i:ll' tn]".lrl."i- LW ET Lh.L" COuUrse l:li- il L]l:ciil..].li.".. Lﬂ.‘l..lllk r¢turns
with 200 heavy infantry, 50 archers, 10 szlachta armored
by thickened bones, and four screaming vozhd, eager to
retake his home. Lodok’s ordinary kine troops weren't easy
to acquire because few soldiers are inured to working with
"L"'.";.I:'H: '['-"Ef“,."Li MONSEers. KH'L' th‘ {_.}t'.ll..' "E"!.'L" I“:"L'LI!": T Lil..'!'E'l.I: ]'!":It'i.:t
these hardened warriors, or eradicate them.

Their situation leads to the following objectives:

The Storyteller tentatively links and orders objec-
tive-based scenes, aware that they can change and be
reshuffled. Before attempting their final objectives, Lodok
must achieve two objectives to Kaethe's three, giving him
an advantage. This leads to the following order:

Lodok: Ravage the Land, Denying Support

Kaethe: Predict Siege Tacrtics

Kaethe: Neutralize Vozhd and Szlachea

Both Sides: Send Troops Beyond the Walls and Repel
Besieging Forces (linked)

Final Objectives

The orderand types of objectives may change over the course
of the battle, but this basic structure lays out the scenes ahead.
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Objective Type Kaethe One-Eye
Final Objective Demoralize or Destroy Invaders
Fortifications Mone

Stranger in the Land® None MNone
Smaller Force Predict Siege Tactics MNone
Enemy Advantage Meutralize Vozhd and Szlachta MNone
General Baitle Repel Besieging Forces Ravage the Land, Denying Support

Lodok the Splitter

Take Fortress

Send Troops Beyond the Walls

* In this case, Kaethe's side has a relationship with loyal commoners, but Lodok knows the land from before his exile.

BATTLE SCENES

Once you've structured the battle, its scenes take place
under particular circumstances thatdetermine their duration,
hazards and other features. These are the varied scenarios
of war, from the parapets to the bloodstained mud below.

Battle scenes modify the normal accounting of time in
the Storyteller System. War features periods of inactive
readiness, frenzied action, muscle-aching marching, and
recovery. Some events take hours or days to come to fruition.
Scene and turn lengths vary depending on the scenario. A
scene ends when a side atrains its objective or definitively
fails to do so. In scenes with multiple objectives, all must be
resolved, for better or worse. Thus a “scene” may last one
night or even several.

[oNG TURNS

Some battle scenes feature long tums. Each long turn
re FITLTHL‘I'I.['S ﬁl'ﬂ.'.ll.][ (Al hﬂl.lr I:]"!- :;'i{.."ti.l: 1, LILI'Ei.I'Ig "l.lr']:'l:i.l:: I'I. a I:.'.I'I.ﬂr:;i{..' [Cr
may attempt as many Physical Areribute -based actions as her
Dexterity, as many Mental actions as her Wits, and as many
Social actions as her Manipulation. These use full dice pools.
If a vampire attempts a combination of action types (such
A% Fh‘g.'r-‘.ii,":ll and Social), use the lowest ﬁppli:;uHu Attribute
to determine how many actions are permitted. The time in
between is concerned with maneuvering, petty actions, and
lying in wait for punctuations in the action. A Cainite may
split one of her actions into a multiple action per long turn,
using the normal rules. The default Difhculty for long-tum
actions is 6 unless a particular action (such as a Discipline)
defines it otherwise. If one long-turn action encompasses
multiple actions with variable difficulty, use the highest
difficulty in the group.

Cainites move in order of initiative rating, without rolling
a die. Equal initiative indicates simultaneous action. In such
cases, actions alternate between participants.

ﬁ.‘y‘_";

Eftects thar last an entire scene normally only last one
long turn. One Physical action may be used to move a
significant distance across a chaotic battlefield, or further
along a clear path. Celerity and similar powers do not add
actions, but either increase movement distance or add their
dots in dice to actions aided by speed. Other Disciplines may
add their dots to certain other actions, without the need to
think about particular powers. For example, Presence may
add its dots to Social rolls.

When a Cainite, other supernatural being, or mortal
significant to the story directly engages characrers, switch to
normal Storyteller System rules. The entire exchange uses
one action from each participant within the greater long
turn. If one participant has already run out of actions, she
loses one from the next long turn.

Vampires treat each long turn as a full scene when
quickening Physical Attributes. Discipline use requires an
expenditure for each target, not the single dice roll. Thus,
combar can weaken a Cainite quickly, increasing the chances
of frenzy.

Lone Turns IN COMBAT

Long turns use the following simplified combat rules:

* Don't make a separate damage roll, but add Potence
{Eli.:ll'.": as automatic SUCCESSES O Hfi:"l"l'l.'] Al L] .."I.I l.."I‘I."l!.l al '.'L'll'.'E':..";-

*  Adda melee weapon’s damage bonus to Strength (not
the Strength score itself) to combat dice PO ls. Add
E]E’I]’. il T':'II'E}_[L"L:I. 'l.'l|.'-|_":-"|r||;'!|:|'|_l_=-: l.ﬁl':'l]'fl']:i!.-_::i," 'I.':I[.I['.I';_[, I fll.]]'l.l.]l..'ll l[["l to

the dice pool.

*  Applied against ordinary kine, each success affects
one weak mortal — perhaps one debilitated by hunger
and long campaigning. Two successes affect a healthy
kine soldier, and three affect a mortal veteran at full
| ]'!,"'I.'I;-_f[ h- I:I'-;![ f :!l._'l.': i.'l.'l!_’.., '[.I"i["- Tl;,’]]l.,‘lil:,_‘ s sl U].'!'I"l: Nt ]'|.1'|.l|"'it,'

to fight — she flees, is severely injured, or killed.

TSN
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If a Discipline offers multiple possibilities, the vampire
may apply a different effect to each targer. If these
would require different dice pools for different effects,
use the lowest dice pool among those tor powers the

character wishes to use.

* A vampire may use an action to evade enemies by

rolling Dexterity + Athletics (+ Celerity dots, if

applicable). This nullifies successes in the same way
as a Dodge action, but represents parries, sprinting,

and tactical positioning. Dodging can be used out of

initiative order.

* A small horse adds one die to attacks and detenses;
a large horse adds two dice. Cainites may devote one
success to slay or drive away a small horse, and two

successes to eliminate a large one.

*  When a Cainite takes an enemy out of combat, she
can choose to feed on him. This vampire may drain
five blood points per additional action, until the victim
15 drained dry.

o "'L""d]‘l‘lpirl,‘i soak any damage inflicted during long turns
normally.

ENEMIES AL AROUND

Generally speaking, no more than six to eight combatants
may engage an individual at any given time, though certain
weapons and tactics may change this. Groups may attempt two
actions per long turn and possess an initiative rating equal to
the dice value (see below) of the two highest rated members.

Groups of kine possess a single dice pool: one die per
weak mortal, two for a healthy soldier, and three for a vet-
eran, multiplied by the number in the group. Groups inflict
one health level of damage per success that penetrates
any defensive action. Do not roll damage separately. Add
weapon damage bonuses once, as for a single vampire in
long-turn combat, based on the most common equipment
in the group. Each horse ridden adds its own bonus as for
a vampire, so two soldiers mounted on large horses add an
additional +4 dice.

If they choose to defend, add the soak bonus of the most
COmmon I‘!.' WOIm armaor o Tl'l;l.:' Hﬂ,ﬂ,] I"fl*!'; -I.l'i.L"E 'FI['H_II, Inil].l,!."'- Oone
die to account for bulk. Roll this pool to remove successes
from an incoming attack.

In the case of ghouls and other groups with supermnatural
gifts, apply their benefits only when the majority of the group
possesses them. A ghoul squad’s Potence dot typically adds
one automatic success to combat actions.

For all other actions, use the combined pool of all partic-
ipants, without adjustments for weapons and armor, when
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their collective action would be useful, and the pool of the
two highest value members when it would not.

When one of the group is taken out of combat, remove
their contribution to the pool. Thus, killing a veteran drops
the group’s dice pool by three.

ExavpLE: ONE-EYE AND THE SPUTTER

Lodok's forces breach the castle at Eoza. The place swarms
with soldiers from both sides. Kaethe One-Eye’s only option
is to find and kill the Tzimisce. Kaethe's initiative rating is
1 (Dexreriry 3, Wits 4) to Lodok’s 6 (Dexterity 4, Wits 2),
so she goes first, opting for combined Physical and Mental
actions (three per long turn). Szlachta soldiers run up the
[oOwe r1.';i- !-:t:;‘iir:-i- O COon I'-r[ Mt i':ll_."r.l !'}[']':'ihl_."' l:lil“l._l'.".-'{ﬂlr I;']"E-I'I'!.'E II._'IHh:I'.]'IT}'
and drops to the top of the castle wall in search of weaker
prey (Dexterity + Athletics).

She waylays four enemy soldiers who've taken up po-
sitions on the wall. The four are typical soldiers (8 dice
at 2 each) with Class Two armor (+1 die to defend) and
broadswords (+2 dice to attack). She’s also armed with
a broadsword, and one dor of Potence, so she adds 2 dice
and one automatic success to her Dexterity + Melee pool
of 7 (total: 9+ 1 automatic success). She scores 6 successes
total, killing three soldiers. For her final action, she uses
Subjugation (Dominate 2) on the survivor and succeeds,
commanding him to pretend she’s one of Lodok’s fellow
soldiers and lead her to him.

Lodok advances through the broken gate with four s
lachta (initiative rating 3, 3 dice each, 12 total, 4+ 3 dice o
attack for bone blades +1 automatic success for Potence,
+ 3 defense dice for flesherafred armor) to confront six of
Kaethe's elite ghoul knights (initiative rating 6, 3 dice each,
18 total, +2 attack dice for broadswords, +3 defense dice
tor Class Four armor), two of which are mounted on large
horses (+4 dice). They've regrouped in the courtyard to
repel him. The knights and Lodok act at the same time,
but as they advance, Lodok retreats behind his bodyguards
for his first action. The szlachta defend themselves, which
allows them to act out of initiative order. The knights attack
with 24 dice and 1 automatic success, scoring 11 successes;
the szlachta defend with 15 dice and hit 7 successes, so the
knights inflict 4 damage, killing one szlachia.

Lodok runs into the fray, flesherafting his enemies into
broken obscenities for his first action. The Storyteller adjudi-
cates this by allowing him to add his four Vicissitude dots to
his 8 Strength + Body Crafts dice. His 8 successes dispatch
two knights and a horse, leaving four survivors (12 dice),
one of which is mounted (+2 dice). Their counterattack
targets Lodok, against whom they can now marshal 16 dice
+ 1 Potence automatic success. They score 9successes. Lodok
defends with his Dexterity + Athletics pool of 7 dice and




scores 4 successes, so the attack inflicts five lethal damage
as one or two sword blows cut deep. Lodok soaks two levels,
suffering three lethal damage.

The knights have run out of actions, but Lodok’s Dex-
terity permits two more. He steps in front of the knight's
horse and uses Whispers of the Wild; it throws its rider off.
He splits his final action to mount the horse and massacre
more knights with his morning star. His Dexterity + Melee
dice pool is 7, but it drops to 6 because his Ride Skill is only
2 dots. Fortunately, the weapon's damage adds three dice for
a total pool of 9. Rendered cooperative by Animalism, the
horse permits him to mount and no roll is required, but the
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second roll loses 2 dice and suffers + 2 difficulty, though it
regains 2 dice now that Lodok rides. Lodok scores 6 successes
and kills two more knights.

The three remaining szlachta (9 dice, +3 for weapons,
+ 1 Potence automatic success) move in for the kill. They
score a total of 7 successes, killing the last two knights.

As Lodok wheels his horse around, he sees a one-eyed
woman throw off her stolen tabard and kick her companion,
the Dominated soldier, away. Kaethe raises her sword and
glares in a silent challenge. After an hour of bloody bartle,
the long turns are done, as the commanders engage in direct
combat,







THE HOLIEST
OF THINGS

“For the life of the flesh is m the blood, and 1 have given it to
vou on the altar to make atonement for your souls; for it is the
blood by reasom of the life that makes atonement.”

—Leviticus, 17:11
G od cast Caine into ashes and darkness, with the blood of

J the first murder still on him. The kin slayer was damned
to wander the earth forever alone — a parasite leeching off
the lite of others. He remained selhsh and arrogant, though,
and sought to rebuke God's curse and alleviare his loneli-
ness. God's will cannot be so easily averted; all the father
of murder did was drag others down with him.

Caine's spawn leave a trail of blood behind them. The
sins of their father are visited upon them in full, and they
exist in a pseudo-life of darkness and murder. Some remain
hopeful though, even in the face of their own Beasts, and
longingly turn their eves to the light that burns them. These
vampires believe they are not hell-bound souls: They are
vengeful warriors of God working their way to redemption.
T!]Ii." f-:_'l'i.t].'lf-ltl coOme Tl]:_:ﬂ[l'lli.’l' {-T'Lfl'l'.l.'.l il!l.] 'i.,'Il..’I“'ll'I'I'iI'Ii-Iti[]'ﬂ,"':., ST
with barely a dehned idea of the greater power that drives
them, to seek purpose and an outlet for their pain.
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TRUE FAITH

True Faith means believing in something that cannot
be measured and cannot be seen. It means believing in
something bigeer and brighter than a single person or life.
True Faith rebels against the darkness and — sometimes only
instinctively — seeks out the light. It precludes knowledge
— true faith is by definition blind. Nor is it bound by religion:
Many Cainites outside religion have faith, whilst others who
claim religion have none.

TrUE FairH IN PLAY

Druidism, Christianity, Hinduism — even belief in “the
power of love” — are all eligible as expressions of True Faith,
and the Storyteller should work to keep the game mechanic
free of his or her own beliefs. Nor should anyone at the table
dictate how belief is !:!'{],':ll'l.‘:-;!-':{."l.,]: Stlpph{;ul:i{m, celebration, and
ownership are all valid ways to express True Faith. True Faith
comes in as many shapes and forms, as do the Cainites that
stalk your story.

*  Does it make for a compelling story!

* Does the character believe in something bigger than
herself! (Though believing herself to be a part of this
still counts.)

* [Isthecharacter’s faith tested! (True Faith never comes
easy, or cheap.)

THE HOLIEST OF THINGS



FALLING FROM GRACE

Q' hile losing faith makes for an intense storyline,
losing access to a mechanical benefit can be
disappointing. The Storyteller should consider reim-
bursing the points invested in True Faith. This needn't
be done in experience points or freebie points. Did the

character make new allies, find artifacts, or experiment
with Disciplines in the same storyline that led to her

fall? If so, consider switching her True Faith dots with

mechanical benefits of similar value.

*  Does her faith stand against the forces of darkness!

Example: Niman, Follower of Set

Destanny plays Niman, a Follower of Set. She wants
Miman to have True Faith in Set, whom he believes to be
a god rebelling against the oppressor Ra. Niman has never
met Set (faith precludes knowledge), and Niman genuinely
believes Set to be the good guy in the bartle against Ra (True
Faith resists evil). Destanny’s Storyteller can definitely work
with this, so he approves the trait.

The situation changes if Niman ever meets Set. Now
he knows Set exists — the Ancient’s existence has moved
from faith to knowledge. But does that automatically mean
Niman can no longer have faith in Set as a god? This is a
test of faith, and it makes the story all the more interesting.
Does Niman retain his faith, blind to the fact that Set is an
Antediluvian rather than a god? Or does knowledge seep
in and erode his faith? Both are valid answers as Destanny
and her Storvteller craft the story of Niman.

ASPECTS OF FAITH

True Faith channeled through mortals (and even the
dead) is a living, flexible thing. Objects and places imbued
with True Faith aren't as flexible though. Aspects of Faith is
an optional rule for chronicles invested in examining True
Faith, and it works pretty simply. The Storyteller assigns
one aspect to every dot of True Faith a relic or holy place
possesses. T hese are simple concepts that derive from the
actions and purposes of the creator, such as love, freedom,
or bravery.

The objectorlocation is strengthened by acts that fit those
aspects (subtracting =1 difficulty per matching aspect from
True Faith rolls), whereas acts that go against the purpose
of the object or location diminish it (adding + 1 difhiculty
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per matching attribute to True Faith rolls). Lastly, the True
Faith rating of an item wielded against its purpose is not
added to the character’s own True Faith.

Example: Maryanna, a vampire hunter with no True
Faith of her own, comes into possession of a knife imbued
by a woman who fought to protect the family she loved.
The blade has a True Faith rating of one dot, allowing it to
rebuke vampires by having Maryanna's player roll one die
(the knife’s rating) against the Cainite’s current Willpower.
Maryanna wields the knife against Rasmus, a Malkavian
with six current Willpower dots; Maryanna hates him with
a passion. Rather than roll against dithculty 6, Maryanna's
player must roll against 7 — her hatred doesn't work well
with the blade’s defining attribute of love. Later in the game,
Rasmus threatens Maryanna’s husband; now she acts out
of love for her husband, rather than blind hatred for the

Cainite. In this encounter, ]"n."l:’iﬁ'ﬂllﬂ':l may attempt 1o use
the blade's True Faith at a difhculey of 5.

An object or location loses some of its potency if it's
consistently used against its nature. An item loses a dot of
its rating for every year of misuse. Locations work the same,
but their power is less easily corroded: Subtract one dot for
every 10 years. These dots are not permanently lost, and
slowly return (at the same rate as their inidal loss) if the
item is wielded in accordance with its attributes again. The
Storyteller may also roll the item's (dormant) dots against
a difficuley of 8 to subtract or reinstate a dot immediacely
after a particularly heroic or heinous act. Items and locations
that have no actve dots left also lose the benefits of their
miracles (though even a single active dot means the miracle
still works — creating a powerful incentive for characters
to continue using the item even if their own actions slowly
erode the artifact).

Example: Maryanna has lost her husband to Rasmus
half a year ago, and the blade's power has dulled in light of
her abiding hatred. The hunter is pregnant, but even that
cannot rekindle her spark. The Cainite comes again on the
night that Maryanna gives birth, seeking to take this last
family member from his victim too. As she holds the wailing
babe though, Maryanna realizes that she loves this little
pink thing and she'll defend it with her life. Picking up the
now useless blade, Maryanna confronts the vampire. The
Storyteller rolls the blade’s dormant True Faith rating against
a difficulty of 8, and comes up with a success (or maybe he
fudges the dice roll to make for a good story) — looks like
Maryanna isn't as easy prey as Rasmus thought.

Hory ARTIFACTS

The following are example artifacts, with their
attendant miracles.
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THE FINGER BONE OF SOFIA *

Even as a young child, Sofa saw things other people
couldn't. Men in wolt skin, creatures with cloven hooves,
monsters who lusted for blood: All were revealed to Soha. As
Soha grew older, her face lined with the perpetual fear she felt,
a demon began to visit her nightly. It lurked at the foot of her
bed and whispered foul blasphemies that it wished to visitupon
Soha. Her only comforts were the visits from an angel who
likewise visited during the dark hours, standing at the head
of the bed and educating Sofia in the demon’s weaknesses.

Soha never realized that both demon and angel were the
same vampire who was slowly falling to the Beast, and had
latched on to Soha as anchor for his Humanity. When the
creature finally lost its battle and attacked the now elderly
woman, Sofia was ready: She destroyed it with fire and silver,
even as the raging inferno consumed her too.

Miracle: Placing Sofia’s finger bone under vour pillow (or
in your coffin) as you sleep grants knowledge of one weakness
of your enemy. This enemy must be on a Road other than
Humanity or Heaven, or have a rating of less than six dors
in the aforementioned.

Aspects: Seeking the truth in all things

Rating: To know your enemy’s failings is invaluable in
the Jyhad, but it's also something that can be done through
careful spying or use of Auspex. As such, the inger bone is
a handy shortcut but no more than that.

TuE WBTER OF MERIBA **

The water of Meriba provided salvation to the parched
Hebrews out of Egypt, but damnation for Mozes himself.
Mozes® hubris corrupted the miracle of Meriba in the eyes of
the mortal church, but a brisk trade for it still exists amongst
Cainites. Mozes, after all, is akin to Caine: cursed by God
to never find his way home, even if Mozes was allowed the
mercy of death. Most of the borttles of “Meriba water” are
fake, but ever so rarely a true droplet of Meriba finds its
way to the market.

Miracle: The water of Meriba quenches all thirst, even
that of Cainites. The water provides no actual sustenance,
but the Cainite no longer feels hunger for purposes of
determining Frenzy. The water and its benefits vanishes
from the Cainite’s system when she next rises.

Aspects: Providing for Others, Selt-Sacrifice

Rating: This miracle provides relief, but it is not
permanent. Nor can the item be used again.

THE HAND oF NIKOLAS ***

Nikolas was a Nosferatu who, despite suffering both in
life and afrer, never lost faith in the kindness of people. His
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inner peace was such that he inspired other Cainites to seek
harmony too, and a small sect formed around the humble
Cainite. Nikolas preached to his kin about the calm of the
world for 33 years, until a Cainite inquisitor caught up
with him. The inquisitor found Nikolas guilty of heresy and
swiftly condemned him to death. The preacher’s hands and
feet were cut off, his eves and tongue removed, and he was
burned to death. Unbeknownst to the inquisitor though,
the faithful followers of Nikolas made off with his hands
(though they have since lost one), and continue to gather
around the remains.

Miracle: Placing the hand of Nikolas on a Cainite’s
torechead automatically lets her pass the next Frenzy or
Rétschreck roll.

Aspects: Humility, Immolation, Providing Comfort

Rating: Automatically keeping the Beast at bay is
powerful, even if the Hand does nothing to abate the threat
that provoked it.

THE CRULOF Jos ®*°*

Jos was born with a caul — a sign that he would be lucky
in life. His mother carefully dried the skin and sewed it into
a small bag for Jos to carry. And indeed, Jos had uncommonly
good tortune. He always found someone to employ him for
odds and ends, or even to share food and lodgings for free,
despite Jos being inept and lazy. He never contracted a disease
from the myriad of lovers he had. No constable ever caught
Jos, even if what little money he had came from thieving.
When a tamished vampire attacked Jos on the road, a local
priest found him and nursed him back to health against all
odds. Even after Jos took up arms against the monsters that
stalked the night, he survived all conflicts — except the last,
as even luck only goes so far.

A local witch hunter, familiar with the tale of Jos, dug
up his corpse to steal the caul. She did rebury the body so it
could rest in peace — perhaps a last sign that luck remained
with Jos even in the grave.

Aspects: Parental Love (it was Jos' mother who “created”
the artifact to begin with), Kindness to Strangers (an aspect
granted by the priest who saved Jos), Revenge, Wandering
Feet

Miracle: Carrying the caul grants the player to reroll all
failed dice on one roll. This only works once per character
though, and the caul cannot be passed on willingly — it
must be stolen from its owner to work again.

Rating: This item can effectively forestall final death,

if the wearer isn't tempted to use it earlier. That chance of
temptation, and not being able to use it more than once
(or passing it on to an ally) brings the rating down a little.

THE HOLUEST OF THINGS
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THE MERCYOFRA ***°**

Amarma, city of heretic-king Akhenaton, is home to
many shrines. This one, sitting amidst piles of ash and
bone, commands a special place in the hearts of Cainirtes.
A vampire may come here at sunset and bring offerings of
gold, incense, and blood to Ra. If the offer pleases the god,
Ra grants the Cainite safety during a single sunrise.

The Followers of Ser have a deep and abiding resentment

towards the shrine, which they feel otters the talse hope of

salvation — only Set, they believe, can bring peace to a
vampire by encouraging him to accept his true nature, They
don't stop pilgrims to the shrine though, confident they'll
never come back and thart their stories will discourage others.
The Setites are only partially right. The shrine's reputation is
indeed so fearsome that most Cainites never risk it. Of those
that do though, a scarce few actually return — and their
stories offer more hope than the failures could ever repel.

Aspects: Hope, Leap of Faith, Loneliness, Nobility,
Supplication

Miracle: The player rolls his character’s Courage against
a difficulty of 7 to see if the character has enough faith in
Ra, as it is faith rather than offerings that pleases the god.

FAITH
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The character may take precautions in case of failure (i.e.
constructing a shelter, or standing ready to use Earth Meld),
but this increases the dithculey by + 1. If the character takes
no precautions, and truly gambles his life on Ra's mercy, the
storyteller should consider awarding the characrer a dot of

True Faith.

Rating: To see a sunrise doesn't offer practical benefits,
but it does go directly against God’s curse. Miracles don't
come bigger than that. The potential of gaining True Faith
for free is also very nice.

BisLicAl, NECROMANCY

While other Cainites draw upon the foul energy of their
graves, the true believers claim that they are doing God's
work instead. Their brand of necromancy isn't a blasphemy,
but a miracle. The Rosselini lineage is an excellent example
{':If- l'll:'lll..'ﬂi.: :"_I.."r'lll.ﬁl.lf": ':lil'll..] !'.-'E“-*[.!I..'Ill'."ii.l;]"!l':lil \’El"]pifi:ﬁ, .If'.l'llt T]:'I:L“!I.' are
not alone in claiming their necromantic prowess is sanctified

by God.

These rituals only work if the Cainite holds the appropriate
faith, though a player may adapt the ritual to another
denomination at Storyteller’s discretion.




PurL. oF THE GRAVE *

Islam teaches that death is the end of physical life. The
soul of the dead will be called on Judgment Day, but his
corpse must remain in his grave until then.

The necromancer says a prayer to Allah, in which she
rebukes the restless dead's existence. A ghost targeted by
this spell must make a Corpus roll ar diffhculty 8, or return
to his nearest Fetter for the night. A Cainite victim must
make a Courage roll at difhiculty 8 to rise next night, though
he may reroll every two hours.

CrarioN CAILL TOTHE [oYAL *°

The angels will sound their trumpets at the end of
days, and the righteous dead will rise to fight the enemies
of Christ. While the necromancer is no angel, she can
nevertheless trick the dead to come to her side. She must
fashion a trumpet out of bronze, and blow a single low note
to summon a dead warrior to her side. The warrior may
be given a specific target (the Necromancer must provide
a name or accurate description), or a more general task
(“stay at my side and detend me”). The ghost is shaped
by the Necromancer’s will, and needs no powers of its
own to Materialize. The warrior leaves after its first task
is completed, or when the sun next crosses the horizon —
whichever comes first.

THE BLESSING OF VALHAILLA ***

Cainites war with their Beasts nightly, never knowing
peace or solace. This ritual brings the dammed to Odin's
table and grants them a taste of the quiet that has long
been denied them.

Tl'll: necromancer “'ritl.'."!'i- T].'Iﬂ TRATING {:Il- I.'I.l...‘r til'!'ﬁl.."l' 'i:'['l
Norse runes, and then wraps the writing in soft fur.
Her target automatically passes all Frenzy rolls (but not
Rétschreck) for the remainder of the evening. The rarget
also seeks to avoid combat of any kind though, and takes
a +2 difficulty on combat rolls if his hand is forced in
self-defense. Peace in Valhalla is short-lasting though,
as the warriors find themselves on the bartlefield every
morning, and the Cainite suffers a +1 difficulty on all
Frenzy rolls next night.

The target can resist the eftects of this ritual by exceeding
the Necromancer's successes in a Selt-Control/Instinct roll at
difficulty 7. This is an all or nothing proposition — he cannot
cherry pick which aspects of the ritual to discard. Many a
necromancer has softened her opponents by persuading them
to accept the inner peace this ritual brings, while failing to
mention the imposed dithculty in combat or to resisting
Frenzy the next night.

,.‘Iﬁ‘.i‘-._
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[ IRE OF ELySIUM ****

Those foolhardy enough to dance with the fae are granted
great insights, but this comes ar a cost. Stories abound about
mortals who slept for thousands of years — and vampires are
no more immune to the lure of the little people.

The necromancer places a single speck of silver on
her rarget to attracet the fae. Her target must succeed at
a Willpower roll ar ditheulry 7 next night, resisted by the
successes the necromancer rolled. If her target loses the roll,
he finds it impossible to rise, short of immediate danger to
his unlife. Instead he remains in his coffin dreaming of the
fae and their wild revelry. When he finally wakes the night
after, his player may opt to roll Conscience/Conviction at
difhiculty 8 to remember shards of the dream. These shards
hold clues — albeit cryptic — to a situation (present, past,
or future) relevant to the rarget.

WEIGHING OF THE HERRT ****

Before passing into the Underworld, the dead must submit
to the judgment of Ma'at. The goddess weighs his heart
and, if heavier than a single feather, feeds it to the monster
Ammut. Cainites might have escaped the Underworld, but
they cannot escape Ma'at — or Ammut.

The necromancer takes an animal heart and soaks it in
oil imbued with her enemy’s body (blood, Aingernails, hair,
or bones and ashes in the case of ghosts all work). She then
eats the heart while cursing her enemy’s name. A Cainite
target suffers ageravated damage equal to the necromancer’s
successes, negated by his own successes on a Path roll at
difficulty 8. A ghostly target suffers the same, but rolls the
total dots of his Fetters to negate the damage.

The necromancer must wait seven days before casting
this ritual on the same target again.

RESTORATION OF STYX ***°**

Necromancy is a foul tool that corrupts everything it
touches with darkness from beyond the grave. In the hands of
the righteous though, it can soothe those who have one toot
across the river of death: vampires, ghosts, and mummies.

The necromancer uses one blood point's worth of her
own blood ro anoint her target with symbols of healing. She
then rolls her Necromancy as usual, and heals her target’s
wounds, up to a number of bashing and lethal health levels
equal to her successes. Alternatively, she may spend an extra
Willpower to heal him of half her successes (rounded up) in
aggravated health levels instead.

The Necromancer cannot use this ritual on herself.

THE HOLUEST OF THINGS
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Aznrus RISES ****° ¢

Variations of this ritual are known under many names:
Lazarus Rises, Hades Rejects, and Ma'at Is Blinded are the
most common ones. The necromancer tattoos a Cainite
target with tiny symbols denoting her faith, while lining a
room with the same script. When the target would suffer
Final Death, he instead disappears in a cloud of ashes and
reappears — albeit in torpor — in the prepared room. The
rules of torpor then apply to him normally, and clever vampires
make sure to have a devoted servant guard the room in case
it's ever needed. This ritual has a duration of a year and a
day, regardless of whether it’s invoked or not, and may only
be cast on the target once during that time. For example, the
necromancer can re-cast if her target goes without incident
for a year and two days. It the ritual is invoked a week in,
though, he must wait the full remaining year and a day before
the necromancer may extend her protection to him again.

While it's not prerequisite, most necromancers only cast
this ritual on those who share their faith: Scribbling symbols
of Hades on a Cainite who worships Allah is bound to bring
the wrong kind of divine attention.

THE W ARRIORS OF DAZBOG

In ancient times, when Caine still wandered the lands
of Nod alone, a great serpent of roiling darkness fell from
the skies. The hateful creature burrowed under the earth
as the sun slashed and burnt its flesh, but escape did not
come s0 easily. The sun bestowed a single ray of divine light
on Svarog, god of smithing and celestial fire. Svarog then
created DaZbog: warrior-god of the sun, and enemy of all
that is unholy.

Dazbog tracked the serpent to the land of the Slavs, and
their battle was terrible to behold. The creature was wily and
merciless, using the earth itself as shield against the warrior's
blows. Mortals died by the thousands until Dazbog could
stand to sacrifice the innocents no more. He bound the
serpent to the land — turning the creature’s shield against
it, and containing the evil to a single place.

Dazbog then tore his fury away from his entrapped foe,
and turned his gaze to the rest of the earth. Darkness was
all around him: Demons walked in human flesh, and blood-
leeches masqueraded as people. DaZbog knew the hordes
were too numerous for him alone and he despaired. A mortal
warrior approached the god as he sat weeping, and she
chided DaZbog when he explained the cause of his despair.
The purpose of battle wasn't always to win, she told him,
but rather to keep fighting. Doing nothing meant surrender
and that, she argued, was the only battle truly lost. Dazbog,
heartened by her words, rose again; and from then on the
god and the mortal fought the darkness together.
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Dazbog's savior and compatriot died aecons ago, but
warriors still flock to their banner in an amalgam of religious
men and hunters. DaZbog remains their patron to this night.

Appearance: The warriors are a hardy stock and even
their priests know how to wield weapons. They are well-
muscled, though some favor speed and agility over strength.
The warriors come in all shapes and colors, but their positions
of leadership still tavor a Slavic heritage.

Organization: The warriors of DaZbog observe a strict
hierarchy from new recruits to the Champion of DaZbog.
Behind the Champion stands the Mouth of DaZbog, who
interprets the will of the god and keeps the warriors’ ledgers.
With the Champion on the front lines and the Mouth
shielded in shadows, the warriors have managed to survive
for nearly six centuries.

The warriors go where the hght takes them, and their
operational cells are scattered throughout Europe, the
Middle East, and the coast of Africa (though they have not
made many inroads on that continent). Cells range in size
from a few dozen, to a single master and apprentice. The
warriors have maintained a strong presence in Kiev since
the secret sponsorship of Prince Vladimir the Grear, and
this is where their greatest cell resides. The warriors struggle
to get a decent foothold in Romania, as the Tzimisce keep
pushing them out.

Recruitment: The warriors prefer to recruit young, often
dipping into the families of past and present warriors. They
rarely find veteran hunters that meet their standards, given
[I'!':'i[ f].'IL' wﬂrrinr:-; are a rc'igi{mﬁ ['}TLII.!'I as I'I'I:l]l:l'.l. a5 a J!-__|"".l'l"!ll.i|E':l
of hunters. They do ally with other faiths though, and see
particular parallels between Dafbog (whose name means
“Gift from god™) and the Carpenter’s Son sent to redeem
humanity. Assuch, they're eager tomake pacts with Christian
hunters— even if that sentiment is not always reciprocated.

Advantages: Warriors are trained from the rime they can
walk, and they're highly effective against their ancient foes.
They receive a =2 difficulty on combat rolls involving stakes
or decapitation attempts. The Mouth of Dabog further
surrounds herself with a small group of priests who all possess
True Faith. Each priest can channel the divinity of DaZbog
to summon fire for a number of turns equal to her True Faith
rating. This holy fire triggers a Rotschrek test at difhiculty 9 for
vampires regardless of its size, and does damage as fire would.

Weaknesses: The warriors have an ancient feud with the
servants of Kupala, including Clan Tzimisce. By DaZbog's
command they pursue their enemies relentlessly — even
when it's unwise. When presented with the opportunity to
hunt a Tzimisce, the warrior must do so. Merely considering
that it might be a trap requires a Self-Control/Instinct roll
at difficulty 7 — otherwise the warrior rushes in headlong.
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STEREOTYPES

Cainites: Parasites feasting on the souls of men. Kill them
when day comes and they are weak.

Demons: Born from the Darkness before time, they are
anathema to our Lord.

Cappadocians: We see you, hiding in your monasteries.
Stay put so we can fiind you.

Tzimisce: Foulest of all! Kill them, kill them now!

Kupala: This. Is. Not. Over.

Tue Farmarar, oF NIKOLAS

Spanish Nikolas was born a street-rat and seller of snake
oil, but he changed after his Embrace. Brought low by the
twin curses of being a vampire and Nosteratu, Nikolas found
a peace that he never had in life — nothing more could
go wrong, he felt, so surely his struggles must be over now.
Nikolas was content to simply eke out an existence amongst
his Clan, staying out of trouble and somewhat merrily going
his own way. [t didn't take long before the “merry Nosferatu”
began to attract on audience and, later, a hesitant following.
If Nikolas was taken aback by the small group suddenly
gathering around him, he never showed it. Instead he used
his natural charm to preach a message of kindness and
forgiveness — both to oneself and o others — thart steadily
drew more and more followers.

Nikolas built his humble but loyal cult for nearly three
decades, until he finally gained the attention of Ambrosio
Luis Mﬂr‘ugﬂdn. ]"n.f'le{;m'];‘i was also a Cainite of faith, but
he believed in a stern God that was wholly at odds with
Nikolas' message of salvation though forgiveness. Unwilling
to contemplate that God might have more than one face
— or worse, that he himself might be wrong — Mongada
manipulated an inquisitor to investigate Nikolas. Nikolas
was dead less than three vears later — and his torture had
lasted longer than the investigation itself.

Mongcada, relentless in his zealotry, had failed ro grasp
the full effect of his actions though. The inquisitor’s
condemnation not only called more attention to Nikolas, it
also made him a martyr. The numbers of Nikolas' followers
continue to gather and grow to this night. They center their
faith around the cut-off hand of their messiah, which is as
perfectly putrid as when Nikolas still walked the night —a
sign, they say, that his path was right and true. They share
stories about the atrocities their Beasts make them commit,
and how they plan to atone for them. They tell each other
that salvation can be found, if they just get up every night
and aim for it. They're an odd mix of religion, self-help, and
a fair part delusion, but it works for them — so far.
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Organization: The followers of Nikolas gather in secret
lest they attract another inquisitor. They huddle in caverns
and hovels, far from the halls of their Cainite leaders. Every
gathering is led by a preacher and an acolyte, and in a bout
of misogyny the former may never be a woman (though the
acolyte may). Their greatest stronghold lies in Amanun
Portus, which will later become the city of Bilbao in Basque
Country. This is also where they keep the relic of Nikolas'
right hand.

Clans: The followers of Nikolas welcome everyone,
but their need to remain secret and avoid clashes with
the Cainite establishment sees them draw from Low Clans
more than High. Nosferatu, not surprisingly, are especially
prolific amongst them. Of the High Clans, the Toreador find
themselves most drawn to Nikolas' message of kindness.

FacTions

Guardians of the Hand: As the name implies, the
guardians remain with the hand of Nikolas at all times. They
number five in total — never more, never less — and their
skills range from combat, to stealth, to medicine to properly
preserve the hand. The guardians wield a position of power
amongst the faithful, as the hand is literally the last piece of
Nikolas to survive. A guardian named Biorna claims that
Nikolas speaks to her through the hand. It's unclear if this
is is true, a delusion, or a ploy to gain more power, but the
attention Biorna gets is quickly sowing discontent amongst
the other guardians.

Faithful of the Bishop: Worship of Nikolas is spreading
quickly and his followers are becoming increasingly like achurch.
Sanchez, a Nosferatu claiming to be Nikolas' lover and childe,
leads this change from grassroots to top-down hierarchy. While
Sanchez’ relation to Nikolas has not been verified, his natural
charisma draws scores of followers and he has begun to style
himself Bishop—aless-than-veiled attempt atdrawing parallels
between himself and the Bishop of Rome. Sanchez’ tenets are
quickly drawing faithful of the High Clans, who see this as a
supreme opportunity to mix religion and power.

Friends of Delena: Delena, a High-Generation Tore-
ador, has found herself unwittingly cast against Sanchez. A
firm believer in equality, Delena rails against the increasing
centralization of power in Amanun Portus. She argues that
Nikolas traveled everywhere, spoke with everyone, and never
made distinctions between Cainites. His faithful should do
the same, and take their cues trom the people who need them
rather than some self-styled Bishop. Delena has attracted a
small and loyal following, but her outreach is limited by her
gender as Nikolas himself once likened women to “roses”
tended by male “gardeners” — implying that men do while
women receive.
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Spies of Mongada: The followers of Nikolas never dis-
covered who set the inquisitor on them, and Mongada isn't
even on their radar. The reverse is unfortunately not true.
Moncada knows thar Nikolas' cult survived his death, and
keeps track of them to this night. The Lasombra, perhaps
faintly aware that his previous intervention elevated his
foe to martyrdom, remains uncharacreristically hands-off
for now. Thart will surely change if the followers of Nikolas
should threaten Mongada's supremacy on the Iberian pen-
insula though.

COMBINATION DISCIPLINES

Blood Apocrypha and Guardian Vigil (see V20 Dark

Ages, p. 314-315) are both popular with the followers of
Nikolas, as is the more straightforward power of Mask Of A

Thousand Faces. They have alsodeveloped a few combination
Di:-;cip!im::-; unique to their cult.

Nixolas BILESSING

Dominate 1, Presence 1

While Nikolas® faithful are overwhelmingly just thar
— true faithful — every religious group draws charlatans.
This devotion mimics the calming effect of Nikolas’ hand,
allowing acolytes to reach a larger audience with fake hands
(and maybe gain a few extra donations). The effects aren't
as potent as the real thing, bur few could rell the difference
unless they're seen side-by-side.

System: The acolyte makes eye contact with her targer,
drawing him into her own projected serenity. The acolyte's
player then rolls Charisma + Empathy versus a diffhiculty of
the target’s current Willpower. If she's successful, the target
gains a =2 difhculty on Frenzy rolls as long as he remains
with her.

Experience Cost: 7

MESSENGER S VOICE

Animalism 3, Presence 3

Nikolas' followers are healers and preachers. They seek
to spread comfort and solace, while simultaneously pushing
loyalty to their cult. This particular devotion was developed
by Sanchez, and remains largely confined to his circle as
Delena believes Cainites should accept Nikolas' teachings
of their own volition.

System: The preacher spends a blood point; the preacher’s
player rolls Manipulation + Intimidation versus a difficulty
of her target’s current Willpower. If she's successful, the
target incorporates her teachings as if they were his own.
What's more, he instinctively defers to the preacher on
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all matters concerning his new “faith.” This lasts untl the
target has accumulated successes on a nightly Willpower roll
(dithculty 7) equal to the preacher’s Conscience/Conviction.
Afterwards, they realize they've been had.

Experience Cost: 11

THE UNHOLIEST
OF THINGS

['ve vet to encounter a prosaic “unholy” imdividual, place,

object, or ritual. “Holiness” though? By all the gods, there's no
greater array of tedium on display than those things described
as “holy.”

— Annagziv, Baali Seeker of Sensation

Cainites are hypocrites and liars. This has been said
many times before, but the statement is particularly
true in the case of what vampires deem unholy. By their
nature, Cainites are unholy creatures. Damned by God,
and prevented from genuinely fathering children, finding
love, and building a life of creation and virtue; Caine is
the measure of unholiness. Theretore, vampires appraising
any of their peers, powers, or acts as “holy,” are preaching
a falsehood. Vampires condemning others as “unholy” are
irrefutably charlarans.

Perhaps — some Cainites suppose — there’s a scale of
unholiness. Vampires on the Road of Heaven undeniably
attempt an existence possessed of greater virtue than
those on the Road of Sin. Practitioners of blood magic
may dabble with power, and even inflict terrible wounds
on unwilling victims, but the study of Dark Thaumaturgy,
Daimonion, and demon-invoking rituals is a deeper plunge
INto niquity.

As vampires age, they lose touch with what it is o be
moral — from a human sensibility. Even as ancient Cainites
recognize the lure of unstoppable power the unholy provides,
they know the cost is one of irreparable damage to their
souls, if such things exist. Vampires tentatively dabble in the
unholy, attempting to avoid the inevitable fall to damnation
that comes with full immersion in the infernal. Many think
they're wilier than the demons with which they consort, or
protected through use of their undead gifts from a dark fate
bevond their control.

This schizoid artitude — understanding the dire risk and
taking it anyway — leads to vampires of all lines succumbing
to absolute unholiness. Some reap the rewards. More find
their souls burning for eternity.
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[ know the entities to whom [ pray are real, and they give me
everything [ want.

Sultan Ameirin, Brujah infernalist of Ankara

Demonic entities know better than to appear as homed
devils bearing cloven hooves and weapons L]rippin_u In
black ichor. Many bear the appearance of a friend, lover, or
confidante. Among the most powerful, some masquerade as
deities. It's nosmall wonder vampires — hopeless, perpetually
nocturnal beings who persist on the blood of the living —
may, in desperation, turn to a sympathetic ear for counsel,
;_El]itli'l'[“.'!.!., i"l!'ll..l 'I'.'['l'l'!'l].':':;ll'.liiflﬂ':il:'lip- :';I:H'I'Il.’ CVET "l.'.'l.'l'l'!"-i'l.'i.l'.l t]'ll..‘ﬁl.’
entities, who ask tor little, and ostensibly ofter everything a
supplicant may require.

Demons are beings of many shades, yet all are unholy.
They all want something, even if their desire is not apparent.
A demon may spend years in relationship with a Cainite
before revealing the thing tor which it yearns. By this point,
the parasitic entity will already be embedded in the vampire's
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existence, having removed all obstacles to achieving its aim.
[t will coerce the vampire into shucking trusted ties, compel
its victim into souring healthy relationships, and position its
prey into the ideal weakened state: resolve shatrered, and
wholly dependent on the demon.

Vampires make surprisingly easy prey. Their mythology
'L":'irlli'l'l.lf."i-l._'?'i [hl.:i'l.' :;!b:;!l'l.l.!-l.'l]'l.'['l'll."l“ I"".' ::._;IZ,'I'L‘. ‘I.I.'Il." F‘I.fl]]_l'l"'l.'n-'l._"l.'."i lflj'-
Set scoft at such nonsense, and other Cainites outside the
Abrahamic sphere curl their collective lip ar such self-
agerandizement. “Abandoned by God?” they say, “What makes
you so important that any god may take a persomal intervest inyour
fate?” Yet, even among those not raised beneath a Judeo-
Christian banner, a hollow feeling persists. If the holy has
forsaken them, and the unholy offers alliance, love, and even
a little respect — why not embrace worship of the unholy!

Some vampires worship entities regarded as demonic fora
sense of meaning — to fill that hollow cavity in their chests
':'I'['!-LI 50 Ll].ﬁ — ITlH l“l'l.li:rh- L]U i[ ]:"'L"'I_‘illl.HL" []:'IL"'!r"'I'L' l..].L‘t-L" Ft'l'l.il'l.L‘LI Lo
gain something from this eternal purgatory. The quick route
to power may be beset by hazards and threats of hellfire, but
at least there's a reward if they manage it.

THE UNHOLIEST OF THINGS
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BraspHEMOUS PAcT
(6 PT. SUPERNATURAL MERIT)

In your recent past or long ago, you knowingly made a
pact with a being of unadulterated wickedness. Whether the
being was a demon of immense power, a reaper wishing to
claim your soul, or some greater monster seeking knowledge
in exchange for its foul blessing, your pact resulted in your
receipt of a gift. This gift allows you to stave off the Curse
of Caine, to a degree. Perhaps your gift allows you the ability
to walk in daytime whilst under cover. Maybe vou can eat
uncooked meat, still running with blood. The gift may allow
you to breed. The dark nature of the pact means all this
comes at a price. The entity with whom you consort will
one night take everything you own, and bring it to ruin. It
will destroy all relationships, any reputation, and any good
you may achieve. It will claim your soul, and likely the
souls of those close to you. Speak to the Storyreller abour
the nature of your gift. The Storyteller will decide on the
price you must pay.

DEMONIC PBTRON (5 PT.
SUPERNATURAL MERIT)

Your actions drew the attention of a demonic entity.
Maybe you deliberately sought it as a means ro gain power,
or perhaps it wheedled its way into your existence and now
won't let go. The enrity became a patron of yours, offering
guidance when sought and assistance against your foes. One
night it will turn on you and demand something. You will
be unable to refuse its request. Until that time, your patron
counts as three dots in Mentor and two dots in Allies.

PROFANE TRAPPINGS
(4 PT. SUPERNATURAL MERIT)

You befoul everything you touch. Whether through intent
orunfortunate happenstance, your Domain, Retainers, Herd,
and trappings are all tainted with the unholy, While this
pollutes your surroundings with a constant aura of nausea
and unease, it does make any infernal acts easier to perform
in their presence. By raking this Merit, any Disciplines you
use are considered infernal; at the Storyteller's discretion,
using your Disciplines on land you hold, on servants in your
employ, or with objects you possess, reduces the difficulty
of the roll by -2.

(INHOLY STAIN
(3 PT. SUPERNATURAL FLAW)

Your soul is stained with sacrilege. Some are born or
Embraced this way; more earn the stain through wicked
oaths and foul deeds. When interacting with any mortal, your
Social dithculties increase by one, as people feel unnaturally
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ill at ease in your presence. Additionally, people of faith feel
compelled to hostility when in your proximity. Their initial
stance towards you is always ageressive, and it takes little
to provoke them to violence. Mortals with True Faith will
recognize you on sight, and often atrack.

DBRK THEUMBTURGY

No sacrifice is meaningless. Each one serves your master’s
purpose. Ultimately, youwill be left alone. Withnothing left to give,
you will fmally become his flawless, unguestioning tool. [ beg you
to comsider carvefully your destinatiom before taking further steps.

— Ankhesenaten, Follower of Set and execrator of the Lisbon
mfernalists

The study of blood magic is by no means a pure act. The
sorcerer caste of Clan Assamite, the Witches of Echidna
descended from the Followers of Set, and even the nascent
Tremere understand the scholarly pursuit of dominion over
life, the rules set down by God or gods, and basic manipulation
of the blood are all impure. Many sateguards must be upheld
to prevent the practitioners’ descent into spiritual decay.

Those studying Dark Thaumaturgy suffer no such
compunction. Assamites murmur of a time when Dark
Thaumarturgy was the province only of one of their eldest —a
great beast named Ur-Shulgi, who fell torpid after probing too
deeply into the dark recesses of forbidden sorcery — though
these nights an increasing number of vampires attempt
manipulations of the Discipline, consorting with demons of
all breeds ro gain a foothold on the ladder to power.

Common among the Baali, Tremere novices lacking a
firm mentor, and the descendants of Assamites and Brujah
present in Carthage, Dark Thaumarturgy is a forbidden fruit.
The power gained through its practice is swift, yet each Path
bears a price. To learn any aspect of Dark Thaumaturgy, the
vampire requires consort with a demon. Some Paths require
physical congress with an unholy creature, where others
require enforced servitude to a fiend's whims. Even worse
are the Paths bearing the toll of sacrifice. Not limited to the
sacrifice of a deserving foe, or even a pure and innocent
child — these routes to power demand the murder of the
blood magician’s loved ones and trusted associates.

The Setites despise Dark Thaumaturgy. Asaclan devoted
to their cults, tamilies, and worshipers, they give would-be
thaumaturgists advice on what deal may be good or bad.
Serpents excel in earning the trust of other Cainites, though
their counter-deals are said to carry as many conditions as
those with demons.

System: Dark Thaumaturgy powers incur the same costs
and require the same rolls as normal Thaumaturgy (see

V20 Dark Ages p. 297). Each Path of Dark Thaumaturgy

afflicts its user with a price. Each price is different, though
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the effects worsen with increased levels in each Path. All
targeted Dark Thaumaturgy Path effects may be resisted
with a Willpower roll (difficulry 6, plus the infernalist’s Dark
Thaumaturgy rating, to a maximum of 9).

DiE HERIROSCHAFT DES WYRM
(TYRENNY OF THE WYRM)

You ask me what people are more likely to be diabolists and
f]l.ill!]'-l'.It.:'Tl_"l'.‘i- f CESAUETE YOS ITVYOTIE LTl jl'-'l.'.:n! :“HIIR-'I!J.H[ :n!T'Il.In:l! ]‘Jl]l!Tn:!L'T'L"]'.

— Harold the Zettler, Malkavian engraver, and scholar of
Banes

Die Heriroschaft des Wyrmis a recent Path, first practiced
by a line of Malkavian thaumaturgists in the region of Hesse,
within the Fiefdoms of the Black Cross. Said to be mentored
by babbling demons in service to a three-headed dragon, the
|1::-L':|p|wt:: blood magicians soon embraced infernalism with
aims of overtaking the embryonic Tremere, and assisting
Salubri allies in their retribution against the Usurpers.
Tragically, the price of dealing with the unholy soon swept
the Malkavians away from their intended course.

A Malkavian engraver, or “zettler,” as called by the nartive
people of Hesse, betrayed his entire bloodline in sacrifice
to the dragon. In exchange he gained full knowledge of the
Tyranny of the Wyrm, and gifts allowing him powers beyond
his neonate years. The zettler’s recent disappearance, and
other Cainites’ subsequent discovery ot his perfectly preserved
scrolls detailing the Path, has led to a boutade of intrepid
infernalists arising in the area.

Price: Like the Clan responsible for its creation, Die
Heriroschaft des Wyrm is unstable. Should a victim realize
he's being affected through forewarning or evidence of
the infernalist’s intent, he may make a Wits + Occult roll
(difficulty equal to the infernalist’s permanent Willpower,
requiring as many successes as the infernalist has points
in Dﬁ.l’]{ Tl'l:;'il,l'['l.'lﬁl"ll!'f_w::. Hl"u SUCCEas Causes I'I'll:..I| Fﬂ'l."n.'!.".'["'."i
effects to rebound onrto the infernalist. A botch on any Die
Heriroschaft des Wyrm roll also causes the effects to afflict
the infernalist.

A blessing from someone with True Faith will remove any
ill ettects caused by this Discipline. The infernalist’s death
does not remove these effects, as in her stead, demons will
perpetuate the various curses and pains.

* MALFEAN INFECTION

Through use of Malfean Infection, the infernalist
desecrates a holy individual, eroding his True Faith without
the victim even knowing the power is taking effect.

System: The infernalist must know the name of her target,
and paint an eye on her palm in vitae. For each success on
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the Discipline use, the victim loses any powers associated
with his True Faith for a number of nights:

| success One night

2 successes Three nights

3 successes One week

4 successes One month

5 successes One year

6 successest  Permanent (or until removed via a
blessing)

If reflected back on the infernalist due to a botched roll
or the victim successfully combating the effect with a Wits
+ Occult roll, the Malfean Infection prevents Dark Thau-
maturgy's use for a number of nights corresponding to the
number of successes, as stated above. This limitarion can
be removed through a new subservient deal with a demon.

e * BANE TO THE SOUL

The Malkavians who forged Die Heriroschaft des Wyrm
communed with spiritual demons called “Banes,” which they
successfully discovered could be summoned and artached
to the souls of their enemies. By grafting a Bane onto a foe,
they discovered the victim would be inclined to act on all
her worst impulses.

System: The infernalist must hold an item or article once
touched by her target, and drip vitae upon it. A demonic
Bane will attach to the target's soul on a success, increasing
the diffiiculty of Virtue tests by + 2 (to amaximum of 9). Each
success determines how long the Bane remains:

| success One night
2 successes Three nights
3 successes One week
4 successes One month
J successes One year

Permanet (or until removed via a

blessing)

& sucessess +

e ee NISSONANT MISERERE

Through chanting, incantation, and inspired clack, the
infernalist penetrates her victim's mind with the endless
toiling noise of her ravings. The cacophony of a Dissonant
Miserere persists night after night, planting a seed in the
victim's mind that sanctuary may only be found by calling
upon a demon of madness, who might remove the babble.
The power acts as a doorway for such a demon, waiting to

THE UNHOLIEST OF THINGS
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strike when the victim is at his weakest. The victim must beg
for the demon to step through in order for this to happen.

System: The infernalist must possess a piece of the victim's
skin, hair, oranail, and soak it in vitae. The Wyrm's screaming
mouths enter the victim's mind, increasing the difficulty of
all Willpower tests and any test requiring concentration by
one point per success rolled (to a maximum of difhculty 9),
and removes a temporary Willpower point from the victim
each night it remains.

The effect is permanent, until the victim receives a
blessing or calls upon a madness demon to relieve him of this
pain. If the latter occurs, the demon — a shrieking creature
without tangible form — will offer the victim a reprieve in
exchange for a service. The nature of this service depends
on how weak-willed the demon believes the victim is ar this
point (and is determined by the Storyteller), but typical
requests include the murder of an innocent, the divestment
of all worldly goods, or a sacrifice of vitae to the infernalist.

eeee LFED THE “r"'lrl:ﬂ"v!

By drinking the blood of his victim, the infernalist creates
a sympathetic link berween his demonic masters and the
targeted vampire. This link causes agony, and sometimes
even death, as the infernalist’s magic twists and mutates
the victim's body. A reprieve is only available if the sufferer
agrees to serve the Wyrm with foul future deeds.

System: The infernalist must possess a portion (one blood
point) of the victim’s blood, mix his vitae with it, and drink
the concoction. This may form a blood bond, if the blood
is that of another vampire. Once the blood is swallowed, a
successful roll inflicts one level of aggravated damage per
success. | his damage may be soaked with Fortitude. The
victim's body contorts with pain and manifests inhuman
growths, reducing her Appearance rating by two dots. The
Appearance loss is cumulartive if this power is used more
than once.

The victim may only recover her Appearance rating by
agreeing to serve the Wyrm. If she does so, an urge demon
of vanity appears in a reflecrive surface and demands a
sacrifice, the severity of which is determined by how greata
loss of beauty has occurred. Sacrifices may entail ripping the
smile from a newborn'’s face, slaying a dozen virgins, or the
victim allowing a Maeljin to permanently inhabit her soul.

*e s HoustE THE MBELJIN

According to the Malkavian thaumaturgists who founded
this Path, the Maeljin are among the most powerful and wise
of demons. These incarnations of vice, filth, and immorality
are masters of Banes and extra-dimensional demigods.

House the Maeljin allows the infernalist to play host to one
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of the Maeljin, at the expense of a dire sacrifice. The power
benefits for hosting a Maeljin are numerous. The moral toll
it takes is immense.

System: The infernalist mustmurderamortal or vampire with
whom they hold a close relationship. If the victim is a vampire,
the infernalist must perform diablerie on his prey. A successful
roll manifests one of the Maeljin in the body of the infernalist.
Each success determines how long the Maeljin remains:

| success One scene
2 successes One night
3 successes Two nights
4 successes Four nights
J successes One week

Permanent (or until removed via a

blessing)

G successes+

If the Maeljin remains permanently, the vampire runs the
risk of losing all control to the demon inside them. [t then
becomes a race to achieve purification before the Maeljin
can exert absolute dominance.

The natures of the various Maeljin differ. As beings of
elemental unholiness, they represent abstract sins, such as
shame, loss, anger, and a multitude of further intangible
concepts. Maeljin all empower their host with six points to
spread among Arttributes (no Artribute may gain more than
two), six points to spread among Abilities, and six points
to spread among Disciplines (no Discipline may gain more
than two). The Storyteller decides where these points are
allocated on the character sheet.

Asexamples of how a possessing Maeljin may empowerits
host, a Maeljin of Lust might allocate six points across Social
Artributes, place three points in Performance and another
three in Expression, with two points going to Presence, two
more to Dominate, and the final two on Daimonion. A
Maeljin of Lies may allocate two points to Manipulation, two
to Intelligence, and two to Dexterity, with six points spread
among coercive Abilities. The final six might be allocared
to Obfuscate, Presence, and Chimerstry.

An inhabiting Maeljin allows its host to practice the
],":'{]-“'l.f'l'ﬂ il.' I'I.:;ib'n MEI.'U“'L’{I fﬂ,’[_."l"rr. Il.' wants T].'ll.."‘ h{:lf'iE umptm-‘::r:}d
and terrible. However, occasionally it will attempt to sway
or outright control its host into acting in ways favorable to
its alien agenda. In such cases, the vampire must make an
[nstinct/Self-Control roll (difficulty 8) to not act in the way
the Maeljin wishes. The Storyteller determines the Maeljin's
wishes. It may attempt to exert control once a night.

As the Maeljin approaches the conclusion of its
inhabitation, it seeks to consume the host by driving him




into an act of self-destruction. The Maeljin can only attempt
this once, but to resist throwing himself onto a pyre, greeting
the sun, or walking into a sanctified building, the vampire
must succeed on a Courage roll (dithculty 9). If his coterie
attempts to restrain him, he immediately falls to frenzy. The
Maeljin will depart peacetully if unsuccessful in its attempt
to claim the entire soul of its host.

ReGco CALATIO
(RULE OF SUMMONING)

God punishes us for everything. Open vourself, and let the
devil mside!

— Ahab the Traitor, mfernalist Salubri of the wilds

The formation of the Rego Calatio dates back to an era
before records were scribed in ink. The creators of this Path
Al l!l'l]!!l'lﬁ"l‘"l."n’l'l 'r'll'lL'I :I.]I'II'Ii-'I'I.'.I.'lL"d, II'I.!:!.T TEEL"E'ITL:]:'IES l'.'.'l'l.grl;li'l-’lﬂ.l mn
stone or daubed in blood on hides and bones. The Path is
dedicated to the summoning and binding of demons. In
recent centuries, these demons have begun to appear in forms
expected and feared by mortals, manifesting as caricatures
'I.:If- ;_'.l'l.'."{.."di Illf'i-l'.. ﬁll“.'l'l., :;'II"I.-I'.I "I.'nTEIL‘h- Il'l fil'l'l'l:."!'i- FHH{'.‘ [I'.I.L""!.-' WETE s
likely to appear as pillars of roiling smoke, the weeping of
children, or the stench of rot. The demons contacted by

%

\ &
r~{

Rego Calatio are not bound to any set form, and may appear
however they wish.

Summoners of demons are daring. Demons know that by
appearing physically, they are weakened, but can easilydominate
and destroy summoners lacking sufhcient wherewithal tocontrol
them. Many demons are pleased to serve under magical binding,
as they're likely to be asked ro perpetrate something they'd do
if free anyway; but most demons will resist attempts at control
on principle. A demon summoned by Rego Calatio remains on
Earth until the sun rises, or it hears church bells.

Price: The unholy nature of Rego Calatio is such that
any area in which it's practiced becomes spoiled; the people
become sick, and the livestock malformed. Use of Rego
Calatio produces a necromantic sequela (see p. 52) based
on its level.

The practitioner suffers horrihc nightmares across a
number of nights equal to the successes rolled in summoning.
These nightmares force the infernalist tolose two blood points
upon waking, instead of the normal one, and a Willpower roll
is required (dithculty 7), otherwise two temporary Willpower
are also lost. A botch on this roll causes an appropriate

Derangement to wrack the infernalist for twice the duration
of her summoning-induced nightmares.

THE UNHOLIEST OF THINGS
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System: Each level of this Discipline requires the sacrifice
of another being’s life, the majority of demons requiring the
death of an innocent in a circle of bloodied bones, If anamed
demon is being summoned, their name must be painted in
Fhl.' Hll:l‘]ll]'ll'ln!..’r15 '|r'|.t':'|‘|...' 0n a T{H:.I{ 111 t]:“." Cenier HE- thl.'. ﬂir-[,:lt.:.
The infernalist must expend Willpower points equal to the
level of Rego Calario activared, otherwise the summoned
demon is free and will either ignore or attack its summoner.
Demons can soak all types of damage with their Stamina,
LlT]I.l.:'SZ'i r]._li-lt I.I::“Hﬁ_ﬁi: 1% I;.'j-'l:'l.!!'il:[,]. I._:H.-' SOMTHICOTE 1|.|.-"|-.:|.'i'l TI'l.lL'." F:;iil'l'.l-
. Petty Demon (Attributes4/3/2, Abilities 3/2/1,
Willpower 3, Health 4)

.. Madness Demon (Attributes 5/4/3, Abilities
4/3/1, Willpower 4, Health 6, Blood Points 5,
two points of Disciplines, one of which must
be Dementation)

Passion Demon (Attributes 6/5/4, Abilities 5/4/3,
1'1.'5}"1'][]1-: wver 6, Health 7. Blood Points 6., four points

of Disciplines, two of which must be Presence)

amee Murderous Demon (Atmbutes 7/6/5, Abilities

6/5/4, Willpower 7, Health 8, Blood Points 7,
six points of Disciplines, three of which must be
Fotence)

LA R R Named Demon (Attributes 8/7/6, Abilities

1/6/5, Willpower 9, Health 10, Blood Points 10,
eight points of Disciplines, allocated wherever
the infernalist chooses with a maximum of six
points in a single Discipline)

The number of successes rolled determines how much
control the infernalist has over his summoned demon:

The demon is bound to the circle for
a night, and will only listen to the
infernalist.

1 success

The demon is bound to the circle for
a night, and will listen to anyone in its
proximity, answering simple questions.

2 successes

3 successes  The demon is bound to remaining with-
in eyeshot of the infernalist for a night.
It is well disposed and will answer

complicated questions accurately.

4 successes  The demon is bound to remaining within
eyeshot of the infernalist for a night. It is

forced to serve the infernalist in simple tasks.

The demon is able to leave the infernal-
ist's sight and do his dark bidding.

It willingly submits to the infernalist’s
decrees for the night’s duration.

5 successes

FAITH
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6 successest A demon one grade higher than
intended is summoned, and treated
as if summoned with 4 successes. The
maximum grade is the Named Demon.

Failure The summoning does not occur. It may

be retried with a new sacrifice.

THE [NHABITANTS OF HEL

Before you | stand naked; shown of race, gender, title, age, and
identity. Be birthed through me, so [ might be rebom.

— Zovoastrian summoning chant

Hell takes many forms. Many faiths lack a codified
concept of Hell as a plane, or punishing form of afterlife, but
mortals and vampires alike can imagine a spiritual torment

awaiting them in the event of transgressions against their
fellow beings, betters, and gods.

Necromancy handles the coaxing of departed souls,
though the essence of beings utterly rotren in spirit and
deed takes an almost elemental form, not beholden to the
abilities of Cappadocians and their fellows. Such malicious
spirits — sometimes named as negative coalescences, after-
deeds, or Banes — manifest with the beckoning powers of
Dark Thaumaturey Paths and Rituals,

Demons exist in a place mortals sometimes name Hell,
dwelling across varied strata of spiritual and material
existence. While some entities tell of a plane of fire, ash, and
blood in which they sufter for eternity until their calling by
infernalists, other monsters — also naming themselves as
demons — claim their homes as gults of void, mountainous
peaks of ice, the space between memories, the shadows
behind the door, and the ill will of jealous men. In short,
demons are many and varied, and not all fit the eriteria of
an Abrahamic devil. All are subject to summoning, by one
means or another, and all exact some kind of price for their
SETVICES.

JoLax, PETTY DEMON

A demon standing a meter (1 yard) tall, and equal
length wide — the Jollux is a milk-pale entity resembling
an ectomorphic box, or blob, with stump-like limbs and
sharpened coins for teeth. Representative of petty greed and
theft, the Jollux enjoys making mortals go hungry by sneaking
into their larders and devouring all dried foods kept for the
winter, before disappearing into the night.

The Jollux is a weak combatant, but bears an animal
cunning it puts to use in mischief and humiliation. When
given the correct sacrifice, a Jollux may advise a vampire
on how best to embarrass a foe or drive another Cainite
to frenzy.




Attributes: Strength 1, Dexterity 1, Stamina
1, Charisma O, Mﬂnipukﬂiuﬁ 2. Appearance U,
Perception 1, Intelligence 1, Wits 2

Abilities: Empathy 2, lLegerdemain 1, Stealth 2,
Investigation |

Willpower: 3
Health: 4

SHP'MURRL TSONG. MADNESS
DEMON

This demon rarely appears in any tangible way, preferring
aroiling form of vellow mist layered with blinking, undulating
eyes wreathed in lips, and pulsating veins. The eyves mewl and
chitter, and react with awareness to entreaties and threats.

Shp'murr] Tsongis often summoned to actas adisturbance,
whether as an instant effect or over a lengthy period. The
demon can reside in the walls and roof of a house, inducing
a form of mania in the resident. It also holds the ability ro
bite its toes, though this is a last recourse. The demon prefers
to flee when faced with violence.

Attributes: Strength 1, Dexterity 1, Staming

1, Charisma 1, Mc:mpuhhu:m 4 hppen rance 0,

Fercep’rmn 2. ln’re||lgen-:e 1, Wits 1
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Abilities: Brawl 1, Empathy 3, Intimidation 1,
Stealth 3, Medicine 2, Occult 2

Disciplines: Dementation 1, Obluscate 1
Willpower: 4
Health: 6

Motes: The Shp'murrl Tsong commonly has a
reserve of five blood points.

TuQBURNI, PassioN DEMON

The Tugburni appears as an intensely alien being of an
unspecified gender, driven to provoking a disturbing sexual
reaction fromits victims. It's commonlyseenstalkingthe domains
of Assamites and Setites. Often clad in very little but for scars in
the p]m.::.:nﬂ[r-; niﬂafuﬁ, genitals, and anus, the noctumal anhumi
creepsinto the homesof virgins and faithful spouses, stealing their
innocence through physical and emotional assaults,

This demon is known to drive mortals into supplication
despite the ghastly appearance marring its body. It copulates
with its targets in private, who are never able to 1::~:p|nin how
exactly the Tugburni consummarted the acts attributed toit.

Attributes: Strength 1, Dexterity 2, Stamina

1, Charisma 3, Manipulation 2, Appearance 1,
Perception 1, Intelligence 2, Wits 1

IE SECRETS OF KOLDUNIC SORCERY
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Abilities: Empathy 3, Subterfuge 2, Perfor-
mance 1, Melee 2, Medicine 4

Disciplines: Auspex 1, Celerity 1, Presence 2
Willpower: &
Health: 7

Motes: The Tuqburni ﬁ{:rmmc:nhr has a reserve of
six blood points.

SACRISTAN, MURDEROUS DEMON

The sacristan demons are only called upon when
bloodshed is required. Monstrous to behold — flesh pierced
with jagged pieces of metal and bone, and bearing awful
weapons both serrated and dripping with venom — the
sacristan possess tew redeeming features. They grin impossibly
wide as they cut up victims and flay them slowly, ensuring a
pained death in which the dying beg for mercy. This is only
granted in exchange tor their souls.

Sacristan are commonly clad in the robes of a local
priesthood, though they are not demons present in any
existing religion’s history. They gleefully rush into combar,
savoring every drop of blood they spill.

Attributes: Strength 2, Dexterity 3, Stamina

2, Charisma 2, Manipulation 2, Appearance 0,
Perception 2, Intelligence 1, Wits 2

Abilities: Alertness 2, Athletics 3, Intimidation 1,
Melee 4, Stealth 2, Medicine 2, Theology 2

Disciplines: Celerity 3, Potence 3
Willpower: 7
Health: 8

MNotes: The sacristan commonly have a reserve
of seven blood points.

Maraquis DECERABIR,
INAMED DEMON

Decarabia refers to himself as the Great Marquis of the
Christian Hell, though he is undoubtedly more venerable
than that faith. The demon claims to lead legions of diabolic
minions, and to understand the secrets of poisons and
alchemy. He has mastered the ability to shift form between
humanoid, a flock of birds, and a pentagram tattoo on the
skin of his summoner.

When appearing as a humanoid, the Marguis's brown
skin radiates a sick, grey mist. He stands tall and broad like
a woodsman, hefting a great, bloody axe over his shoulder.
Across his face, the Marquis wears a bone visor comprised
of the fingers of a dozen children. He speaks with a rich
accent, fluent in every language and happy to converse
about any subject.

According to the Marquis, he escaped a labyrinth in
which thousands of his kind are held. The veracity of this
claim is hotly disputed and researched by infernalists, many
ot whom have been led to Hell by the Marquis in search of
his peers. No infernalists who accompany the demon return
to the world of the living.

Attributes: Strength 3, Dexterity 2, Stamina
2, Charisma 2, Manipulation 2, Appearance 2,
Perception 2, Intelligence 4, Wits 2

Abilities: Alertness 1, Athletics 1, Intimidation 2,
leadership 2, Subterfuge 1, Etiquette 3, Melee 2,
Academics 1, Occult 2, Theology 3

Disciplines: Dominate 3, Flight 3, Potence 2
Willpower: 9
Health: 10

Notes: The Marquis commonly has a reserve of

ten blood points.

(Artributes 8/7/6, Abilities 7/6/5, Willpower 9, Health
10, Blood Points 10, eight points of Disciplines, allocated
wherever the infernalist chooses with a maximum of six
points in a single Discipline)




The following combination Disciplines and rituals are
unique expressions of the Cainite curse, developed by leg-
endary monsters of the Dark Medieval World.

OMBINATION
DISCIPLINES

BurcroTH's EXQUISITE TORTURE

Daimonion 3, Temporis 3

This power was developed by a Baali Methuselah called
Hul;_-,m[h. [t focuses on the tact that, to a victim, torture
ﬂ]“’ﬂ}'."—n I'l.':l!"i el ﬂl'l.l.]. Th atb event lii'i].].'!'.'. l:l'l.l.l LOTEUre sk :I'[':l.":l O YVOLE
die. That eventually, at some point, there is release. This
power warps the victim's perceptions of time, and makes
him feel as if his current agony will never end.

S"’-'.":tﬂ'm: Tl'l.:l"- }'!-HWL:I' must E"ll.:' il HL'I..].HI'I il l:.l:'!i;l r':lil;.'.['l.."r."':l]l'-!:-l..:"l-ii'ﬂg
lethal or aggravated damage, but who is not unconscious or
in torpor. Roll Manipulation + Occult, difficulty the victim's
permanent Instinct/Self-Control + 4. If successful, you may
mark off a dot of your character’s permanent Willpower. So
].“l'l.f._{ ils Eh:;'“: I.]'I:]'!' rl..."ln:;li]]!"'n l'l'li'l.l'['f.ﬂ'l.l tﬁﬁ'-, t]:'li_" 'l.rll:l'!“'l Ellf—{l_"r.'ﬁ TI:'IL"
damage in perpetuity. He may heal, but his player notes the
health levels remain. Further damage is applied as if he still

suffered thar damage. He sufters the full wound penalties. The
damage doesn't truly exist; it's purely psychological. Bur to
the victim, that's no respite. It's functionally identical to him.

Additionally, any sicknesses or diseases will persist. If they
would normally heal, they do not get worse; they remain
identically harmful as the moment this power was used. This
is to say, they do not continue to cause damage.

At any time, you may end the effect by returning your
character’s Willpower dot.

Experience Cost: 10
LiviA YORKE'S OUROBOROS

Serpentis 3, Vicissitude 3

(e
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A Tzimisce investigating the history of the Quroboros,
a symbol of much importance to her clan, found history of
the symbol in ancient Egypt. This prompted her to learn
the signature gift of the Setites. In her studies, she merged
it with her own family’s Vicissitude. One result of these
experiments came in the form of this power. With it, the
user infects a mortal with a sentient piece of her essence,
which devours him from the inside and gains a sickening
facade of independence, while remaining mystically tied to ‘
the vampire.

System: The vampire must feed the mortal one point
of blood, which she has infused with a point of Willpower.
This “inseminated” blood becomes the monster within the

OMBINATIOI
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mortal. Every day, the mortal’s player rolls Stamina. When
the mortal fails, the monster reaches full maturity.

When the monster grows to full marurity, it explodes
out of its mortal host (which is functionally identically
to the Vicissitude power, Rend the Osseous Frame). At
this point, the weak monster (which looks something of a
serpent, a dragon, or other strange beast of nearly human
size) establishes a symbiotic relationship with its creator.
[t can only become strong by literally devouring its sire.

The monster uses the game statistics below. It lasts unil
destroyed, but the vampire may only have one such Qurob-
oros alive at a time. The monster will obey commands from
the vampire, but has a selfish, devilish personality of its own.

(OUROBOROS

Attributes: Strength 1, Dexterity 1, Stamina 1,
Intelligence 1, Wits 3, Perception 4, Charisma 1,
Manipulation 1, Appearance 1

Abilities: Athletics 1, Brawl 1, Intimidation 3
Health Levels: OK, OK, -3, -5, Incapacitated

Disciplines: The beast shares the vampire's Celer-
ity, Fortitude, and Potence powers. It can “devour”
the vampire's other powers, and use them.

Soak: +3 dice of armor

Attacks: Bite (Strength +1 lethal), Claws [Strength
lethal)

The monster may “eat” from the vampire. For every
dot of an Arttribute or Skill eaten, the vampire suffers one
].L'th::'IE ].I:"l."i..':l ﬁfd'ﬂ"“!gﬂ,‘.“. Fur CVETY L'Il:lt caten, I'I'lﬂ: monster
gains two of the same dot so long as the dot remains lost

to the vampire. The vampire may heal the health level,
but choose to leave the dots lost to benefit the monster.
She may choose to regain the dots ar any time thereafter.
The monster’s Attributes and Skills have a maximum one
higher than the vampire’s, as dictared by her Generation.
[t may similarly devour the vampire’s health levels to gain
identical health levels. However, these remain only so long
as the vampire chooses not to heal them.

McSHAW'S GRACE

Dominate 2, Presence 3

George McShaw is a renowned Toreador who has de-
veloped the unigue ability of inflicting his clan's curse on
those who witness his performances. He doesn't consider
it a curse; he considers it a gift of refinement.

System: When taking a Performance or other artistic
action, you may activate McShaw's Grace by spending
a Willpower point and a blood point. Roll Charisma +

PLAYER OPTIONS
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Performance, difficulty 7. Any character with fewer Wits
dots than your successes suffers the Toreador clan flaw for
the scene. If your successes double a characrer’s Wits dots,
they suffer the flaw for a full month.

Cost: 6 Experience

NIkoLal STEEN'S AcUITy

Auspex 1, Dementation 1

This gift allows the user tosee the truths behind a person
effortlessly. Many Malkavians use it for a bit of valuable
insight in their interactions, so they know exactly how to
frame engagement.

System: This power requires no active roll. When using
any Auspex or Dementation power to perceive another
character, your player can spend a Willpower point to allow
your character to intuitively know from which Derange-
ments and Mental Flaws the other suffers.

Cost: 6 Experience

THE Rob RAaw RENDING

Fortitude 1, Potence 1

This power was developed by a Germanic Ventrue posing
as a Brujah. Since he wasn't as proficient with Potence as
some would expect, he had o fake it with raw tenacity in
his strikes. His hands and weapons do not stop when they
hit their target; they push through with the weight of his
invincible musculature. When he puts his hand through
chain armor, nobody questions his Brujah heritage.

System: Activating The Rod Raw Rending costs 1 blood
point, and it lasts for the scene. You can ignore 1/1 armor
up to your character’s Fortitude dots (so with Fortitude
* s+ vou may ignore 3/3 armor). It may only be used with
Brawl or Melee arracks.

Experience Cost: 8

ABYss MYSTICISM

THE THIRD EYE
OF RickarD ARGENTIS (LEVEL 3)

This ritual summons forth a mysterious third eye, forged
from abyssal energies, which rests upon the caster’s forehead
and protects him from harm. The ritual takes 10 minutes
to cast as close to dusk as he is able, ar which time the
caster chooses how much blood to invest in the eye. At
any time the caster would be ambushed or surprised, the
eye will expend one point of the blood so invested. When
this happens, the caster automatically succeeds on the roll




to react to surprise, and the eye reflexively summons forth
one Arm of Ahriman against his attacker, which can act
immediately. If the player chooses to expend further blood
points, additional Arms can be summoned against other
attackers, but no more than one per attacker.

Once the blood is fully expended, the eye vanishes
until recast.

THAUMATURGY
RiTuALs

SAEMIRA s KtnanaH (LEVEL 3)

Samira's Kihanah allows the caster to know that
which is truly unknown. To use this ritual, she takes a
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small, metal, hand-crafted object, no larger than her
forearm, and smears it with three blood points over
six hours, under the blood moon. The object absorbs
the blood, and it takes a reddish hue. Once the ritual
is cast, it summons forth a djinn. The caster, or indeed
anyone else who holds the object, may ask a question
lost to time. This is to say, a question to which no living
(or Cainite) person knows the answer. Otherwise, the
question remains unanswered. The djinn spreads its
consciousness throughout space and time, and returns
instantaneously with the answer. However, the djinn
will always try to phrase the answer in such a way that
the curious questioner will find massive trouble, despite
its truth. With each answered question, the red fades
slightly, until the third question, at which time the djinn
flees the world of flesh. The object remains enchanted
until fully deplered. Unanswered questions do not de-
plete the object.




Every occult order worth its weight has a
library ot mystic truths. But the truly wondrous,
tru[';.r ﬁ’ightf:ning truths require you look dﬂt:.p er:
That you delve in long, lost places. These, my
friend, are those IGI’IS, lost placﬁs.

— Creidne

The Tome of Secrets is a treatment of numerous top-

ics about Cainites and stranger things in the Dark

Medieval World. It's about peeling back the curtain,
and digging a little deeper. Inside, you'll find:

/j * Expanded treatment of Assamite Sorcery, Kol-
dunic Sorcery, Necromancy, and Setite Sorcery

! * A look at Cainite knightly orders, faith move-
ments, and even human witchcraft

¢ [etters and diaries from all over the Dark

' Medieval World

TWENTIETH ANNIVERSARY EDITION




