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Dark Ages Companion is designed to help your troupe
achieve those rewards. In this book you will find new foes to
confront, new abilities to learn, and new friends to meet. The
Long Night is not over, and there are winding paths yer to be
walked.

This book is designed as a resource for both players and
Sworytellers. It contains numerous secrets, known only to the most
ancient of Cainites, as well as facts, myths and rumors known to
the common person. Players are advised, if they peruse this whole
book, to remember the difference between player knowledge and
character knowdedge. Of course you can possess all these bits of
wisdom — you bought the book! Bur characters in the Dark
Medieval world don't have hobby stores where they can pick up
guides to their shadowy milieu. Part of the joy of playing Vampire:
The Dark Ages is uncovering the mysterious plots of inscrutable
elders and experiencing the thrill of confronting the unknown

Thar said, here's what you'll find within:

Chapter One: Combat offers new rules tor expanded com-
bat in your chronicles. The concepts presented here add detail o
the martialism inherent to the violent Dark Medieval world

Chapter Two: Cainite Roads presents an in-depth look at Via
At once a philosophical analysis of individual Roads and a discourse
on their function, this chapter takes a look at one of the fundamen-

tals of Cainite existence that is all 1oo often taken for granted

Chapter Three: Bloodlines examines those enigmatic
vampires who walk the Earth, some of which fail to survive the
ravages of the Inquisition.

Chapter Four: Disciplines discusses those powers inherent
to all Cainites. This chapter presents not only expanded powers
for truly terrifying high levels of mastery, but also a few unique
Disciplines that will either vanish with their parent bloodlines or
that lurk just beyond the veil of that which is holy.

Chapter Five: Matters of Faith delineates those aspects
of mortal existence that are beyond human will and control.
This chapter takes an in-depth look at Christianity, paganism
and Islam, with particular attention to how they relate to the
Dark Medieval world.

Chapter Six: The Dark Medieval Europe looks at those
things which are beyond Cainite control. How do vampires
eke out their unlives in this rough time? What mysteries does
Kabballah hold! Which military orders were active and where,
and which hunted the undead!

Chapter Seven: Infernalism takes a look at the dark
powers, which hide even deeper in the shadows than vampires
do. An insidious menace lurks ar the fringes of the Lord's lock,
waiting to lure human and Cainite alike to eternal damnation

Appendix: Bestiary provides statistics for animals, and de
scribes the personalities that medieval folk ascribed to creatures




How 1O
sk THis Book

The most important rule to remember is that it's your
game. This book presents a myriad of new ideas and concepts
for Vampire: The Dark Ages. Feel free to ignore any of them,

add your own, or fiddle with what is provided here. Thereisno | \

reason why you absolutely have to use new bloodlines or

Disciplines, just as there is no reason why you have to limit .

yourself to what is printed here. ‘ ' .
In short, do what you want with any and all of this. You

know what you like.
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SPILLING Broop

The backdrop of the Long Night is often the battlefield.
If a vampire is physically stronger than his enemies, he will
typically see no need to bother with parlay or courtly manners.
Like the humans they walk among, the Cainites of these dark
times settle dispute after dispute with drawn blades — or
worse.

Any number of combat situations may arise in a Dark
Ages chronicle. Vampires may attack one another on the
roads like common brigands, true, but Gangrel also squall
beastlike in the woods, and Ventrue and Lasombra hold
midnight tourneys, shadowed mockeries of the “legend of
chivalry." Nosferatu will guard their stinking havens as would
mother bears with cubs, and fevered Brujah philosophers may
well lash out ar their detractors with whatever piece of oak
they find close at hand. However, a chronicle shouldn't
consist solely of martial pursuits; even a game based on the
battles of the Crusades should allow characters to dabble in
the intrigues and personality interactions of the war.

When blades are drawn, though, it's far preterable to
make the combat scene as vivid as possible. Gamespeak can be
clunky and out of place in a good dramatic sequence. Avoid
describing your character's actions by saying “I hit him" or “I
dodge.” Detail your approach. Watch for your opponent’s
mistakes, however slight, and capitalize on the weakness of
any move he may make. Feint. Parry. Use the terrain — dodge
around trees or lead him onto unstable ground. Disable him if
there's no time for a quick kill — if he's clutching desperately
at his spilt entrails, he has no time to menace you. Of all the
best battles in swashbuckling or medieval-setting films, not
one limits itself to a pair of antagonists exchanging clumsy
blows like a life-sized Punch and Judy.

Once again, we stress the importance of bringing dice
into combat scenesonly when necessary. Is there everany doubt
that the century-old Brujah cavalier can swing effortlessly into
his saddle when necessary? Dice add a dramatic element of
chance, but also slow the game down. Resort todice only when
the outcome of a scene is in question.,

The following are a number of optional rules and guide-
lines for elaborating on combat in your chronicle. Incorporate
what you like; freely discard the rest. And if a rule ever
prohibits the game from proceeding in a dramatic and logical
fashion — don't hesitate to throw it out at once.

NEW MANEUVERS

Treat the following combat maneuvers as you would
those in Vampire: The Dark Ages, pages 194-195: They are
completely optional, but may add texture and detail to a fight
scene. Discard or modify them as you will. In addition, each
lists a prerequisite or two; not just anybody knows how to
hamstring an opponent in the midst of a duel.

DIARK AGES COMPANION
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ROLEPLAYING FRENZY
A vampire under the thrall of her bestial nature
is not the most calculating of opponents. Although
still capable of thought, a frenzied Caipite is unlikely
to rely on tactics any more complicated than tearing
apart a foe's armurmd bm'mnmg thmu.gb hls chest

to find H‘H heart..” * - Y ,jf
* phsmdrtadfremlnfeellmdnt i
of eon hﬁ’ldlflp! their ability 10 roleplay their

Chﬂlﬂfﬂﬂ -élfter all, nf:emlea vam]ﬂm is nd lon ger
guided by her ¢onscious persorality, Worse, suc-
cumbing to frenzy is obviously detrimental to a
Cainite's already blighted soul. This dread of such a
loss of control is a matter of taste, however; just
bécause you aren’t roleplaying your character in her
usual rarefied sensibilities, you aren’t condemned to
having no fun.

When the frenzy hits, roleplay it for all it’s
worth. Ignore the crossbow bolts slamming into you
| as vou smash the baron through his oaken door.
|l Forget leaping for the mounted man-at-arms — hurl
|| his horse to the ground and rip him to shreds when
he lands next to you. And if you find yourself at some
sort of tactical disadvantage for your actions — what
of it The play's the thing, and it is far better to make |
the game more enjoyable for the troupe than to
timidly refrain from doing anything that might cause
your character inconvenience.

MEeLEE MANEUVERS

* Riposte: This technique isa lightning-quick strike that
follows a parry. If the character successfully parries an attack,
she may make a riposte as her next action — if she dodges,
moves more than a few steps or takes some other action, her
opportunity for a riposte is lost. The riposte’s speed is its
advantage. If the character parries one turn and attacks on the
next, she gains two dice to her initiative Dice Pool to effect a
riposte. If her parry and riposte come in the same turn, they are
assumed to take place nearly simultaneously. A character must
have at least Melee 2 and Dexterity 2 to attempt a riposte.

Roll: Dexterity + Melee Difficulty: 6
Damage: As per weapon Actions: |

® Tendon Slice: A talented fighter can slit the tendons
in his opponent's wrist or ankle, disabling his foe. This maneu-
ver can only be performed with blades. Characters must
possess Melee 4 and Dexterity 2 at least to use this maneuver.
Vampires may use this ability with their fangs or claws, but
only if they possess at least Brawl 4.

If the characrer successfully strikes, and causes at least two
Health Levels of damage, the opponent’s tendon is cut. If the
attack was aimed at the wrist, then the foe's hand becomes
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largely useless, and he cannot use it to wield a weapon. A
successful attack directed toward the ankle will hamstring the
opponent, reducing a bipedal foe to 1/4 his normal movement
rate and a quadruped to 1/2 its move. Unless the target can
regenerate or is mystically healed, this injury will cripple him
for life.

Roll: Dexterity + Melee

Damage: As per weapon

Brawt, MANEUVERS

* Choke Hold: Stealth is one of the greatest friends of the
creatures of the night. An expedient way of dealing with some
obstacles is to strangle them quickly, before they may raise an
alarm. To throttle someone, a character must first carch them
b';' the neck. Nﬁhlfﬁll‘,’, the victim may try to escape each turn
with a resisted Strength roll. If he fails to escape, he may take
no other action.

Difticulty: 9
Actions: |

On the initial turn of the choke hold, the victim takes no
damage, but may not speak or shout. The victim loses one
Health Level per turn afrer the first, as long as the assailant
maintains the hold. This damage may not be soaked. These
Health Levels are not as debilitating as normal damage; if the
victim survives, he may recover the strangling damage at arate

AL

(]

.} a i

— e

of one Health Level per hour. Once incapacitated, however,

he is in danger; if the strangler sustains the hold for a further

number of turns equal to the victim's Stamina, the victim dies.

Vampires obviously cannot be throttled, although this maneu-

ver will keep them from speaking.
Roll: Dexterity + Brawl
Damage: Special

Difficulty: 7
Actions: |

* Gobbet Rend: Certain Cainites, realizing that their worst
enemies are always other vampires, practice certain combat
tricks intended to hamper a vampire's fighting ability. One of the
mote reliable ways to impair a Cainite is to limit his blood supply,
and this maneuver accomplishes just that. The vampire seizes a
hunk of hisopponent's flesh and tears itaway, preferably from the
heart or neck. Vampires no longer pass blood through their veins,
so the Cainite must ripaway agobbet that hasbeen fully saturated
with blood. Enough vitae sprays loose with this attack thar the
victim is sure to be inhibited.

Only vampires with claws (Protean 2) or Potence of at
least 2 can successfully rend away a chunk of flesh in this
manner. he vicuim takes damage as usual from the claw
attack or strike, and unless she soaks this damage completely,
she also loses a Blood Point, Naturally, this atrack is sadistic
and devastating to the extreme when used on mortals, as well
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as something of a waste; the mortal is likely to messily bleed to
death, spilling far too much blood for most Cainites' tastes.
Although this maneuver will eventually fall from common
practice, it will endure as a secret trick in the arsenal of more
bestial vampires.

Roll: Dexterity + Brawl Difficulty: 8

Damage: As Claw or Strike  Actions: |

* Joint Break: A brutal maneuver often used by frenzied
or sadistic Cainites, this involves seizing an opponent’s limb
(typically an arm) and either bending it in adirection it wasn't
meant to bend or smashing the joint with a powerful blow. If
the victim takes any damage from this maneuver, her limb is
broken and useless until it heals. A character must have at
least Brawl 4 and Strength 2 to use this maneuver.

Roll: Dexterity + Brawl Difficuley: 8

Damage: Strength + 2 Actions: |

* Neck Snap: Cainites often cannot be troubled with
mortal opponents, and this maneuver is an effective way of
disposing of such chaff. The character seizes his target's head,
and with a quick, brutal twist, snaps her neck. If the arrack 1s
successful, roll damage as below. The victim may add her
Strength to her Stamina for soak purposes, but if any Health
Levels are unsoaked, her neck is broken. This means death, or
at best paralysis from the neck down, tor mortal opponents.
Vampires may regenerate the damage as normal, but are
paralyzed until they do so. Werewolves and other supernatu-
rally fast healing creatures drop to Incapacitated, but may heal
from there as usual. A character must have at least Strength 2
and Brawl 2 to use this maneuver.

Roll: Dexterity + Brawl Difficulty: 9
Damage: Strength + 3 Actions: 2

SIGNATURE STYLE

Specialities are far more than a simple rules advantage:
They're opportunities to infuse your characters with further
vitality. Consider two vampires with Melee 5 swordfighting.
Not very exciting in and of itself, is it? But if one is a Castilian
Toreador trained from birth with a family blade of fine
Spanish steel, and another is a Scottish Malkavian who's
stained his beloved bastard sword with many a man’s blood —
now the duel becomes more interesting

The specialties in Vampire: The Dark Ages are an
indirect way of granting players a rules advantage for fleshing
out their characters with a signature style. This advantage
becomes just as vital on the battlefield, and a good specialty
can add stylish touches to your battles that make the experi-
ence more than just hackneyed dice-rolling. This rule is
doubly important for Storytellers — players might not remem-
ber the dangerous and nasty-looking Tzimisce ghoul as clearly
as the Scottish autarkis who splintered a character’s ribcage
with one swipe of his nail-studded maul!

DARK AGES COMPANION
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The following specialties are presented to give players
and Storytellers a few more ideas. Not every soldier and thug
should use outlandish weapons or tactics, but a little variety
goes a long way,

* Brawl: Biting (learned long before the Embrace),
Breaking Bones, Dirty Shots, Elbows and Knees, Eye Gouging,
Left-Handed Swing, Knockdowns, Trampling Fallen Foes

* Dodge: Close Quarters, Shields, Slippery Terrain,
Tumbling

* Archery: Crossbows, Distance Archery, Gut Shots,
Mounted, Penetrating Cover, Stapling, Throat Shots, Welsh
Longbow

¢ Melee: Avoiding Shields, Dismemberment, Family
Weapon, Hamstrings, Improvised Weapon, Lance

* Ride: Jousting, Leaping from the Saddle, Pursuit, Steep
Terrain

~ .
STAPLING

Cinematic combat is full of scenes where a character pins
anopponent toa wall, tree or other available surface. In many
swashbuckling movies and books, a fighter will usually catch
his opponent’s sleeve or cape. However, in the Dark Medieval
world, it’s more pragmatic to drive your steel through your
foe's llesh. This technique works best when you intend to take
a prisoner alive, particularly if you want him thoroughly
intimidated. Although this works best when your target is
unarmored, powerful longbows have been known to pierce a
knight's armor twice (once on the way in and another on the
way out), pinning his leg to his horse!

To pin someone's flesh to a surface, you obviously must
use a piercing weapon. The attack is resolved as Dexterity +
Melee or Archery as appropriate, but the difficulty increases
by two, to a maximum of 10, (Thus, pinning a man's hand to
a tree with a dagger strike is a mere difficulty 6, but doing the
same with a poleaxe's point is difficulty 9.) Roll for damage as
usual; the victim is allowed to soak. The Storyteller may allow
the victim an extra soak die or two, depending on how solid
the backing surface is. If you inflict at least one Health Level
of damage, the target is considered pinned. Unless the attacker
was specifically trying to badly injure the opponent, this
attack inflicts only one Health Level of damage. (After all, if
your intention was to kill your target, you likely wouldn't be
trying to pin him, would you?)

To pin acharacter by their clothing or mail armor, atrack
as above. (There may be further modifiers as appropriate.
Stapling a Celt to a tree by the leather belt that is his only
garment is logically trickier than catching a peasant by his
oversized woolen tunic. The difficulty modifiers are at the
Storyteller's discretion.) It takes only two successes to staple
a cloth garment; four successes allow you to pin a fold of
chainmail to a surface. The number of required successes may
be increased at the Storyteller's whim, depending on the type
of surface you pin your victim against.
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A pinned victim may tear loose by making a Fear of
Strength, with a required Dice Pool of anywhere from two to
six. This depends on where he was stapled and with what — if
impaled by a boar-spear still held by a maddened Brujah,
escape becomes more problematic than if his shirt was stapled
to a tree by a dagger. If pinned by a weapon through the flesh,
he must also immediately roll to soak an additional four Health
Levels of damage — armor does not apply to this roll. Obvi-
ously, stapling will not always hold an opponent for long; but
it will usually immobilize him long enough for you to put your
blade to his throat, or otherwise gain his attention.

WEAPON REACH

Entire battles have been won or lost by the force that fields
the superior weapon. In many cases, superiority is a simple
matter of reach. What good is a Gaul's sword if your spear slays
him before he can touch you? How fearsome is a knight's lance
if your pike takes him from his horse at a distance of 20 feet?

Although addinga“Weapon Reach" statistic would point -
lessly slow down combats, Storytellers and players should take
the relative scale of their weapons into account. [t's purest folly
to draw a dagger and leap at a man with a bastard sword —
unless you can get inside his guard, you'll be hacked to bits
without ever drawing blood.

We recommend using the optional ruling on page 188 of
Vampire: The Dark Ages, and granting initiative to the
character with the longer weapon (in one-on-one combat, of
course). A Storyteller may allow Cainites with Celerity to
react on her usual initiative by spending a Blood Point for the
turn. A sword does little good if the creature before you moves
more swiftly than the wind....

If a character challenges an opponent whose weapon is a
good deal longer than her own, the difficulty of her Melee rolls
should be raised by one. This penalty can be increased to two
or three if the discrepancy is truly ridiculous (a skinning knife
against a seven-foot spear, for instance). This is doubly impor-
tant when one combatant is armed and the other isn't! A
talented Cainite can effortlessly take an untrained peasant’s

pitchfork away and snap it over her knee; it's not as easy to
disarm a skilled knight.

Two WERPONS

Although centuries will pass before Florentine fencing
truly comes into its own, fighting with two weapons rather
than one is an old concept. Cutthroats will sometimes draw a
knife with each hand, certain barbarians prefer two hand axes
to one, and a warrior armed with paired longswords may win
a fight through intimidation alone. Directing two separate
attacks with separate hands isn't as easy as simply drawing
them — it requires a certain level of coordination and skill. A
character must have Dexterity + Melee pool of at least five dice
to properly use two weapons at once.

CHAPTER ONE: CONBAT
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Storytellers have a number of options for adjudicating
two-weapon combat. Perhaps the simplest method is to in-
crease the difficulty of afoe's Melee attacks by one, just as if the
second weapon were a smaller shield (Vampire: The Dark
Ages, page 193). A character who wishes to attack with both
weapons in a round either splits her Dice Pool or uses Celerity;
no modifiers need apply.

Lenient Storytellers may also allow character who fight
with two weapons an additional die in their Melee pools. If the
character uses Celerity to attack twice, or only makes one
attack in a round, then she doesn't get the benefit of the extra
die. The extra die is only added to the Dice Pool when the
character splits her pool to make an attack with either weapon,
strike with one weapon and parry with the other, or to parry
two (or more) incoming attacks. If the pool isn't split, the
character isn't fully taking advantage of both weapons and
doesn’t receive any benefits. Storytellers may wish to limit this
bonus die only to characters with the specialty: Two Weapons
in their Melee Skill.

Alternately, a Storyteller may simply adjudicate that a
character using two weapons may use the Double Strike
maneuver (Vampire: The Dark Ages, page 194) more effi-
ciently. In this case, the combatant may use up to his Dexteriry
+ 2 dice for each attack, rather than his Dexterity + 1

DARK AGES COMPANION
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MouNTED COMBAT

Trace the word “chivalry” to its roots and you'll find a
word for “horse.” The horse separated the destitute from the
elite, the peasant levy from the knight. Throughout the Dark
Medieval times, no unit won more battles for its armies than
the cavalry. Although the Dark Ages rulebook gives some
rough guidelines for mounted combat, the use of the horse in
combat is so crucial that it deserves further exploration.

Naturally, not all coteries will be mounting destriers and
trampling ghoul peons with abandon, unless the Storyteller
sets up the chronicle around the concept of vampiric knights
ornobles, each of whom are entitled to ride from place to place.
For one thing, horses, even the most broken-down jades, are
horribly expensive. Peasants plow with oxen or mules; only the
elite are entitled to keep horses. And the expense of keeping
a stable? Preposterous to any but the lords of a dominion.

Vampires face a second problem when attempting to ride
rather than walk. Horses (like all animals) are distinctly
uncomfortable around the walking dead. To ensure proper
cooperation, most Cainite cavaliers feed their warhorses
vampiric vitae, thereby creating strong and loyal ghouls. With
the addition of a little Animalism, the master controls the
mount almost as easily as she would her own hand. The
Tzimisce, of course, often take this practice even further: The
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Fiends' war steeds are commonly horses in general appearance
only, having been shaped into equine terrors with razored
hooves and the mouths (and appetites) of predatory beasts.

Remember that while mounted, your Dice P ol to atrack
uses the Ability Melee (or possibly even Archery or Brawl) or
Ride, whichever is lesser — if you are a poor horseman, your
swordsmanship will suffer. In addition, if you suffer damage
from a blow when mounted, the Storyteller may call for youto
make a Stamina + Ride roll (difficulty depending on how hard
you were hit) to remain in the saddle.

A character who is unhorsed or thrown might suffer two
to four dice of damage, depending on what he lands on (soft
peat will likely not injure one at all, but landing on cobble-
stones is painful). This damage is soakable as usual (unless you
land for some reason in a firepit — or worse....). An unhorsed
character alsorunsthe risk of being trampled, at the Storyteller's
option (see helow).

JOUSTING

Although no Cainite will ever partake of the sunlit glories
of a human king's tourney, many a prince of the Long Night has
been recently enamored of the fledgling sport of tilting. This
trend is likely to continue as mortal society moves into what will
be called the Age of Chivalry. For those troupes who don't mind
adopting the mildly anachronistic practice of jousting a litrle
early, or those who choose to roleplay in a later setting than the
early 13th century, a few words on jousting are hereby included.

The jouster’s primary goal is to unhorse his opponent,
although countless variations persist among Cainite society.
Some Lasombra count a joust as ended only once the defeat ed
vampire is trampled beneath the hooves of the victor's animal.
Other princes disdain the use of the.lance, and require that
their knights attempt to knock one anc sther from the saddle
with a ball-and-chain. (Repeatedly swinging such a weapon
requires such strength of arm that these matches usually go to
the Cainite most learned in Potence.)

Jousting itself is relatively simple: Both horses begin on
separate sides of a partition, and charge full-tilt at one another.
Each jouster aims the lance to best unhorse his opponent,
while placing his shield so best to deflect his rival's lance.

In game terms, each jouster makes a Dexterity + Melee roll to
accurately place his blow; shields adjust the difficulty as usual.
Unless the two are using weapons of unequal length, both blows hit
simultaneously — there’s no need to roll for initiative. If both are
unlucky enough to miss, they ride past one another, wheel their
mounts around, and try again. If only one isaccurate, then he makes
an opposed Strength + Melee roll against his opponent’s Stamina
+ Ride. Success means he unhorses his foe.

If both weapons strike true, then each player must make two
more rolls. The first is a Strength + Melee roll (difficulty 6) to
unhorse hisopponent; the second isa Stamina 4 Ride roll to resist
being unhorsed himself. The difficulty of the second rollis 3 + the
number of successes the opponent made on the first roll (maxi-
mum difficulty of 10). For example, Lord Caius and Signor
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Magdiel manage tostrike one another in a pass. Caius' playerrolls
4 successes on his Strength + Melee roll, and adds two more for
having Potence 2. Magdiel's player rolls 5 successes, and has no
Potence to add. The difficulty of Magdiel’s Stamina + Ride roll
is 9, while Caius must roll against difficulty 8. Both vampires score
at least one success, and remain in the saddle — at least until their
next pass. Obviously, humans are at a great disadvantage when
jousting against vampires; most princes do not consider such
unequal matches sport at all.

Incidentally, it is possible to be injured while tilting. Story-
tellers may call for damage and soak rolls (the typical jousting
lance is not lethal, and does a mere Strength + 1 damage) during
ajoust. Characters using shields should receive anadditional two
soak dice, presuming that their opponents are attempting to
unhorse them traditionally. If the contest becomes more lethal
in intent, consider it mounted combat as usual. These jousting
rules do not properly reflect standard mounted combat, and
should only be used for sporting events.

TRAMPLING

Although some animals readily trample predators as a form
of defense, any person unfortunate enough to be in the path of
any large animal might find himself thrown to the ground and
crampled. If the trample comes as an attack (for instance, froman
elephant), then the attack is resolved asusual, and the target may
dodge. If the target is prone, he may still dodge, bur the animal’s
difficulty to trample him is reduced by 3.

However, it's entirely possible for a person to be run over
by a herd of animals, a coach, a mounted knight or a human
mob simply because he was standingin the wrong place. In this
case, there is no attack roll — the character is assumed to be
automatically trampled. He may make a Dexterity check to
avoid damage entirely — the difficulty and number of suc-
cesses needed depends on the number of pounding feet he must
avoid. If he fails this roll, he may still soak damage as usual.
This damage is not considered aggravated.

Difficulty  Successes  Damage

to avoid needed
FHare PR 0 6 MRIRERI

Warhorset )
and four VIR T e Y 10 dice
Cavalry
charge 5 9 dice
Mob s QS | - R 8 dice
Notes:T If the rider is deliberately trying to run the
victim over, she may make an opposed Manipulation +
Ride roll against the victim's Dexterity + Athletics.
This counts as an attack which cannot be parried, only
dodged. The difficulty is 8 for an poorly trained horse,
7 for a well-trained horse, or 6 for a warhorse.

Trampled by

- 6dice
7 dice
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SIEGES

The Children of Caine have always had quite a taste for
mortal politics. Some few are even credited with orchestrating
the rise and fall of entire kingdoms. In more refined times, a
vampire’s involvement with politics is usually covert and
aubtle: but in the Dark Medieval world, a Cainite's manipula-
tion may take the form of outright war. After all, if you have
made an enemy of a prince, why not influence mortals to lay
siege to hiscity at the same time you do? And think of the story
possibilities if the coterie wakes one evening to learn that
armies have surrounded their home....

Sieges last for days and months. Vampires have to return to
their havens or find temporary shelter during the daylight hours
of an ongoing siege. Being captured by the enemy or caught out
o late can result in Final Death. Then again, what better way
to break the will of a besieged or besieging enemy than to sneak
over the castle or city wall each night and feed on those beyond!
Lords and generals who are wise to the existence of vampires may
even call upon their services in a siege, whether to force the

i : y i |
| inhabitants to capitulate or to drive the attackers away.

Horror after horror awaits the besieged, Starvation can
drive the desperate to cannibalism. Attackers would often
launch rotten animal corpses or other filth over the enemy
walls, sapping their opponents’ strength through pestilence. A
Cainite must feed carefully under such conditions, or risk
further endangering her supply of blood. Truly, such a situa-

-

tion can be horrific as the citydwellers raise wails to Heaven for
deliverance that may never come. But if one is searching for
new ghoul servants, the desperate make excellent candidates
for a “deal with the Devil."

Thankfully for vampires, most sieges die down at night.
When an army must light fires to see, they give up any hope of
concealing their movements — their firelight is good for
illumination only to a certain point, but is visible from quite
a distance more. Cainites are thus safe from most of the
fighting, with one exception: Once the besiegers deem the
target sufficiently weakened, they sometimes make their final
attack at night. Thus, it's entirely likely that the one battle in
asiege in which a vampire might become involved is the battle,
the one that decides who wins and who loses,

A siege story can bring a great deal of dramatoa chronicle.
First, the coterie might well be involved in local politics to the
extent that they witness (or even precipitate) the events
leading up to the siege. When the attackers arrive, the charac-
ters may scout out the opposing army to sec what forces are
arrayed against their home city. (And not all of the opposition
must be necessarily human; a rival Cainite will likely tag along
ta assist in the destruction of his enemies’ havens. To say
nothing of the Lupines or magi...) As the sicge is drawn out,
city dwellers gradually grow increasingly desperate; infighting
and desertions may stir a riot or frantic atrocities as humans
turn on one another like terrified rats. Perhaps a traitor makes
plans to open the gates for the attackers in exchange for his life
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— what would the characters do if they learned of this! Maybe
one of the characters is struck by a catapult shot fired by a
restless enemy; maybe the besiegers start a fire that drives a
character into the Rétschreck. And then the final strike lands;
the walls are breached, or the gate is forced open. The
characters must then fight with all their cursed might, or lose
their havens to fire and the sword.

PERILS OF WHAR

Humanity is a clever beast. In the millennia since Adam
and Eve's expulsion from Eden, mortals have developed al-
most countless methods of killing one another, Siege weaponry
is a prime example: Soldiers on either side of the walls are
subject to numerous forms of attack, from boiling pitch to
catapult stones. If a Cainite is involved in the battles, he may
well find himself cast into the Final Death before he knows it.

If a character is unfortunate enough to be struck by a
ballista bolt or catapult stone, she will likely take anywhere
from 10 to 15 dice of damage, soakable as usual. (A note:
Ballistae fired bolts of such size that forging a metal head would
have proved uneconomical. Therefore, their points were
typically sharpened, fire-hardened wood. If pierced through
the chest with such a projectile, a Cainite will likely be forced
into torpor. Although the inaccuracy of siege weaponry issuch
that a deliberate “heart-shot” is all but impossible, stranger
things have been known to happen.)

INCENDIARIES

Fire is a devastating weapon, but it's hard to control.
Armies are usually careful about using raw fire against their
foes, as a blaze may well sweep back and engulf them as well.
Fortunately (or not, depending on your position in a battle),
humans have developed several alternatives, and can deliver
the sheer destructive force of flame on their foes without
having to worry as much about accidentally destroying them-
selves. The following substances might well be encountered
by Cainites involved in a human battle; vampires may also
readily use these weapons on one another. Each of these
burning agents causes aggravated damage, and are soaked as

fire (Vampire: The Dark Ages, page 200).

Boiling Oil

Perhaps the most familiar tactic for repelling besiegers is
by dousing them with cauldrons of boiling oil. Oil holds its
temperature better than water, and takes some time to cool
down. Damage from boiling oil is usually difficulty 7 to soak,
and the slightest spark can visit even greater harm on unfor-
tunate victims. Even the survivors of such an attack bear the
scars for life, and their horribly melted flesh is usually excuse
enough for most villages to drive the wretches into the woods.

Boiling Tar/Pitch

Even warse than boiling oil, tar and pitch stick to their
targets, continuing to do damage until washed off or cooled
down. Injuries from boiling tar or pitch are difficulty 6 to soak;
like fire, the Health Levels depend on how much of the
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character is covered. This attack can scar victims even more
horribly than boiling oil. Cainites lucky enough to survive
such an experience have had the flesh boiled and seared to the
very bone, disfiguring them as thoroughly as any Nosferatu.

Heated Sand

Another clever method of repelling armored invaders is
the use of heated sand. Defenders heat the sand until it is hot
enough to cause injury, then dump it on their enemies. The
sand sifts effortlessly through the cracks in armor, but doesn’t
run back out as easily. The results are accordingly gruesome —
Knights can be roasted alive in their armor like shellfish. A
victim will usually have to strip away hisarmor to get free of the
sand, endangering him even further — archers often wait to
loose on any survivors. Heated sand is difficulty 6 or 7 to soak;
obviously, armor cannot add to this roll.

Greek Fire

Fire is bad enough, but the chemical concoction of Greek
fire is even worse, for water will not extinguish it. This dread
Byzantine weapon has thankfully fallen from mortal hands by
the 13th century, but certain vampires may well have pre-
served its secrets forexclusive use against their rivals. Naturally,
the Cainite struck with Greek fire will almost certainly fall
prey to the Rotschreck, particularly if he tries to douse himself
with water and fails. The “fire that will not die” raises the
difficulty of Courage rolls by one once its nature is learned;
being burnt by Greek fire requires a difficulty 9 Courage roll,
or the character loses all reason, and may continue vainly
trying to outrun the flames or pour water over himself until
Final Death takes him. Needless to say, this weapon is used
only in the direst circumstances; the possibility of a backfire
worries even the most malicious of Cainites.

Greek fire adheres to whatever surface it strikes, and is
exceedingly difficult to wash away. Targets may only extin-
guish it by fully immersing themselves in water or otherwise
completely smothering the flames. It is difficulty 6 to soak, and
is considered aggravated damage of the highest order.

CAINITES AND
OpreN WARFARE

What are the medieval times characterized by if not by
massive armies of armored men! They swing swords and axes,
stomp around on snorting warhorses, fire swarms of arrows and
charge maniacally into each other with a mighty clash of steel.
The Dark Medieval times are no different. However, this is a
world in which vampires lurk in the night and have influence
over the battlefield, if not directly, after sunset, then through
proxies during the day.

This section is designed help you stage mass battles
between armies in your Dark Ages games. We're not talking
about moving miniacures around on a table. This is about
Storytelling the chaotic, horrific, violent and destructive
nature of warfare — with vampires and ghouls in the thick of

CHAPTER ONE: COMBAT
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it all. These rules avoid blow-by-blow confrontations and the
conventional dice rolls of the Storyteller System. Rolling for
each sword swing would be boring and would deny the bloodlust
of battle.

These rules capture the insanity of warfare in broad
strokes with emphasis put on individual characters. Armies
are certainly on the field, but Cainite and ghoul characters
face off against the individual opponents who stand in their
way, and are largely oblivious to events elsewhere in the fray.

Imagine major battle scenes in movies like Braveheart,
Henry V and Excalibur. Now imagine yourself in the midst of
such a battle, only you're undead. One of Baron Friedrig’s
footmen bellows insanely as he charges at you with an ax raised
over his head. Two more men have just killed one of your
mortal allies and are turning theirattention on you. An enemy
knight is about to bash you with his shield. Combatants
strugeling behind you suddenly crash into your back, knock-
ing you off balance. The ground under your feet is slick with
blood. You're about to frenzy. The Beast demands a taste of
everyone. Now roll dice to account for it all. Difficulr. You
want to know what the enemy general is doing 300 feet away!
Unlikely.

The tdeas that follow are meant to be used ro depict battle
scenatios, resolve them with a minimum of rolls, and convey
a frenetic, ultraviolent atmosphere while concentrating on
the individual in the story.

LEAD ap

Mass battles don't just occur spontaneously in the Dark
Medieval world. There are hundreds and sometimes thou-
sands of men and horses involved. They need to be mustered,
organized, armed, transported, camped and fielded before a
single arrow can be fired. The process takes weeks, sometimes
months to complete. When a battle is waged, it's anticipated
by and prepared for by all parties, Cainites included.

If you want to stage a mass battle in your game, make sure
that there's sufficient motivation for it — that there’s a story
behind it. If the vampires know the mortal leaders who are
feuding, they can influence those lords to declare war. (The
Cainites might even be the leaders.) Even if undead aren't
applying their influence, mortal wars need to be fought over
important issues, usually land or the simple desire to wipe out
the enemy. Don't just thrust a major battle into your chronicle
for its own sake. (Although traveling vampires who “stumble”
across a battle is justifiable.)

The point is, mass battles are major affairs in mortal and
Cainite spheres. They take extreme motivation to initiate and
a lot of time to execute, They shouldn't be waged every other
game session. One per chronicle is a good rule of thumb. A
chronicle could even be based on impending warfare, with the
climax oceurring with the battle itself.

DARK AGES COMPANION
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WO ARE WE FIGHTING?
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You may have already realized the inherent difficulty in
staging large battles that involve vampires: Medieval battles
are usually fought by day, not by night. This is where you have
to take some liberties. Mass battles might be fought by night

for any number of reasons, from premature contact between
enemy troops to surprise attacks staged after dark.

Major battles don't have to be fought at night for Cainites
to get directly involved, though. Nocturnal skirmishes and
raids on enemy camps can prelude or follow mass battles.
These would be hit-and-run affairs, but still large enough to be
staged with the guidelines presented here.

Daytime battles can also be played out through ghouls
that players adopt temporarily. Sure it's fun to be a vampire, to
tear open enemy soldiers, gorge on their blood and throw
around numerous Disciplines, but ghouls come a close second.
They're two or three times stronger than the average mortal;
some are deranged enough to gorge on the enemy; and some
even have more than one Discipline at their disposal.

Ultimately, it you stage a battle scene that involves more
combatants than characters can count at a glance, use these
mass-battle rules. If a smaller fight occurs, run it with the
normal Storyreller rules.

[f you want to go so far, vou can adjust difficulties (+1) for
mortal attacks made at night. Cainites clearly have the advan-
tage when itcomes tofighting in the dark. It’s even likely for blind
mortal forces to attack their own allies — or be tricked into it.

Just remember, if Cainites get involved in amajorbattle that's
fought at night, dawn is inevitable. A typical battle won't last more
than several minutes, or at most a couple-of hours. Vampires must
be able to take shelter after the chaos of the battle is done.

WIiInNDs OF FATE

It’s important to establish a story behind a mass battle to
make warfare realistic and convincing. It's also important
because that story often determines who will win the fight.
Storytelling a battle scene can get out of hand when the
Storyteller has no vision for what can happen. Many people
are killed and injured, and vampires are probably left standing,
but to what conclusion? If a battle is large enough, not even
vampiric efforts can change the inevitable course of things
(there are only so many soldiers that a Cainite can slaughter
before even she is overwhelmed by the masses). The Story-
teller should therefore know who will win a mass battle before
it begins, and under what terms (total rout, attrition, uncon-
ditional surrender, conditional surrender or perhaps a standoff).

With an established outcome, a battle becomes a plot
element rather than the be-all and end-all of a story. There are
repercussions that the remaining story addresses, and by
deciding the winner of the battle in advance, the Storyteller
knows what those repercussions will be.
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Don't underestimate the players to turn the tide of events,
though, no matter how firm you think the outcome of a battle
is. Players always do their best to ruin the best-laid plans.
Cainites are going to hunt down opposing leaders and personal
enemies on the battlefield. Army generals are often easy to
find. They're typically surrounded by entourages and aides,
and stand aside from the fray where they can observe events.
Singling out an enemy leader means wiping out his bodyguards
and agents, but that's not impossible for powerful or cunning
vampires.

If a general or significant lord is assassinated, not even the
destruction of the enemy may salvage a victory for the dead
lord's army. Everything that the lord sought to accomplish is
prabably lost, unless some successor can pick up the torch.

That said, have a contingency plan in mind for your story
if characters undo your planned aftermath. Duke Oswald is
found dead — and pale white. Can his frail son find the
strength to inspire the army's captains and carry the victory
that they won? What if the Cainites visit Oswald's son in his
field tent and make him a casualty, too!

L . . ] ?- _
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This mass-combatsystem isdesigned from the individual's
perspective. Youdon't play a general who moves troops around
(unlessyour character is the general), but rather asingle person
whao is caught in battle, where death can strike from any angle
at any moment, even for a vampire, Characters have no time
to plan, reconsider decisions or sometimes even think —

combat is a barrage of confrontations and chaotic events.
Instinct is the rule. The Beast is virtually irresistible.

A medieval battle typically occurs in regulated stages.
Archers (if any) fire first and maintain fire until friendly troops
enter the field of fire. Foot troops march across the field and
charge over the last few yards to the enemy. Cavalry (usually
armored knights) is either sent forward before friendly infantry
tocrash through enemy lines, or issent in after infantry attacks
to pursue routed enemies. Lightly armored cavalry units may
skirt the battlefield in order to flank the enemy. Cavalry can
also be used to counter oncoming cavalry attacks. The winner
of the battle is usually the force that can hold its ground; most
battles are won when enemy units flee.

The true battle is fought when forces clash. Individuals in
the mob face constant obstacles and threats. The Storyteller
should never let up on characters caught in the fray. There
should be someone (or multiple opponents) to face at every
turn. Likewise, terrain and events should constantly conspire
against each character. The following is a list of challenges
that a vampire can face in any — and every — moment of
battle:

* Multiple opponents attacking from various directions
(a given and a constant);

* Blood-slick, rough or cluttered ground that makes
toorting difficult;

CHAPTER ONE: CONIBAT
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¢ Falling bodies (human and horse);

¢ Random arrows, spears, axes, rocks, helmets and shields
flying through the air;

 Charging units of troops, whether infantry or cavalry,
engaging or fleeing from the enemy;

* Burning arrows, terrain, buildings, opponents and the
all-time favorite, oil;

e Barriers and obstacles that impede travel (rivers, gul-
lies, ridges, fences, buildings, barricades, stake walls and troops
waiting in reserve);

¢ Vision-obscuring smoke; and

¢ Disoriented troops that mistakenly attack their allies.

Throw a variety of these situations and events at them at
all times, whether they stand still and wait for threats to come
to them or try to make their way across the batclefield.

A battle usually lasts from six to 10 wurns before the
outcome is decided. (A turn can amount to a few seconds to
a couple of minutes, depending on events.) After that time,
remaining enemies are dealt with, captured knights are es-
corted away to be ransomed, and routed foes are pursued. It's
at this time thar frenzied vampires have achance to cool down
and compose themselves, assuming they aren't hunting down
fleeing troops.

,,
THE RULES

To stage mass battles quickly and dramatically, we have
simplified the Storyteller combat system into a few represen-
tative rolls. You're welcome to change these rules as youssee fit,
but it's recommended that you put emphasis on storytelling
over cumbersome rolls.

The heat of mass battle persists for about six to 10 turns,
In that time, each character faces a variety of opponents and
obstacles that the Storyteller throws at him. The players
declare actions as usual, even though their characters may be
separated from each other.

INITIATIVE
Initiative is based on Dexterity alone; characters with

high scores act first, characters and opponents with low scores
act later.

ACTIONS

Each vampire or ghoul gets as many actions in a single
mass-combat turn as he has Dexterity dots. Each “dot” can be
used to attack, perform some quick action, run around, leap,
heal or activate and use a “quick” Discipline such as Talons of
thE Beast. [Tn:ut each dﬂl.‘ as a turn would be handlﬁ‘.d in the
normal Dark Ages combat rules, except that most characters
have Dexterity scores of two, three or more, so characters will
be able to accomplish a lot in each “mass- combat turn.”)

If a character wants to attempt more than one action with
adot, use the normal multiple-action rules; Dice Pools are split
between actions. Otherwise, Dice Pools are not split among
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actions taken with different Dexterity dots. If a character
dedicates one dot's action to attacking with a sword and
leapingaditch to avoid pursuers, the Dice Pool is split between
the actions. If the same character dedicates his next dot to
making another attack, the attack receives a full Dice Pool
(dice aren't allocated among the three actions, only the two
that “share” a dot).

Possession of Celerity doesn't necessarily increase the
number of times that a character gets to act in mass combat; on
a narrative level, everyone performs several actions without
any defined time parameters, However, possession of Celerity
allows a character to escape a confrontation or move to any
other spot on the battlefield almost instantaneously, all at the
expense of one Dexterity dot’s action (and a single Blood
Point, as usual), Escaping confrontations might mean avoid-
ing five opponents, a fafling horse and rough terrain all at the
same time. Celerity doesn't immunize the character against
the attack roll that's made against him in the turn (see below),
but it does allow him to avoid specific dangerous situations.

Activating and using Disciplines typically demands a full
turn, regardless of how many dots of Dexterity the Cainite has

- all dots are used up. Disciplines are more demanding than
melee attacks and quick actions because they usually require
the vampire's full attention, and concentration is difficult to
maintain in full-blown bartle. Imagine a vampire who at-
tempts to use Dominate on a foe. He has to catch the target’s
eye, hold his attention and then act on that bond. That also
assumes that the target is capable of eye contact when con:
sumed by battlelust. Meanwhile, the vampire tries to ighore or
escape all the distractions around him.

Some Disciplines (ones that activate or are used in mo-
ments), can be applied like normal attacks or actions — with
Dexterity dots. The Storyteller and player are left to decide
what is a quick-to-use power, although the Storyteller is the
final arbiter,

If the Storyteller chooses, attempted uses of Disciplines
over a whole turn can demand rolls to determine concentra-
tion. Roll Wits against a difficulty of 6, If the roll succeeds, the
character uses his Discipline as intended. If the concentration
rolls fails, disruptions on the field ruin the attempt. A botch
delivers some tragedy upon the character. A Willpower point
can always be spent to ensure that a Discipline is used success-
fully, negating the need for a concentration check.

EFrecTS OF ACTIONS

Being on a battlefield is obviously extremely dangerous,
not only in terms of hand-to-hand combat, but in terms of
random mishaps and unexpected incoming attacks. Anenemy
soldier can swing a sword at a vampire, but arrows also fly
through the air, terrain shifts make footing difficult, and
objects crash into combatants. These “coincidental” dangers
are reflected in this system, but in a simplistic way that keeps
events moving quickly.
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SpILLS AND MiIsHAPS

At the beginning of each mass-combat turn, a player
should make a Dexterity + Athletics roll (difficulty 6). If the
roll succeeds, the character maintains his footing for the turn
and manages to account for all coincidental dangers around
him, such as falling knights, charging troops and rough terrain,

If the roll fails, the character loses one of his Dexterity-dot
actions for the turn. No damage occurs to him, but he loses the
ability to act as often as normal because he falls down, rushes
to get out of the way of stampeding horses, or is temporarily
pinned under a heavily armored knight (the actual circum-
stance is determined by the Storyteller). A Discipline that
requires a full turn to activate or use can still be applied when
a character's Dexterity + Athletic roll fails, but a concentra-
tion roll (see above) is mandatory to use the Discipline.

If the evasion roll botches, the character loses all of his
actions for the turn while impeded by some event on the field.
Not even Disciplines can be activated or consciously used.
Disciplines that are already in operation continue as long as
theydon't require the vampire's constant attention. If they do,
they cease functioning.

Note that this roll to escape most mishaps does not
account for special maneuvers that a character attempts in a
turn. If a Cainite wants to leap a ravine, a separate action and
roll is required. The “evasion” roll at the beginning of the turn
simply accounts for accidents that occur on the field.
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Attacksstaged by vampires and ghouls are resolved quickly
and have sweeping effects. A character's melee, brawl and
missile attacks are rolled for normally (with a Dice Pool of
Dexterity + Melee for sword attacks, for example), except that
a standard difficulty of 6 is used. For every success rolled, one
opponent is “dispatched.” The victim iskilled, gravely wounded,
runs in fear or is knocked unconscious. The opponent is no
Iﬂnger a threat; no Health Levels are counted.

If multiple actions are performed with asingle Dexterity dot,
dice allocated to any attacks are still rolled, but the number of
opponents that can be eliminated is obviously reduced.

Use of Disciplines typically dispatches a number of oppo-
nents equal to twice the rating of the power (athree-dot power
eliminates six opponents). Of course, if a Discipline has
specific parameters and would affect certain targets or a par-
ticular area of effect, the appropriate number of targets is made
into casualties instead. Ultimately, it's not the quantity of
bodies that a vampire piles up that's important, but the need
to strike quickly and fatally in order to survive. No one has
time to keep a body count during battle.

CreEATIVE USE OF DISCIPLINES

Disciplines can be used in a variety of ways in battle, and the
Storyteller is encouraged to be flexible with their application. If
a player proposes use of the one-dot Mortis power Masque of
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Death to turn an enemy soldier into the walking dead, and the
vampire sends the victim back into his own lines, more than the
standard two enemies will be affected. Large number of enemy
troops will flee the “corpse” before someone strikes him down.
The rule of thumb is: If the player comes up with a convincing,
even if somewhat illegal effect for a power, allow it. Since
Disciplines can only be used once per turn, granting them wide
attect makes their use more dramatic.

Players should be inventive with Disciplines. Nocturne
can be used to blanket the enemy in darkness, but it can also
be used to hide allies or cloak the enemy’s objective. Awe can
be used to convince enemies to leave a vampire's presence, but
they might also be convinced to fight their allies for a turn.
Interred in the Earth can be used to hide, but can also be used
to spring from the ground and surprise opponents. Disease
could be used on one victim and the vampire could point at
himand shout “leper.” Everyone, friend and foe, would flee the
target. Using Disciplines in obvious ways undermines their
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potential and diminishes one of the most significant differ-
ences that exists between Cainite and mortal on the batelefield.
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Using Disciplines or multiple attacks to dispatch
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large numbersofenemies at one time provesavampire’s
might. However, it also attracts the attention of en-
emy leaders and champions. When a hole suddenly
opens inaline of troops, lords tend to notice. Thatcan |||
mean a hail of arrows directed against a specific char-
acter or might mean a charge by lance-toting, heavily weZAN A

armored knights. In that case, add two dice to a mortal ..H.fz:__;,'ﬁ'. a2l

v o

counterattack Dice Pool {SEE bcIGW] for the turn, £ 1 #._'- -
W i

— e ——

COUNTERATTACKS

Cainites in battle face a number of different opponents in
any given turn as the tide of battle shifts. Individual vampires
get multiple opportunities to act and attack in a turn of mass
combat; they are supernaturally powerful and are the heart of
the story, so putting emphasis on them makes sense. The
Storyteller doesn't want to roll attacks for every mortal com-
batant who squares off against a Cainite, though. Mortal
counterattacks are therefore represented by a single roll in
every mass combat turn. (Mortal attacks on vampires are not
rolled for every action — every Dexterity dot — that a
vampire takes in a turn, but for a whole turn.)

The Storyteller makes a generic roll of five dice (difficulty
6) against each vampire, each turn. This roll represents atracks
specifically directed against a character, but also encompasses
randorm attacks such as stray arrows, erratically thrown weapons,
‘ wild swings and blows deflected from other targets. Double the

) number of successes made in the attack roll and use the total as
a damage Dice Pool. The vampire's Stamina, Fortitude and

armor still form a soak Dice Pool that reduces damage successes.
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Mortal attacks on Cainites should be considered aggra-
vated every second or third turn of combat. Aggravated
attacks include flaming arrows, boiling oil and perhaps even
blessed weapons (priests bless armies and sometimes weapons
before each battle).

If the Storyteller makes an attack roll, aggravated or not,
and achieves five successes, the targeted vampire is impaled
through the heart and is immediately thrown into torpor, In
this case, a lucky arrow, spear, stake or broken ax handle
pierces the vampire's heart.

The traditional Dark Ages rules for shooting a vampire
through the heart (page 192) are superseded by these rules to
reflect the constant danger and chaos inherent to mass battle, as
it is impossible for a vampire to anticipate every attack made
against him. It is also for this reason that no attack made against
a Cainite in mass battle can be dodged as usual in the Storyteller
combat system. Not even automatic heart impalings can be
dodged. Again, the battlefield is not a place for the frail or delicate.

e T = _— - .

Mrm C rmnm AND TORPOR

Cainites face a greater threat of impalement in
mass combat than in perhaps any other circumstance.
| Flying missiles and weapons can picrce the heart at
| almostany time, and without warning. The Storyteller
should convey this danger to alert players to the
jeopardy that their characters are in. A nearby mortal
soldier might suddenly fall screaming and ¢lutching at
his heart, an arrow piercing straight through his chest.
A knight might ride by with an enemy impaled on his
lance — again pierced through the heart. Such images
bring horne the threat that vampire characters face —
perhapgto the point of mftlr.mg them reconsider their
necessity on the ﬁefﬂ

Fear can be r:spedally intense if Cainites get word
thatan enem{ lord knows of their existence and is hunting
vampires on the field. That knight riding by with the
impaled victim on his lance could be the lord in question.
How long could it be before he confronts the characters!

DraMaTic MOMENTS

What cinematic, mass battle would be complete without a
personal duel between the story's heroes and villains! Dark Ages
battles are no different. Characters are bound to hunt down and
confront personal enemies and enemy leaders. Stage such duels
with the traditional Storyteller combat rules, with a distraction
thrown in from time to time. An enemy soldier might come to
his leader’s defense and assail a Cainite, while a soldier allied to
the Cainite might stabat an enemy leader. Such distractions can
be dealt with by adding to the difficulty of an attack made against
the other duelist, or by diminishing the Dice Pool that either
duelist hastouse in aturn. l.”tln‘mrely. the int nldin}.: combatants
shouldn't remain for more than a turn before they're suddenly
dispatched or they run off.
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MORALE

Mortals in Dark Medieval times are extremely supersti-
tious. When they see another “person” tear the head off of an
opponent and start drinking, they get upset. The opponents
that a vampire dispatches in mass combat already include
soldiers who are frightened away. However, if a Cainite makes
a tremendous or dramatic display of power, such as use of the
Obtenebration power Nocturne, more than the “normal”
number of opponents is affected. Fear ripples through enemy
troops. If several soldiers suddenly fall or flee, others run, too.
The Storyteller must decide how widespread panic is. Just
remember that broken morale tends to have a cascade effect;
when some start running, more follow.

FEEDING

Mass combat offers plentiful opportunity to feed, whether
during or after battle. Treat feeding during combat as a full
turn’s action (as if a Discipline is used). Assume thar all 10
Blood Points are drained from the victim.

Observers of a feeding, if any, probably don't realize what
they witness in the tlurry of events. Alternatively, they are
horrified by what they see but don't have the opportunity ro do
anything about it. Indeed, a Nosferatu or deformed Tzimisce
could reveal her full form in mass combat and the overall
course of the battle would go unchanged, nor would the
Cainite face repercussions afterward.

FRENZY

Very few vampires caught in the thick of battle can resist
the Beast. The immediate threat to life and limb and the flow
of blood is just too much to resist. The temptation to frenzy is
automatic; no single Control/Instinct roll determines if a
vampire can resist frenzy. Rather, each Cainite immediately
enters into the five-success extended action of resisting the
Beast (difficulty 6), as detailed in Dark Ages (page 202). Iffive
successes are achieved, the vampire takes control of herself.
Otherwise she is blood-crazed and largely remains that way
until the end of the battle. All the bonuses and penalties of
frenzying apply to these mass- combat rules.

ExamMpLE oF PLay

The following is an example of how a mass battle is staged.
Only two turns of actual rolls are outlined, but they convey a
sense of how a whole battle is played.

Anatole wryly warmed Baron Sumpter that outright rebellion
against the local duke was madness. There were other ways of
freeing Duke Astor from the influence of the centuries-old vam-
pires who controlled him. Unfortunately, the enraged Sumpter
refused to listen to a "demon.” And so the Malkavian found
himself in the thick of a futile battle, a nighttime attack meant to
surprise the duke's forces. As Anatole expected, Astor's mortal
army was ready for the move, Now the Cainite feared for the life
of his impetuous friend... but had to laugh all the same

CHAPTER ONE: CONIBAT
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Inthisscenario, the Storyteller has established the premise
for a mass battle in his chronicle: A mortal baron has been
duped into committing rebellion by conspiring vampires.
However, the baron has the guidance and protection of his
Caimnite comrade Anatole.

The Storyteller has already determined that Duke Astor
is prepared for anocturnal attack, thanks to supernatural spies.
The Storyteller decides that the heat of battle will last only six
turns before Baron Sumpter's forces are routed.

Anatole has a Dexterity of 4. He may therefore take four
quick actions in every turn of mass combat, or may perform
one “longer” action, such as using a Discipline.

At the beginning of the first turn, Anatole’s player,
Justin, makes a Control/Instinct roll (difficulty 6) to resist

frenzy. It succeeds, so Anatole remains rrue to his plan of

protecting the baron

Next, Justin rolls Dexterity + Acrobarics (difficulty 6) to
see iF Anatole avoids mishaps and coincidental events. That
roll fails (but doesn't botch), so Anatole loses one action this
turn. [he Storyteller declares that a unit of charging soldiers
torces Anatole away from the baron, and time is lost getting
back to the lord's side.

Inhisfirstaction, Anatole confronts three enemy soldiers
wirh his sword. His Dexterity + Melee Pool is eight (difficulty
0). Justin gets tive successes and dispatches the three soldiers,
plus two others who flee ar the sight of the carnage.

The Storyteller tells Justin that Anatole’s second action
s lost as the vampire is forced aside by the unit of enemy
soldiers, discussed above.

In his third action, Anatole lashes out at the unit that
pressed him to the wayside. Justin rolls two attack successes, so
two soldiers are disposed of.

In his fourth action, Anatole strides forward to engage a
captain whois marshaling troops against the baron. Justin tolls
an impressive six successes. Not only does Anatole hack the
horse out from under the captain and the knight is crushed
under his steed, but he decimates five men who try to heed the
captain’s call!

At the end of the turn, the Storyteller makes a counter-
attack roll against Anatole. Five dice ace rolled (difficulty 6).
The Storyteller decides that because Baron Sumpter is the
target of the enemy army, and Anatole is his defender, this
attack is aggravated. Two successes occur. That means four
dice are rolled in the damage Dice Pool. Three damage
successes are achieved. Anatole soaks one of them (he has
Fortitude). The Storyteller announces that during the course
of battle, Anatole has been struck by a flaming arrow and
forced into a burning haystack. Justin marks off two aggra-
vated Health Levels.

That's the end of the first turn.

DIARK AGES COMPANION
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In the second turn, after successfully resisting frenzy again
andavoiding mishaps this ime, Anatole uses his Dementartion
power Haunt the Soul to implant visions in the minds of the
soldiers who charge the baron's position. Justin hopes that
their insane screams will frighten off other soldiers, too.

The Storyteller calls for a concentration roll (Wits, diffi-
culty 6), which Justin makes. Haunt the Soul is a two-dor
power, so four enemy soldiers are driven screaming from the
field (they witness Baron Sumpter as something far more
horrific than the normal man he 1s). The Storyteller decides
that others are affected by Anatole's power as well. The
Storyteller rolls a die to determine how many other soldiers
flee the baron’s presence, for fear that he is more than he
appears.

After another counterattack roll against Anatole (not
uggr;watnL lhi:'. [imr], lht: nm‘nn,l turn 1s Oover.

In the following turns, Anatole falls into frenzy and fails
LO protect Baron SUI'T‘IPI{‘I as he sates his bloodlust. The baron
1s struck down, throwing the Malkavian further into madness
Though Duke Astor's forces win the battle, they are mysteri-
nu.-:!'-,' whittled down on the long trek back to their manors
Ith[l!l announces that .“'I.".i[l.TIL' seeks revenge ag.aunst r.!'n-
knughes in the duke's armv, and that Astor will be killed last
awarningto the ancient vampires who control the mortallord
['he Storyreller must now adapt this mission into his ongoing
storyline,

HFTERMATH

After the heat of battle cools, one side (usually the one
with the most troops left standing on the field) is the winner.
The losingside is typically broken, with survivors surrendering
or fleeing. Cainites can use this time to pursue routed enemies
or to feed. Frenzy typically wears off at this point, too, and
characters must decide what to do next in the story, If dawn
approaches, they undoubtedly seek shelter. Conspicuous
Cainites like Nosferatu need to disguise themselves or face
garrisons of troops who assume that such creatures can only be
allies of the enemy.

CONCLUSION

In the end, no matter how a mass battle is staged, it should
be exhilarating and terrifying at the same time, even for
supernaturally powerful vampires. Neither players nor charac-
ters should have the chance to take stock of events. Characrers
may not even know that their presence on the battleground
means their demise, at least not until the smoke clears and it
becomes clear that enemy soldiers have won the field — and
now close upon the monsters.
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SaMMARY OF CoMBAT RULES

* The heat of mass combat lasts from six to 10 turns.

* Vampires immediately begin extended action rolls
(Control/Instinet, difficulty 6) to resist frenzy. One roll is
made per mass-combat turn, Five sucgesses are required to
gain control,

e Each character. checks Dexterity + Acrobatics
(difficulty 6) to'avoid mishaps and pitfalls in each turn.

* Initiative is based on Dexterity; characters with high
scores act first as Dexterity <ot actions and tumns are resolved.

* A vampire gets as many “quick” actions (attacks,
maneuvers, chances to lu:;ll} in a mass-combat turn as he
has Dexterity dots. A single dot that's dedicated to mul-
tiple actions requires that the Dice Pool be split.

e Attack Dice Pools are rolled normally (difficulry
6). For each success, one opponent is eliminated.

* Disciplines that do not have instantaneous effects

require a whole turn to use. The number of targets affected
by a Discipline is equal to twice the rating of the power
(unless the power specifies otherwise).

¢ A concentration roll (Wits, difficulty 6) may be
required to use some Disciplines in the midst of battle;
Storyteller's discretion.

¢ Each vampire is subjected to one counterattack roll
pet turn, It has a Dice Pool of five (difficulty 6). The
number of successes is doubled, and that is the number of
dice rolled in the damage pool. This damage can be soaked.

* Artack rolls made against vampires are considered
aggravated every two to three turns.

® [f an attack made on a vampire scores five successes,
the vampire is impaled through the heart and is immedi-
ately sent into torpor.

¢ No attacks can be dodged.

CHAPTER ONE: COMBAT






To hHis Wlost (Hugust Wiajesty) Frirnce
(Tritonio Wellatonte of Heron, Yreetings:

F prav) this letter firds VIOU [(OSPLrOUS irl
these dillicudt tirres, and powuw dDornirion
untroubled by fartire or voar Wiluch bas been
S in Spain of nour great city), the gatevoan

to the Doly Land, and of nour just and fexie
cude of Cainite and movtal alilke. Jreatly) do 3
desive to seepour faic city, and sreat voas rrw)
jor) upon receiving poue surrmmons, but it is
voith heaor) heart that for ovo ¥ must for-
bear pown gerrerous bospitality) J armrequired
to et other olligations, both to rry learred
brethreriand to 1w prirce, vobich cormpel rre
torermmininSeville Vet 3 vooudd rotbea frue
childe of the Wrujah voere 3 torelusea vequest
for the spread of krovoledge, so vobile 3 carr-
ot attend on pou in person, please accept
this (etter, vobich 3 trust voill provide, fopour
satisfaction, all the krovoledge of the Cainite
Roads that pou 1) requiive.
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We are all pilgrims on a Road, from the first moment we
awaken in the Embrace. Do you recall your first impressions of
unlife, Your Majesty? The coldness, the emptiness inside, and
then the terrible hunger, as the blood of Caine awakened the
Beast within? It focuses all of our urges and hidden desires into
asingle, raw need that is horrifying in its strength and purpose.
While the newborn babe comes into the world fighting for air,
the newborn Cainite awakens fighting for his heart and mind,
and the battle is never truly won. Defeat means becoming a
monster, with no memory of what it once was.

So we must struggle against the domination of the Beast,
each according to our nature. We reinforce our minds with
structure and logic against the nextonslaught of mindlessness.
A childe of Caine must drive himself to seek a meaning for his
newfound existence, a code of behavior that will define his
actions, because it gives him discipline and strengthens his
presence of mind. What is more, these systems of ethics
provide a refuge, a point of reference to accept our existence
as vampires. Unlike the mortal world, with all its read
explanations, a childe lives a life of mystery and secrets
Sometimes we find that the truth about what we are can be too
much to bear, and the Road is there to ofter us refuge.

In the course of my studies, | have determined eight Roads
that encompass the philosophies of the modern world. Herein
I shall describe them, and their followers, in detail, save one.
Of the Road of the Devil 1 will not speak, save to say thatit s
no true path at all. Better to surrender to the Beast than
welcome Hell onto the Earth. | will not take part in spreading
its deceit,

Before | begin, let me first dispel a myth. There is no
arcane formula for determining what Road a Cainite walks.
One cannot simply consider nature, demeanor and clan, and
then derive a predictable answer. We are not such simple
ciphers! A man’s pretense is too often a false face, for how
many rogues have been shown to hide noble hearts? And who
would think a Tzimsice would follow the Road of the Beast, yet
it is sometimes so. Oftentimes, the choice of Roads is not a
conscious one, but an unknowing reaction to a Cainite’s
newfound existence. In general, an individual's nature will
largely determine which Roads are most agreeable to follow.
A true rogue could not take the Road of Chivalry to heart, any
more than a just prince could dedicate himself to the Road of
Paradox. Each clan, by its nature, tends to espouse particular
Roads that keep with its ideals, but ultimately the choice
belongs to the childe. Following a Road for the sake of a clan
rather than the dictates of one's heart has led more than one
Cainite to a tragic end.

In the following passages, | have tried to illustrate the
different beliefs of the seven major Roads in the words of their
adherents, along with my own observations. You will also find
various archetypes that are agreeable to each Road, the clans
that tavor a p‘-!.[!lu.ii.lr Road and '~'-'h','. and various ph!_.'-.;a_.||
details of the believers that may be of interest to Your Majesty.
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Via BESTIAE -
Tue Roab OF THE BEAST

The Gangrel's eyes never left mine as he crawled backward into
deeper shadow, out of the moonlight. He dragged the body of the
woodsman like a dog clutching a rabbit, his jaws locked around the
throat of his prey. I heard flesh tear, and he began tofeed. Foralong
time it was the only sound in the hollow ruins of the old millhouse.

“ walk no Roads, Brujah," he said at last. His voice was like
a hinge that had been left to rust. “I am true to myself. I am a
vampire, acreature who feeds on the blood of men. The hunger was
with me when | awoke in the grave, stronger than anything I have
ever felt before. It filled me with strength and sharpened my senses,
so | rose from the damp earth and began to hunt. The darkness was
alive that night, and | moved through it like one of your petty kings.
\When I found my prey I let it run, just for the joy of the chase.”

He rose from his meal and began to pace, moving with swift
strides. His form was slightly hunched over, as though uncomfort-
able with walkingerect. There was anervous energy, atension that
seethed in him, like a caged beast.

“Near dawn, | found a cave in which to rest. [ was not afraid
of what | had become. Rather, 1 was at peace. Do you know why?
Because I had no need for riches, or for the favor of some cowardly
noble or for the blessing of a sneering priest. Those things were for
the sheep on which | fed. I had become like the wolf, accepting the
animal urges within me. It made life simple and complete.”

He threw the woodsman at my feet. The body's woolen tunic
was dark with spilled blood. “Drink of an honest kill for a change,
scholar. You and your scheming brethren are little better than the
cattle you feed upon. You think to bury your nature under courts
and laws, pretending yow are still human, that nothing has changed.
Your cowardice sickens me."

The Gangrel was a blur of fluid motion, leaping to the
windowsill. He was tall and lean, and wore nothing more than a
simple linen tunic that reached to his knees. His hair was a tangled
mass that gave shadow to his pale face. “Drink or do not drink,”
he said, the red summer moonlight gleaming in his eyes, “but leave
this forest before dawn. These are my hunting grounds. If I find you
here again, | will take you for my prey.”

Most Cainites struggle forever against the Beast within,
because its raw savagery cares nothing for compassion, reason or
regret. It paces and hungers, the soul of a predator, and we hold
it at bay for fear of what its urges may drive us to. We hold to a
desperate belief that whatever we have become, we are not
animals.

Those who follow the Road of the Beast say we are living a lie.

These ferals accept the bestial instincts that arise with
the Embrace as the natural condition of the vampire. Driven
by instinct to hunt and feed on human blood, they see themselves
15 akin to the bear or the wolf, and retreat into the wilderness to
live like any other animal. This is alimost always an unconscious
reaction sOmetimaes a person becomes a feral because the

knowledge of his damnation s too much to bear, and his terror
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and shame compels him to forget his human existence. Only a
rare few, disdainful and bitter with mortal society’s corruption,
choose to deliberately abandon themselves to the wild.

While it would be easy to dismiss the Road of the Beast as
nothing more than uncontrolled barbarity, its philosophy in
fact hasan enviable simplicity, and s as principled as any other
Road. A feral thinks of himself as a creature of the wilderness,
subject to the laws of nature like any other animal. When he
hungers, he feeds. When tired, he rests. When cornered, he
fights. The weak must perish so that the strong may survive. As
a result, the feral’s mind is always on the moment at hand; the
past is dead, and the future will take care of itself. He trades
reason for instinct, wisdom for impulsiveness, and acts on his
urges as they arise. By doing this, he maintains a balance with
the Beast within. Rather than hold it back, he gives it release.

Like the animal, a feral is unfettered by doubts, ambitions
ot by any of the other distractions of the reasoning mind. He
sees the world in absolute terms — predator and prey, good and
evil, friend or foe. Asaresult, he hasno patience for deceit, and
is brutally honest in his dealings. This single-mindedness,
however, also makes him dangerously short-sighted. At best,
a feral will only consider the most immediate consequences ol
his actions, which can be a potentially fatal mistake. This
perspective also leaves him prone to manipulation (but woe
unto the manipulator should he be found out).

On the surface, the Via Bestiae may seem chaotic, but a
feral is bound by adefinite code of hehavior. He must establish
a territory of necessary size to provide good hunting for
himself, and then keep it free from rivals. He kills only when
he must, to feed or to defend himself or his territory. The feral
avoids cruelty and maliciousness as much as altruism, for those
are all seen as “civilized" traits. When he fights, no quarter is
asked and none is taken. He must avoid material desires and
the trappings of mortal society. Last, but most important, a
feral must maintain his freedom at all costs. He owes no prince
allegiance, and is bound by no law but his own. Few things

inspire dread in a feral as much as the thought of the Blood
Oath.

Ferals tend to lead solitary existences, sharing a healthy
contempt for mortal and Cainite society. They are intensely
wary of any new element in their environment, and are
instinctively mistrustful of people. When interacting with
others, they are blunt and forthright, and have no patience fot
small talk or pleasantries. While it is not impossible to earn a
feral's trust, such favor comes only with time and patience.

| Friendships of a sort can be forged, but the feral will always
keep himself at a distance, unwilling to be drawn too deep into
the ways of social interaction. In cases where a feral chooses to
become part of a group of Cainites, he often assumes a packlike
mentality, looking out for other “pack members” while at the
same time vying with the "pack leader” for dominance. The
feral will accept leadership only from someone whom he can "
respect.

'[RH]
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By nature, ferals tend to be of a type that is self-centered
and antisocial. A barbarian or a rebel might choose this Road
out of contempt for civilization and its decadence, while a
loner might seek the wilderness because the ways of people
were never welcome to him. A hard-bitten survivor of life's
misfortunes will sometimes take to this Road, because he
favors abandoning restraint and living by wits and strength.
There are also rogues who occasionally tumn to this Road,
preyingon the weak to feed their selfish desires, but this is rare.

The only clans that routinely lay claim to the ferals are
the Gangrel, the Nosferatu and, to some extent, the Tzimsice.
Many Nosferatu flee into the deserted places of the world in
horror at what they have become, and seek the Road of the
Beast to forget what they once were. The Tzimsice cultivate
attitudes in keeping with this Road, opening themselves to
their Bestial urges; some of their number have been known to
embrace this Road wholeheartedly (much to the embarrass-
ment of their peers). But the Gangrel by far is the clan with the
most claim to this Road; they actively teach its ways to their
childer, invoking the animal natures within them.

Ferals can runa wide range of appearance, from naked and
filthy ro armored in leather and furs. Their clothing is simple,
otten dirty, and threadbare, usually a patchwaork collection of
items stolen or taken from unresisting prey. They have no
interest in jewelry or ornamentation, looking on such with
disdain. Ferals tend to avoid the use of tools or Weapons,
preferring their natural abilities insread.

Via EQurram -
Tue Roap oF CHIVALRY

The knight, his eyes grim and purposeful, strode past my
protesting servant and into my chambers. He wore his full suit of
mail, armored head to toe, and his sword hung from a worn
scabbard at his side. | stood, bewildered, a scroll dangling loosely
from my hands as the warrior knelt before me.

He looked at me expectantly. | froumed. “What do you
want?" I asked.

“I am Geoffrey of Anjou, my lord,” the knight replied. He
had a square-jawed face scarved by war, with a patrician’s nose
and cold-blue eyes. His voice was coolly civil. “My lord the Prince
of Seville, Miguel del Santos, sends his deepest concem for your
safety and well-being, and has commanded me to watch over you."

Then l understood. “This is about that bloody rumor , isn'tit? Those
Moorish zealots have no interest in a simple scholar such as myself!”

The knight's face hardened to a mask of resolve. “It is no
rumor, my lord. The prince's agents have leamed, for a fact, that
the caliph in Granada has sent an Assamite to destroy you. Youare
more than merely a simple scholar to the prince. He values your
counsel in all things.”

“More is the pity,” I said indisgust. | threw the scroll onto the
table before me. “This is madness. What? Does the prince believe
my duttes would be beteer served by setting watch over my every
move’ | have no wish to be nursemarded by a knight.”

DARK AGES CONPANION

Geoffrey of Anjou was unmoved. “I cannot help that, my
lord. I must protect you regardless. I have given my oath upon it.
\When the Assamite comes, | am bound to defend you at the cost
of my own life, if | must.” The knight hazarded a tiny smile. “Of,
course, | would rather he paid for it, instead.”

“You are damned forthright for a Lasombra,” | snapped, trying
to think of how to send the knight back without insulting the prince.

At this the knight bristled slightly. “I am no Lasombra, my
lord. | serve the prince, but [ am a Ventrue.”

[t was a few moments before | regained my composure. “How
is that again!”

“ challenged the prince in a trial by combat, and was
defeated. He accepted my yield, in exchange for a year and a day
of service." He might have been speaking about the weather,
explaining an obligation that would have humiliated any other
member of his clan.

I pulled up a chair, suddenly needing to sit down. “Let me see
if | have this straight. Yow are a Ventrue, inservice toa Lasombra,
who has commanded you to protect a Brujah.”

Cieoffrey nodded solemnly

“And you do this of your oun free will?”

“"And to the best of my ability, my lord. My honor demands it.”

In adark age of treachery and brurality, the Road ot Chivalry
is a difficult and demanding Road, dedicated to honor, courage
and nobleness of spirit. Sadly, the Road's greatest challenge
comes not from the Beast within, but out of keeping one's
integrity intact amid the tangles of Cainite politics and intrigue.

The Via Equitum is a philosophy passed down as a sacred
trust from sire to childe, charging each paladin to take responsi-
bility for her newfound powers and touse them for the betterment
ofall children of Caine, rather than herown lot, The paladins see
themselves as the caretakers of Caine’s vision, whereby all
Cainites should live in harmony, among an honorable and
selfless society. Some of my learned brethren maintain that this
Road found its origins in Carthage, our lost utopia. I must
reluctantly dispute this. Though a paladin's ideals are indeed
noble, her ethics and honor are largely reserved for vampires
alone. Mortals are seen as noble animals, like the stag or the eagle,
and afforded the respect such creatures deserve. They are to be
treated fairly and honestly, but that is all. Paladins see a mortal
as their equal no more than they would a horse or a hare.

What is interesting to note is that this Road deals with the
urges of the Beast in an almost back-handed fashion. Paladins
focus on the obligations and responsibilities that come with the
power of the Embrace. Tothem, the Beast is no different from the
terrible temptations any mortal is prone to, though it is given
greater strength in proportion to a Cainite’s greater abilities. By
devoting himself to selfless service and the cultivation of honor,
apaladin rises above hisdark nature. Infact, it is thisrigorous self-
denial that ultimately makes this Road so effective — the
paladins' focus is on their works rather than their needs.

The philosophy of the Road of Chivalry 1s deceptively
simple: With power comes the obligation to use it wisely and

productively, The implication s thiat whar can be given can




also be taken away if the recipient proves himself unworthy.
To demonstrate that he is in fact warthy of his gifts, a paladin
must treat them in the spirit with which they were given,
generously and respectfully. This is why a paladin is obligated
to defend those weaker than himself, and sacritice his own
needs in favor of a greater good. Again, it is noteworthy that
this applies to Cainite society only.

The paladin seeks to lead by example and elevate all
vampires to be worthy of Caine’s vision. His ethics are de-
signed to reflect this, and are thus more formal and detailed
than those of other Roads. In his dealings with other Cainites,
a paladin is respectful, generous with his hnipilulih‘ and
mindful of others'. He is honest and, in all things, acts with
honor. His oath is an unbreakable bond. (Seeking to place a
paladin under Blood Oath is seen as a severe offense to his
honor and integrity, and constitutes a grave insult.) A paladin
i1s taught to uphold the Traditions in all endeavors, and to
uphold the station of the prince, if not necessarily the prince
himself. Most of all, paladins promote justice and fairness.
T]‘H-.“!.' are bound to protect the weak and intercede on behalf
of those they believe to be innocent of wrongdoing. In battle,
a paladin is courageous and fierce, but ready to show mercy
should a foe offer to yield. Enemies who yield to o paladin must
meet the paladin's terms of surrender and uphold them. This

15 Called parole, and i the foe breaks i, the paladin will follow
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him to the ends of the Earth to see justice done. For these
reasons, many think to equate the paladin with a warrior. This
is not entirely true. What is central to the Road of Chivalry is
its sense of duty and honor. This can hold true for scholars and
artists, poets and troubadours.

Because of their ethics and honor, paladins command
great respect in most courts; unfortunately their dedication
and rigid code of behavior also makes them targets of manipu-
lation by clever Cainites. More than one paladin has learned,
too late, that his code of honor has made him a pawn in some
elder'sscheme. Indeed, there are tales of certain Lasombra who
delight in taking these principled vampires and leading them
to ruin — no inference made to Your Majesty, of course!

A paladin Embraces childer whose mortal natures show
signs of selflessness and integrity — the knight whofell defending
his land and his loved ones, or the noble condemned for defying
his king on a matter of honor. Fanatics are occasionally chosen
because their single-minded zeal gives fuel to their beliefs.

| am loath to admit it, but paladins are most often found
amid the Ventrue clan. This is primarily because the Road of
Chivalry had been tied to the nobility and the noblesse oblige from
its beginnings. Lately, the wdeals of the Via Equitum have al
tound tavor amonest my brethren i the Brugah clan, coing hoand

i hand with the onbirant leamimnes of our yvoune chalder
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A paladin chooses his appearance with care, seeking to
reflect his ideals. He will be well-groomed and dressed with an
emphasis on practicality, not style. His weapons and armor
will be well-used but carefully maintained.

V1A SERPENTIS -
THE Roap ofF TYPHON

“What do you want?" the stranger asked. His smile was
warm and friendly; his dark eyes gleaming with comradely mis-
chief. “Everyone wants something. What is your secret wish?"

There was a full moon shining over Damascus, washing the
empty streets with silver. Somewhere distant, a voice rose and fell —
one of the sultan's guards, keeping his watch. We sat, the stranger and
I, atop the voof of the palace, lost in shadow. He had come upon me
as | was working my way into the palace archives. At first | suspected
that my activities had at last come to the attention of the prince of the
city, but this was no attempt at waming or anvest.

“Secrets were not meant to be shared,” I said with a touch of
wariness. "Else why would they be secrets?”

The stranger smiled again. There was a presence about him,
a relaxed charm that was subtly disarming. “Very well said.
Clearly, though, you have come to Damascus for something. [t is
possible that | may be of some help to you."

[ found myself tempted to ask him what he knew about the
palace. | had not been able to learn anything about its layout or
guards, and was forced to trust in my native abilities to get inside.
“As you can see, | am seeking a way into the palace.”

“You are trying to reach the sultan?”

“Notat all,” [ said quickly.

The stranger nodded. “Something else then. You hardly seem
a thief, so it is not treasure you are after. .. ah! | know. You seem
a scholarly sort. You are after the archives.”

All [ could do was nod. If he could help me find the scroll,
would his aid not be worthwhile? “I cannot dispute this. But you
haven't explained why you are so interested in helping me."

The stranger bowed. “We are all pilgrims, my friend. By
helping one another fulfill our desires, do we not come that much
closer to our oun goals? Now tell me, which of the scrolls of al-
Azaar do you seek?”

The news stunned me. “There is more than one?”

“Oh, of course,” the stranger said mildly. “The scroll of
Caine is but the first. He also wrote one for each of the Three
Riddles of Nod. I'm surprised you did not know this.”

| could not believe my luck, after a hundred years of search-
ing! “I had come to believe the others were only a fable. And you
know where they are?” My distrust was fading, like frost in the
sun. Was | not old, and wise in the ways of the world? It might be
that this Cainite meant me harm. If he did, | was certain I could
look after myself. Would it not be worth the risk to have not one,
but all four of the scrolls of al-Azaar?

The stranger smiled. “Two are below us right now. The
others are here in the city.”

| weighed the risks against the gains: all four scrolls.... "And
you can take me to them?" | asked

DARK NAGES COMPANION

“Nothing could be easier.”
And so I let him lead me to those objects that I most desired.

It was much later that I realized | had never told him I was seeking
the scrolls of al-Azaar.

It is in the nature of the children of Caine to live
according to a code that betters our lives while avoiding those
behaviors which degrade us. We struggle for the righteous
path, that we may be free from sin. The Road of Typhon would
have us believe that in doing so we live but half a life.

The defiler's logic is seductive. Beware his honeyed words,
and his brotherly demeanor! To do good works is of course a vital
part of life, but what about our tendencies for evil? If we are not
exploring those parts of our soul, can we say that we are truly
living full lives? How can it be wrong to indulge our sinful urges
—did not God put them there for us? Only by fully exploring our
natures can we find our way to Heaven. More than one domain
has fallen in fire and blood to the workings of the Followers of Set,
after the indulgence of such entreaties as these.

The defilers abandon themselves to evil, seeking to cor-
rupt everything and everyone around them. Rather than resist
the urges of the Beast, they actively seek to lose control of
themselves and reject all self-control or restraint. [n this way,
they open themselves to degeneracy and decay.

A defiler is driven to spread the taint of corruption to
everything he touches, By the ruination of his victims, he learns
tounderstand the nature of evil. Defilers are thus naturally drawn
to people of great virtue or influence; members of the Church are
favored victims, as is the nobility. A defiler works with patience
and craft, learning his victim's secret desires and hidden hatreds,
and then exploits them without mercy. He gives his victims
everything their hearts desire, knowing that by feeding their
dreams he builds ever-greater appetites. Before long, their needs
turn todemands, and from there the descent intoevil truly begins.

By definition, it seems the defiler is free from ethics of any
kind. His beliefs demand that he divorce himself from any
sense of structure or control. By the same token, he is driven
toattack those institutions that seek tomaintain authority and
control. More than one domain has been rotted from within,
its prince driven to cruel excesses while a defiler provokes the
elders to rebellion. When the fires finally dwindle, nothing
remains but ashes and sorrow.

The Followers of Set seek out those mortals whose natures
are self-interested and ruthless, Any manner of rogue is fa-
vored for her selfishness. Autocratic individuals are chosen,
for their desire to control the lives of others. Fanatical minds
are valued for their unquestioning devotion,

Of all the Cainite clans, only the Followers of Set can be
said to cultivate the Road of Typhon. They in turn spread its
taint wherever they can, luring other vampires down their
dark and twisting path. All too often, they are successful.

In appearance, most defilers seem innocuous, even harm-
less, and are often handsome and charming. They wear attire
that will appeal to their victim of the moment. There are dark
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tales of defilers, well-advanced along the Road, who are so
riddled with corruption that their appearance becomes a thing
of terror and madness.

Via PARADOCIS -

THE Roabp oF PARADOX

The Ravnos found himself before the court, bound in chains
of dark iron. He bowed his head, ostensibly in defeat, though |
couldn't help but wonder whether he concealed a smirk. Silence fell
over the hall as the prince took to the dais.

Prince Miguel del Santos drew himself up to his full height. The force
of his presence filled the chamber. “Stepan Krothos, youare charged with
robbing the churches of Seville, Pamplona and Madrid—"

“And Toledo. Don't forget Toledo," the thief said.

The prince glowered doun at the thief, “How do you plead?”

Krothos looked up, his expression thoughtful. “After due
consideration, | must declare that I tend to plead on my belly, with
lots of whining and the occasional bit of hysteria. I've found—"

"Are you guilty or innocent, you impious wretch?" the prince
thundered.

"You mean, did [ steal all those gold-plated, jewel-encrusted
relics your men found on my person? All those bishop's signets, and
the collection plates? Hmmm. ['m in a fickle mood, so I'm going

to say ‘innocent’,”

An outraged murmur broke from the assembled elders of
Seville. “You are a bold soul indeed, Stepan Krothos, to trifle with
the sentence of Lextalionis,” Prince Miguel said gravely. “Your
depredations and the manner in which they have been performed
have stirred the Church to anger and threatened the Sixth Tradi-
tion. What did you have to gain by committing these crimes’"

At this the Ravnos looked wvisibly relieved. “Oh! Is that all?
Well, you see, 1"

The prince held up his hand. “Stop. What do you mean, 'is
that all'?"

“Oh, nothing. You wanted to know what I had to gain? Well,
[ have this dream of rolling naked in a pile of gold coin—"

“Silence! Do not attempt to mock this court with amateurish
diversions! You can answer my question, or we will see if a hot coal
will loosen your tongue."”

“Oooh! No need to experiment with that idea. I just... well,
I don't guess it will hurt. He'll just deny it anyway."

"Deny what?" Prince Miguel leaned forward, his brows
furrowed. "Who will deny what?”

The thief's face was a study in apprehension. “Well. .. promise
you won't be angry! I'm sure he wanted it for the best reasons—"

“Guards, fecchme a hot coal!” the prince roared. The soldiers
leapt eagerly to obey.

“Juan Salazar, the Brujah elder, told me to find a holy relic
thought to contain the tears of Michael the Avenging Angel!” the
Ravnos said in a single breath, his eyes wide with fear.

“That'salie!" shrieked Juan Salazar, shooting to his feet. Shouts
of surprise and outrage erupted amongst Salazar's supporters. Other
nobles considered the thief's words, and began to whisper amongst
themselves. More than one head nodded in understanding.

CHAPTER TWO: CAINITE ROADS
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“See, | mld you he would just deny it! But does anybody
fn!rn’ No..

| will hm,'c order in these chambers!” the prince cried. ' . A

"I will not be accused like this!" Salazar shouted back. “I'v . priefbe o 1 o h ot LT
never met this criminal before in my life!” At BB O TN 504

"Now that is absolutely true, Your Majesty,” Krothos con- - '
firmed. “He was very careful not to be seen with me. We did all
our dealings through intermediaries, particularly his lieutenant,
Don Aldovar. Salazar is very sensitive about his position here at
court, considering his oun ambitions for princedom. | think he was
afraid you might feel a little threatened if he was found out.”

Prince Miguel tumed a calculating gaze on the Brujahelder as the
chambers evupted into chaos. “This is madness!” howled Salazar.

I 'was the only one close enough to see the Ravnos’ little smile

‘It certainly is,” he said quietly, surveying his handiwork

My learned brethren have a saying: Ask three Ravnos
what Road they lead and you will get six different versions (ot
nine il [!n"g, Iu'L'u! cxtratime to empty your |1L|rhl_'}. ‘»"nguhﬁlhiﬁ
llll.i lh!i_“'. S, E"II._‘t'l“{‘ﬂl."f | IWsOr fe Ill €5, lhl."g. mowve '[hrmlul‘i rha'
COUFEs Of i'HI’I*I"r like Wisps of '-..Hl'-'lft.'kf -IHHL'1.'. [l'all:.‘v-. as the
wind. Where they choose to linger, chaos takes reign, but
wain like smoke, they vanish when hands reach to trap them I"'" — ""'"'1,1'_"

[hey practice deceir without lies, thievery without malice,
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senselessness with purpose. Many Cainites sneer and call the

Ravnos madmen, but there is a queer method to their mad-

ness. In their paradoxical existence they find as much meaning Sodl | +~.,,.'_...,..'.__... ase
. o . '

and purpose as any other vampire. \

To understand the beliefs of the fool, one must first :
consider how we, mortal and Cainite, define existence. Every-
thing has a meaning and function in the world — a definition,
if you will, Chair, horse, Lupine — these names define certain
things, and imply functions and relationships that describe
how they fit into our picture of the cosmos. With these and
other names, we give structure and order to the universe. In
doing so, we become everything that the fools oppose.

The fools’ belief is more of an anti-philosophy: Existence
is a constant flux of shifting energy; creating, existing, dissolyv-
ing. When mortals see a thing and name it, they fix its
characteristics, and its “energy” becomes trapped. If too much
of this “energy,” called weig, becomes fixed and stagnant, the
universe dies. It is no great surprise that most Ravnos n:g;ird
the ancient Greek philosophers with unalloyed hatred, Plato
being one of their darkest invectives.

The philosophy of the fool is to invoke chaos, promote
insanity and challenge established perceptions. This liberates
weig, and is the reason behind the Ravnos’ incessant trickery. For
as long as a victim believes the fool's lies, his perception of reality
changes. The same can be said for a fool's thievery. By the
"""L‘ll.'LEI\'t" redistribution of [H‘i.‘u.ﬂ"«hflllh.n hu ',lllt.‘h lndu'h_il_iaf
realities, promoting that most blessed of all states: confusion.

There is a more sinister aspect to the fool's belicfs in
regard to his kindred. Cainites by their very nature are potent
stores ol trapped weig, fixed in thae state by the will of the

.."'-l[l'| hnlﬂ'lmlln r‘ll"n ol H'*U:lr, rhl' '-.El"‘-lftll._'“lill 8] | Ih:'ﬂ.'.'l_'l'l'lll i_'l-.*l.‘r s 13
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They stood shoulder to shoulder in the ruined church, filling the
air with shouts and pleas for salvation. | waded through the mass,
trying not to dwell on the rotting faces, or the look of hope gleaming
wildly in their eyes. The stench of decay hung heavy in the air.

| made my way to the altar where the padre stood. The lepers
surrounded him at a respectful distance, their hideous features
transported with awe as he ministered to one of their own.

She knelt at the padre's feet, a girl of perhaps fifteen (it was no
longer easy to tell) . The priest looked down on her and smiled, his face
a picture of gentle love. He held a chalice brimming with blood.

“Drink of me, and live, saith the Lord," the padre said. My
insides twisted as the girl accepted the chalice and drank.

It was worse than we had been led to believe. Who had
Embraced this man, telling him nothing of what he was, or the laws
by which we lived? He had already violated the Silence of the Blood
ten times over. | shoved past the worshipful attendants and stepped

up to the padre's side. “Padre Domingo?”

“My hands!” the girl cried, letting the chalice fall. Joy and
wonder transfigured her ruined features. “I can feel my hands! |
can feel my hands!" The worshipful throng gave a shout as she
hugeed the padre's legs, sobbing wildly.

“Padre Domingo,” | said a little louder. “I come at the command
of the prince of Seville. You rmust dismiss these people and come withme "
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from which reality is woven. All things come from God, even,
as we believe it, the mark of Caine. It is only natural for some
who are Embraced to believe it to be the will of the Lord. Was

Job not afflicted with all manner of curses in order to prove his
unshakeable faith!

In some cases, childer become zealots through the teach-
ings of their sires. Most often, however, it is an unconscious
reaction to their newfound existence. This manifests itself in
various ways. Some childer, who were faithful to the Church
in their mortal lives, are so horrified by the Embrace (and its
implied damnation) that they are driven to justify what has
happened to them in a way that still gives hope for salvation,
or at least a part in serving God's plan. These are the disciples,
the healers, the holy avengers, or worse, the scourges of the
damned. The disciples are the more common sort of zealot,
becoming preoccupied with the mysteries of existence and
what role they now play in God's ordered cosmos. The healers
believe that their gifts exist to relieve the suffering of mortal
and Cainite, if the sick are willing to accept the Lord. The holy
avengers see themselves as God's vengeance on Earth, acting
as judges and executioners over the sinners of the world. Those
who see themselves as the scourge of the damned are the most
horrifying of all, believing themselves to be given the form of
the damned in order to better seek out and destroy them.

CHAPTER TWO: CAINITE ROADS
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Jif THER HELL
) »~ I'HE ROADS TO

£ There are many roads to Hell and many whowalk into the
darkness. Some are tricked by demons or bought by false
promises; others willingly choose the shadow over the light. It
is said that the road to Hell is paved with good intentions, but
in the Dark Medieval world this is not true. The road to Hell
is paved with mistakes, dark longings and unsatisfied lusts. The
following sections examine how demons tempt characters,
and how a character’s personality is the Devil's best friend.

PRIDE

Pride was the sin which led to Lucifer’s fall — he who was
brightest and greatest among the Host of Heaven is now Lord
of the Endless Dark because of this single flaw in character.
Sinful pride always involves the lesser sins of jealousy and
enivy; at its simplest level, pride manifests as the desire for
someone else's property or position,

A demon who seeks a character’s soul may first let the
character experience a little humility by destroying and frus-
trating her schemes, then offer a way for the character to regain
what she has lost. Or, ademon may appear before the character
in some beguiling shape, offering her some way of furthering
het plans. Should agreement be reached, the character has
taken her first step on the road to Hell.

DESPAIR

The greatest problem facing the medieval mentality was
despair. Living conditions were sufficiently harsh that many people
deemed suicide a better option than living. Christian proscription
against suicide originates in this period because it was so prevalent
— the souls of those who commit suicide are resigned to an eternity
in Hell. Demons grow fat on human misery and promote despair in
the interests of reaping new souls for Hell's fires.

When someone has lost everything or can see no way out
of the monotony of life (endless monotony in the case of a
vampire), that person is vulnerable to demons. Doubts and
regrets leave them open to the whispers of demons suggesting
an alternative to suicide: infernal power,

PERVERSITY

Some few infernalists have walked the tainted path out of
sheer perversity. Their inner demons offer greater torments
than the forces of Hell, and they face damnation with some
pleasure and few regrets. A few souls actively seek out the
darkness. To satisfy their lust for evil, they commit blasphe-
mies and call on the Devil to take notice of their actions. Most
of these fools are left to their own damnation, but, should their
chosen evil be particularly inventive or simply impressive,
demons occasionally answer their call.

lGNORANCE

It is possible for a character to be so thoroughly tricked

= that he never knows he is dealing with a demon until the very
# end of the association, if ever. Demons take on many forms,
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pretending to be ordinary mortals or even vampires. In this
manner they become trusted companions who disguise dam-
nation with friendly words.

LasT FOR POWER

Demons offer wealth equal ro that of kings, satisfy any
lust, answer any question {though their answers will almast
always be misleading) and satiate the grossest appetite. Infer-
nal power provides a quick and easy path to whatever the heart
desires. The price, though, s always higher than one expects.

TRICKERY

If a demon cannot win a soul by fair means, it will iry
deception and trickery. Games of chance with unusual wagers,
strangers who propose odd challenges, and the like should all
he avoided if one wishes to keep one's soul.

i
SUPPLICII

As a character becomes entangled in infernal intrigues,
her soul becomes tamnted and weighed down with sin. This is
indicated within the chronicle by the character's growing
reliance on demonic aid for even simple tasks. Contact with
the infernal, whether directly or rhrnu;:]l the learning of
corrupt powers, gradually wears away a characrer’s personality
until there is very little of the original person left when the
demons finally claim her. Indeed, an infernalist may welcome
Final Dieath, as it at least promises an end o life's constant
struggle and pain,

The idea behind a Supplicium (which means both “en-
reaty” and “sacrifice”) is that contact with infernal forces
gradually rums acharacter from her chosen Road toward the Via
Diabolis. The character’s soul becomes a battleground berween
her old Road and her growing infernal taint. Eventually, even
the most hardened and stoic individual succumbs to the remp-
tations offered by Hell and becomes irrevocably damned. At this
time it is best to consider the grand finale of the characrer's story,
and how he should take his leave of the mortal coil.

A Supplicium is a journey within the character’s soul,
directed by his infernal rempter. Supplicii may be run one-on-
one, with the Storyteller playing the role of the demon and
describing all the action, though they are often more reward-
ing if you use troupe-style play (wherein the other players help
to torment their comrade),

The following section presents a system by which one can
measure a character's fall into damnation. It is hﬂpfd that the
process is roleplayed — the only good thing that can came out
of dealing wirth the infernal powers is the drama of a character's
destruction — but this system allows the descent to be quan-

tified.
THE DOWNWARD SPIRAL

A character falls into a Supplicium whenever he makes
pact witha demon, increases his power in Dark Thaumarturgy,
gains an infernal investment or otherwise opens himself ro rhe
influence of Hell and tts minions.
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The Storyteller, as the tormenting demon, runs a personal
passion play for the victim of the Supplicium. This play
confronts the victim with his sins and forces him into further
damnation. This passion play should involve a direcratrack on
the character's weaknesses. (Note: We said the character's
weaknesses. This should never be an attack on a player's
personality. Supplicii are always roleplaying experiences, never
excuses for psychological bullying.)

The Storyteller should consult the other players concern:
ing the course of the Supplicium and possible escapes for the
character in question. This consultation is very important —
not only can the other players provide insights into their
companion's character, but prior consultation also enables the
players to ready themselves for their part in the Supplicium.

When a character is forced inta a Supplicium, she be-
comes the center of a perverse drama acted out by demons
intent on breaking her personality, Within the Supplicium,
nightmate logic rules. The character is confronted with past
inistakes, previous victims and personal failings. The character's
reality becomes warped by the demons: Objects appear and
disappear, people rurn into nighemarish versions of them
selves, escapeis held L before the characterand then snare hed
away. CMren the 5“[‘["]“'1”111 reviorlvies aroumd a :-:ir1;:|c event,
probably one that caused a degeneration check, For example,
if the characrer frenzied and killed an innocent in a previous
pame session, the demon might appear as that innocent and
demand restitution for his death,

Whatever form the Supplicium takes, it should urge the
character toward a previous poor or immoral decision. This
choice should revolve around a roleplaying event in which the
tormented characrer gets a chance to atone (the character in
the previous example could swear to find the bystander’s
family and help them in some way). If the character fails to
accept this penance, the demon has won, and the character
must accept the Supplicium's consequences.

CONSEQUENCES

If the demon successfully enacts the Supplicium, the
character automatically loses a Via point. (There is no remorse
roll for this degeneration.) Should the character’s Via rating
drop to zero, he automatically switches to the Via Diabolis
(rating of 1) rather than be overcome by his Beast (see
Vampire: The Dark Ages page 132 for the consequences of
switching Roads). Once on the Via Diabolis, the infernalist is
unable tochange his destiny unless he decides o break entirely
with the forces of Hell.

The consequences are slightly different if the characrer is
already on the Via Diabolis, The aim of the Supplicium in this
case is to reduce the infernalist's control of himself by such a
degree that the demon can take possession of his body. An
infernalist who fails a Supplicium still loses a Via point, but if
his Road raring reaches zero, he is plunged into one final
Supplicium for his very existence. If he fails this last tese, his
soul 1s plunged inro the Pit and the demon rakes up residence
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in the empty shell of his body. Should the infernalist succeed,
he regains one point in the Via Diabolis, leaving him shaken
and barely in control of himself,

INFERNALISTS

There are no great Satanic conspiracies across Europe in
this period — the idea thar Satanism could be organized, or
that infernalists would band rogether, is alien to the medieval
period. Infernalists are those rare people who possess a dedi-
cated mind and a propensity for evil great enough to seek
power and companionship from inhuman forces. Each is
jealous of his status with the forces of Hell and scormful of other
practitioners of the black arts. Damnation is an individual
journey that brooks no fellow travelers.

An infernalist typically surrounds herself with a cult of
followers (servantsand sacrifices) but keeps the greater part of her
knowledge secret. She corrupts others as offerings to herdemonic
FAster, Tuol Lo ?:-["rl.fi'll.l []'I.L' seCrers !-I.!'f 't'l-'l'l.ll:_'h '&I:'IL" I'I:I!.‘i- hil]’['.."TL‘d ]'ll..'.r
soul. In very rare cases a Luciferian might take on an apprentice,
burt the relationship will be antagonistic — each fearing thar her

companion will, in time, atrempe to betray the other.

THeE BLack PucrivaGe
AND THE Devie's Mark

shany indernalises take the Black Dilgrimage, a Jeliberare
inversion of the scr of pious Chiristians, and set out for Chorazin,
the ancient center of Baali power. Few outside infernal circles
understand whart this act entails, but the following was found in
the writings of one who had taken the dark path: "If any man
desires to obtain a long life, if he would obtain a faithful
messenger and see the blood of his enemies, it is necessary thar
he should first go into the city of Chorazin, and there salute the
Princeps Aéris.” Chorazin is rumored to lie somewhere near the
ruins on the north shore of the sea of Galilee.

The dedicared infernalist sets out across Europe into
whatever wasteland holds the ruins of this dark city, commit-
ting acts of evil along the way so as to be able to present a
catalogue of sins to his masters. If the infernalist succeeds in
this rask, his infernal masters grant him great power and
rewards and atfirm his pact with Satan. The infernalist re-
ceives the Devil's Mark, a sign upon his body indicating thar
he is in the service of Hell, The Inquisition zealously seeks
such marks, using them to prove the guile of their prisoners.

CINHOLY PLACES

There are places in the world where the laws of nature,
humanity and God are overthrown and the infernal holds
sway. Such places are shunned by all good folk, and on certain
nights (when fires are lit on mountainsides and the air seems
tull of noise) people lock their doors, shurter their windows
and pray that the Devil merely passes by,

I such places, infemalises work their rituals with greater
vase, and the internal powers can enter the world with fess

wrngele, Linholy places are scartered across Borope, from the

[MIRK AGES COMPANION

e

-

Pictish ruinsof Hibernia to the crossroads of Roman roads inraly
and Spain. Some infernal regions even broadcast their evil
withingreat citics, asstones that once marked the meeting places
o Il'lf-l"l'ﬂ;’lii.itﬁ are torn lll.'l-"u-'l.T'I '.!I'Il.] W “!l'.l:l.! RO D I."'I.JIEL!'II'Ilf.‘i.

T]'l[' Mricesl "|.'|Il' ﬂf :;'i”. [!'I.L‘F-'L" 1.]'-||'I'lnL‘l.* '[‘]:IL'L‘."- is ‘::hur'.lzm. I.'l'l”
there are many others: the ruins of Babylon, which are haunted
by bloodthirsty demons: Mons Veneris in the [ralian Alps,
'l.l.-'h ere Ihfl’t‘: i-S 4 4 tf'l.lu-'.i-'l-}' [ 2 r{‘;||m l.'l!- I"‘]E:ﬂ"il.lﬂ_" Iﬂr'.ill.‘lil OYer I"l'lr'
the Queen of Succubi; and St. Patrick’s Purgatory in lreland,
where a dark cave is rumored to lead into Hell itselt.

At such places the Storyteller should feel free to increase the
[Dice Pool of any infernal action and restrict the power of the Fairh-
related activities by any amount she sees fit. A faintly infernal site,
like the birthplace of a Luciterian ora forgotten site of sacrifice calls
for a one-die modifier, while a hideous alrar used to call upon
infernal lords every midnight suggests a five-die adjustment.

(UNvoy Reucs AND INFERNAL Farr

The bleakness of damnation does not inspire hope — and so
there is no “ant-Faith." Infernalises fill this gap in their lives with
rhe magic demons teach them and wirh a Faith in their unholy hose.

Certain relics of infernal power have been creared by
dedicated Luciterions working with demonic artisans. The
products of this unholy alchemy are varied and are guarded
jealonsly by their owners. Some infernal objecrs are senrient

and it is not always clear who is maseer and who is servan

The most potent unholy relies are the Talons of Savn,
supposedly the claws that were torn from the Dark One's
fingers as he grabbed the Earth on his plunge into Hell.
Infernalists say that there are five of these relics, one hidden on
each of the known continents, and more in lands yet to be
discovered. The Talons, if they could be found, would be relics
of near-limitless power, allowing the wielder to reshape Eu-
rope and beyand. Luckily, they are all lost.

Many lesser relics exist, as do the charms and amulets of
individual infernalists; these mystical talismans gife their users
with powers equivalent to the lower levels of certain Disci-
plines, but often have corruptive side effects, sometimes
inducing Supplicii in their owners.

CLAN INFERNALISTS

Even the proudest Cainite may be humbled by the forces
of the Devil. The following section looks at individual clans'
views on infernalism among their own, and suggests what path
such a damned vampire might follow.

Assamite

Rare is the Assamite who falls prey to demons — the
enets of the Via Sanguinius hold that dealing with demons is
atrapfor the weak, and Clan Assamite isnever weak. Infernalises
of this clan are viciously hunted down by their brethren, and
great honor accrues to the vampire who performs the puritying
killing. S0 hated are the infernal powers that Assamires will
not even drink the vitae of an infernalist, ;'-n.'t'frrmk: to let the
Blowwd b wasted rather than contaminate their numbers.
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An Assamire infernalist is secretive and deadly, rading
with demons for the powers that he cannot learn on his own.
Such an infernalist pursues a twisted version of the Road of
Blood, dedicating the souls he destroys to his dark masters,

Brujah

Brujah's weakness when dealing with the Devil is the desire
they hold for knowledge; beneath their warriors' hearts lie
scholars'minds. Many Brujah have been seduced by Hell through
promises of ancient knowledge and dark secrets; others have
believed that the powers granted by demons can be wumed o
good use. All have fallen in the end. The clan's wradition of
fell: m‘.wh:p hinders the purging of infernalists, as maost I’:mj;ih feel
that a fallen comrade is redeemable. Such idealistic folly has
allowed demons to reap entire coteries at once.

A Brujah infernalist finds his rage channeled into Hell's
work. Scholarly pursuits are neglected and forgotten as the
slow spiral into darkness begins, stripping away all human
pretensions until only the inner Beast remains.

Cappadocian

Given their familiarity with the Reaper and the atterlife,
the Clan of Death seldom falls prey to infernal rrickery.
Cappadocians' heighrened senses and extensive lore allow
them tospotand protect themselves from most iminor demons.
JE.nl.L'n,-'.'s_-r ||L._- R Hru; 1|'1. |E'.|_". L] Ir‘*-nc- H'l11|"-'-,'t i |*r '[I'Il‘-\.l.'l.l
world of spinies. The relationship between
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which a misstep for either party 1s fatal. Ac the clan center ar
the mountain Erciyes lic many bottled demons whao failed in

their tasked of corruption — but rumors aver the existence of

many failed Cappadocian infernalists, who have been bound
in torpor by the clan, '

A Cappadocian who tums fully to the infernal powers is
certain to barter for Necromancy as well as darker powers. Once
she has accepted her infemal servitude, she turns toher new work
withasurprising will, building fortresses of cormuption and raising
evil spirits tirelessly. After all, her eventual fate will be but one
TU‘\'CIHHUI'I. ';I'['I,!If.'l[lg tl'lL‘ many sccrcks Ui. .Jr._' -.:IL].'I.-

Followers of Set

Set is a jealous god, and he does nor allow his childer 1o
follow another. There are few sights more terrifying in the
Dark Medieval world than a Setite hunt for a fallen Serpent.
The torments inflicted on such arenegade are said o rival the
fires of Hell themselves — and to last almost as long.

However, the promise of even darker power tempts a tew
of the Followers, and small dens of infernal Setires lie scarrered
across the fringes of Europe.

Gangrel

Although Gangrel's typical rejection of Christianity should
make themeasy prey for Satan, this is not the case. Theirphysical
il mental isalation from the works of humankind has thas far
protected them from the Devil’s minions, Fallen Claneeel whio
[ l"|||"||'_:l,,' AT ||'|I_'|:. :|'||_||I_i|_ AL I.ll.ll_[l LM ~r1|;|| |"l. |i'||_ 1T L akblll-
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rades, who remember the destruction of paganism at the hands
of Rome and bear a grudge — but woe betide the Animal who
seeks power over his own kind through infernal means.

A Gangrel infernalist cheaply barters his soul, often
caring more for the pagan traditions of a brave and honorable
death than for the consequences in the hereafter. The agony
of such an infernalist evenrually discovering how tightly she
has beent bound in chains, how domesticated she has become
in the service of Hell, is sweet to demons.

Lasombra

The Lasombria have long-established rules for dealing with
demons. They refuse to deal with lesser demons atall, seeing such
as benearh their -.:|l1‘,11t1 Y, and attempt (o m:‘mipul;itu any demon
they encounter just as they manipulate everyone else. The clan
believes tharits powersof darknessare at least equal to Hell's, and
its menibers are willing to test this assumption should they feel
slighted by any infernal power. Because the Magisters hate
weakness, any chin member wha is exposed as a demonic vassal
is destroved because it sullies the clan's honor,

A | ssombea infernalist accepts petitions from demons
wha Come FH.‘I“II.':\ before him. They ask the demon to sipn
pacts of agreement —, rules for their I-:l.m..mihup — belore
commuining themselves to any further dealings. These masters
of the lecal loopd, e and the subt lety « lr-l‘h:‘.'-".!.'er Can sometimes

— but por often — come out ahead in a deal.

Malkavian

Each Malkavian holds her own view of the infernal
powers — the only truth thar applies to all dealings between
Madmen and demons is that the demons do not always know
what they are getting themselves into when they seek the soul
of a Malkavian. According to legend, one demon who sought
such a prize found himself confronted by all the Malkavians of
the region, who suddenly gathered together. Driven mad by
the experience, the demon was bound into human form and to
this day wanders the world, living on charity and gibbering
insanely.

A Malkavian who does wholeheartedly turn to the infer-
nal proves a fiendish foe indeed.

Nosteratu

This clan puts no faith in appearance and scant trust in
words, so demons have a hard time seducing a Nosferatu.
Because many Nosferatu have tumed to Christian salvation as
an escape trom their condition, few are willing to deal with
demons. Most Nosferatu seek out renegade clan members and
sorrowfully destroy them.

A Nosferatu who rurns to darkness becomes a bitter
monster. The compassion inculcated in the clan by is curse
festers into rage against those more fortunate than he. With
care JHL-I gl"i.'-.‘lr. 'L'LII'I.J'I'iI'I!,E. hl..' WiCAVES F'-l[flT.‘E- L () J-:.irnw |'f'l.'.EI|.l|"|.'.|
tarnish hope and drag everything down to the same sorry state.
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Certain rumors state that many of Nosferatu's first childer
— and perhaps the clan founder himself — turned to infernal
powers following the great war in the First City. Clan Nosferatu
says little of this legend, but those who count the Lepers
among their friends occasionally hear whispers of a hidden war
fought by the clan against these dark monsters.

Ravnos

Ravnos do not deal with demons — it is nigh impossible
to force one of the Charlatans to sign a binding contract or
make a long-term agreement. Demons have been frustrated in
their dealings with this clan many times, and weave traps to
destroy them whenever possible.

The rare Ravnos infernalist will be a mercurial foe,
delighting in cruelty and deadly tricks where once a sense of
fun prevailed.

Torcador

Though the Clan of the Rose has turned to the sanctuary
l'.'l'!. {}'LL' Church. MmNy Smong Its I'Il..|-1|'|..|:]"L"T I.'L'[l'IL'["I'II:.‘-'I'.'r [hf
Dionysian heyday of the Toreador. With the fall of the pagan
powers, some Toreador have turned to darker magics ro sarisfy
their appetites; sometimes it seems as if Hell needs no incubi
or succubi while the Toreador exist in the world.

An infernalist of this clan often devotes herselt to sensual
pleasure, but also seeks a release for her appetites through
bloodletting and arvistically inspired cruelties. Such a twisred
being rivals even the Tzimisce in ingenuity when her inspira-
tion is ',tppliﬂd topain. The art such infernalist Toreador create
is said to impart seeds of corruption in whoever views it.

Tremere

This newborn clan’s need for strength and the taint of its
previous Hermetic intrigues have woven a strand of damna-
tion into the pyramid of power. Because of the clan's strict
hierarchy, a single Tremere infernalist can reach out to
corrupt many underlings and win higher position in the clan.
The clan’s stress on the need for power has led many Tremere
toward a dangerous deténte with the infernal host, as Usurpers
attempt to barter for knowledge and magic without losing
their souls. Such ploys generally fail, as the clan’s desperate
need gives the demons great bargaining advantage. It is said
that one of the Seven Elders, who with Tremere founded the
clan, is an infernalist. If this is true, then much of the clan is
corrupt,

A Tremere infernalist is invariably a master of magic,
greedily learning all the paths of Dark Thaumaturgy and
seeking out places and artifacts of potency.

Trimisce

Despite the allegations of this clan's foes, the Tzimisce have
scant regard for the infernal powers. These monsters feel that
l.hl'"r" hﬁ\'f h.t!l:l: HL'IIIJ [l]r{]thﬂm'{!rldh' HL‘”H “'I'!L‘I'! t]:'lL“li" I"I.:-i"ﬂ." [E'IL‘
ability to create their own on Earth. A dedicated Fiend would
Loxrture ilﬂﬁ:'l_‘l."i ;m-_l ‘JL‘IT[E"II'I.!"- Hlikl:, fﬂ.‘ilril"l!.'_': ||”']'E' in hE"T hli-l.“-ﬂhi.‘['ll"r'.
some Tzimisce have even learned spirit magics enabling them
to pursue a disrespectful demon beyond rthe world's boundaries.
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The clan boasts that it has overcome demons and even gods in
its nights, though no one knows of any who have returned from
such vendettas. Perhaps, the Fiends smile, their compatriots are
establishing new domains in Hell.

A Trimisce who decides ro deal with demons is among the
most dangerous foes in the Dark Medieval world. Combining
Hell-spawned sorcerv with her natural predilections, she be-
come; the penultimate master of darkness.

Ventrue

Of all Cainires, Clan Ventrue suffers from the greatest
measure of prlde, and it is this that leads its members into
demonic clutches. Ventrue often refuse to bend with the wind
and so are broken by the storm — infernal powers play on this
inflexibility when they seek the souls of these undead lords.
Coming as they do from noble backgrounds, most Ventrue are
trained to seize power with borh hands and so are incautious
with regard to what power they take. Demons often come to
them in the guises of sycophantic servants, offering advice that
sounds good while leading their dupe into infernal clutches.
They encourage the vampire to make war on the Church, to
neglect her responsibilities — and then laugh as the Ventrue's
carcfully constructed world falls apart. Only then does a
demonic advisor reveal its true form and offer a deal to give the
Ventrue back all she has lost, The clan as a whole sometimes
makes the mistake of supporting an infernally inspired com-
rade, in hopes that the clan can keep the gains its erstwhile
member made while under infernal wrelage. Little do the
Ventrue realize that corruption has a way of spreading.

A Ventrue infernalist is the cruelest feudal lord imagin:
able, draining his lands to supply a stream of decadent luxuries
and fuel endless conflicts with neighboring fiefs. The Ventrue's
lands become a Hell indeed for all who live there, and will be

reduced to a barren wasteland before his reign is done,

Via DiapoLis

The Devil's Road is a strange contradiction: On the one
hand it commands itsfollowers to wallow insin and depravity;
on the other it functions as do other Roads in maintaining the
character's personality against the Beast. Following the Devil's
Road does not necessarily place a character within Hell's
power; there are many independent vampires who follow it but
would scorn the company of demons.

The key to understanding this contradiction is that the
principles of the Via Diabolis were established in the nights
before Christianity. It represents a willingness to cast off the
limits of society and act purely inone’s own interests. Those on
the Devil's Road can be portrayed as antiheroes — champions
of dark passions — rather than as simple monsters.

Baaur

One clan of vampires has given itself wholly to the
internal. [t is known as the Baali, and its story begins millennia
ago in the legendary nights of the First Ciy.
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SHAITAN

The oldest Baali is reputedly called Shaitan (though he
once had a different name) and he was the first childe of the
mythical Anrediluvian Ashur. According ro legend, he was
the most beautiful of the Fourth Generation; such pride was
his that he became jealous of Arikel, the Toreador founder,
and even of Zillah the Beauriful, wife of Caine. In life he had
been a slave who sang hymns in the temple to all the gods of
the casmos, and his beauty and his honeyed voice were
retained after his Embrace. Bitterness festered in Shaitan's
heart, however, for he knew he would always be a lesser power
compared to his sire and grandsires. He lamented that he
would always be a reflection of greater light, never the source
of illumination himself — and so he fell. Many stories are told
ofhis fall, but it is from fragments of the Book of Nod, the oldest
record of the children of Caine, that the following rale comes.

Tue First War

In the great war that shattered the First City and cast
down the Second Generation, Shaitan was one of the most
wrathful of his generation. He gathered the dissatisfied of the
other clans to his banner and laid siege to the Temple of Caine
iself ar the heare of Enoch. Cursing all the pods he once
worshipped, he called on the powers of darkness to give him
strengrh; then Shaitan hurled himself and his followers against
(Gaine himself. The barttle shattered the remple, bringing
down its ancient stones and searing the ground about the ruins
with hellfires. Shaitan could not win, however, for such was
Caine's might that even Hell could not stand against him.

Shaitan's power was broken, but Caine could not bring
himself to kill this wayward childe. Instead Caine gazed on the
beauty of his great-grandchilde and spoke, “You seem beauti-
ful, like the golden bands 1 wear, like the grove of sweet-scented
trees in my garden, like the flesh of my beloved wife. Yet you
are evil within, like the blood poisoned by sickness, like the
wine turned sour in the gourd, like a broken sword lying on the
hattlefield. [ cannot kill you, for it is my tainted blood, my
anget, that has brought you to taste this bitter cup; yet I cannot
let you walk the Earth in beauty, with your long lashes, your
golden hair and pale eyes. Therefore | grant you unlife but take
your beauty from you."

Caine raised his hand and struck Shaitan, and his hair fell
from hishead, his eyes burned in his sockets and his skin itched
with sores. Caine raised his hand and struck Shaitan a second
time, and his bones twisted and broke and he could no longer
stand. Caine raised his hand and struck Shaitan one final time,
and all his power left him. Then Caine walked away, never to
beseen again by his childer until the night of Gehenna, when
all secrers will be revealed.

Shairan's war party — one from each of the great clans —
gathered around him, lifted him and mournfully carried him
from that place, knowing their dreams of rebellion were over
and they were all outcase. They took him into the wildermess
and there prepared o die, for rheir spirits were broken.
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But grear Caine had made one mistake, for he had left
Shaitan his beautiful voice. In the wildemess Shaitan cried out,
first to his fellows and then to the darkness which had aided him.
The darkness answered, and in a rush like a whirlwind, Shaitan
and his followers were swept up and changed forever, The dark
ones saw their broken child and wept bitter tears, and where
these tears touched flesh it was altered. They gave to Shaitan and
his followers poison like the asp, claws like the mountain lion,
fangs and homns like the rocky lizards, a casement like the
scorpion, and raised them high above the earth.

“We have raised you who were fallen,” they whispered,
their voices like ice on rock. “We have mended your shattered
bones, smoothed your broken skin, and opened your eyes to
darkness, for we love you better than any others could, Wor-
ship us, love us in rerurn, and we will give you dominion over
all this.” And the kingdoms of the world were spread before
Shaitan and his followers like a tapestry. And Shaitan looked
upon the earth with new eyes and coveted its beauty and so,
like a falling star, he entered the abyss.

Shaitan and his followers left the wilderness and saw the
work of their cousing, the vampites of other clans, They saw
new civilizations emerging from the ruins of the First City and
realized they had been forgotten, made outeast. As each of his
tollowers came from a different clan, Shaitan ordered them o
create broods of their own and infiltrate their old clans,
concealing their new nature. Shaitan himself buile a fortress in
the desert, at a place called Chorazin, and dedicated it 1o his
infernal masters. This place (now lost beneath the sands)
became the center of an infernal cult that worshipped Shaitan.
His name entered human legends as the Adversary, the leader
of the forces of darkness. His followers, hidden among the
other clans, led vampires to him to be converted or destroyed.

Centuries passed and the Jyhad raged across the ancient
world. Shaitan plotted against his parent's generation and
spread his power. He was worshipped by many names and in
many places: In Greece he was husband to Hecate and lapped
spilled blood from the ground; in Ur, children were thrown
into the fire in his name; in Babylon, astrologers sacrificed wo
him at the dark of the moon; as far away as Hibernia, he was
known and blood was shed in his name. Shaitan's cult sum-
moned demons and dedicated places to the infernal powers,
and his power waxed until he was ready to open the gates to
Hell and give the world to his masters.

Tue GREAT WAR

Only the oldest vampires in Europe remember the time of
the Baali's first rise to power, and they are loath to recall these
dark times. As the Baali grow in power once again, some of the
elders have taken to waming their childer against the Devil’s
children and retelling tales of the grear war fought against them,

Shaitan moved his center of power to Crete, the trading
and culrural center of the Mediterranean, and called his
original followers to him. Casting out the previous masters of




the island, he commissioned an intricate labyrinth to be built,
a dark mandala that would focus his power and allow the Lords
of Hell to walk the earth once more. The Minoans tumed to
war and demanded tribute from other civilizations; slaves and
the children of kings alike were sent to feed the blood rituals
of the Baali. Inhuman things walked the labyrinth and the
palace of Knossos was like a chamel house in those days,
Infernal power grew so strong that vampires could walk abroad
in daylight, and Shaitan planned an empire of blood that
would plunge the entire world into darkness

But Shairan's actions had angered his rivals in the Jvhad: his
demands for mbute from Egypt had roused Set himself;, the

Brujah warmaster Menele came from Athens with mortal heroes
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todestroy the slavemaster of the Mediterranean; and the Ventrue
Balthazar retumed from his travels in India, where augurs had
seen the sky tum dark. Other pawns of the Jvhad moved into
place: Gangrel from the steppes, the Malkavian Dionysian and
the bacchante, Toreador and Lasombra from Africa. Thes
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waged war on Shaitan until the sea around Crete was stained red
with blood — maortal and immoreal alike.

The war raged for nine days and nine nights as Shaitan

remained at the center of his labyrinth, work me rituals to opes

y gare to Hell Aldhough Shaitan's forces were scattered no
one could penerrate the maze o reach him. Mortal heroes
thought they had slain the monster of Crete when they
confronted ghouls of Shaitan, as twisted in body as their
master was in heart

The exhausted warriors met and said, “We cannot reach
Shaitan himself and we are weary — what shall we do”™ Set’s
childer, wise in the magic of Egypt, spoke “If we cannot break
him, we must break his labyrinth. Let us call on the storm, let
us call on the fire, let us callon the Earthshaker. Letussplit this
island like a ripe fig." The vampires agreed on this course of
action and called on their powers, and the nearby island of
Santorini answered, exploding in a cataclysmic eruption. The
shock bought down the palace of Knossos, the fire bumed
Shaitan and his followers, and the sea rose up to wash away the
taint. Set’s childer smiled, for they knew the kingdom of Egypt
could only rise in power now that Crete was no more, Shaitan
howled in rage and anguish as he was once more cast down.

Since that time none have met Shaitan in person. His
disciples say that he talks to them in dreams — that he was
carnied on the wings of the storm to a distant land where he
could rest and heal his wounds, and that he will come again in
power to reclaim what is rightfully his. His followers were
scattered but not destroyed, and returned to their secret
places, hiding within the clans or in the wilderness. The Baali
watched empires rise and fall from the fringes, biding their
time and waiting until the Jyhad had forgotten them

Twue Banu Topay

In the Dark Ages the Baali are on the rise once more. They

have returned to their places of power — long ruined — and once
! i u

again stand ready w begin the grear work of raising themselves ) »
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and their dark masters todominion over the world. Though their
great labyrinth of power was shattered in Crete, many of their
nfernally tainted sites remained intact: with power drawn from
the bloodshed of the Crusades they have raised Chorazin trom
the desert sands, and a steady flow of supplicants has begun to
ollow the Black Pilgrimage once more

Even now, Shaitan's 11 original followers awaken from
their long slumber to begin the corruption of the clans anew.

SaaLoT

This enigmatic hgure has become perhaps the closest
thing to a saint Cainites have. Little is known about him
beyond the writings in the Book of Nod, which are considered
apocryphal at best. Those Salubri old enough to recall him
P‘.‘T"il'!l'l..'-l"'fﬂrf HII'I'Il.'l'."ht exXtinct -rhl,'."'.' WETC SOHTIE o 'I'-Ihl.‘ very hrst
w be hunted and slaughtered. Most Salubri of this day only
mow him through stories of their sires. Certain elements
come up frequently enough to make for a hazy sort of history

H.'Illl.l.'lt WS I._il.".‘o!.'ﬂl'\E'L‘I tTL‘I..tl.I.L‘Hr]'F' as I"'l.'ll'l.:ﬂ A Lli'lnj. man 'ﬂu'llh
“eves like forever”, his Beast already well conrrolled betore he
arained Golconda. He was h‘k[‘t‘\.tnl.n 3 voice of reason, and is
aten namaed as Caine’s favorite childe. Some have noted the
menesting comrelation in the descriptors of Abel and Saulot,
h-"-:r'l ""i"‘l 'Ll'r'l 'i."f-.l" L""l'fl'rl‘.f inonw |rh SrONE iNntonests in I'I'L'.'i.l'-:‘..: -l 3-1
the natural order. In light of Caine's deep aftection for this
childe, and the need to keep him close during the latter part of
H'E S‘L"'..'l !'n?-..i {:“TI‘ Vears, it -I"I.-'H- Il.."'IJ d I"IIII'I'II:"'ET By Wy '-'ll'ht'..‘l I.I'- S-il.lll- |
was perhaps a surrogate Abel for the guilt-racked Caine.

Saulot’s achievement of Golconda marked a turning-
[ﬂ.nl.' {1“ hﬂ“ \'ﬂmr‘lrﬂ “'1.‘]11] View 'lhl.:lr “'l.“l']n.]‘. Si.hj\if“l‘f..
there existed hope; they need not be sole prey for the Beast and
count their years based on when they would make that faral
descent. Caine in particular seemed interested in this, and
fm lhf“ on, kfp[ Su.l’ali'ﬂt VeEry Elﬂﬁf (8] hIIT!. “: Ihl.'l'l'! WHsS CYer
jealousy among the other vampires, it has never been men-
uoned in any story. Saulot also shared an unusual relationship
with his brother Malkav; the two apparently enjoyed each
other's company, and Saulot's gifts were said to relieve Malkav
when his madness threatened to overwhelm him,

Saulot had the well-known but disturbing habit of going into
maditative trances. During these states, he would speak in riddles
and strange phrases that were occasionally taken ro be prophecy
A few fragments of the Book of Naod are said to be transcniptions
of these mutterings. Perhaps it was why Malkav was so fond of
him His words to his childer hinted strongly at his own death.

Through the stories of other vampires, whose ancestors
had seen the Second City, was the tale of Saulot rold. Other
acoounts — those of Malkav, Nosferatu, Ravnos — told how
Baadh wars brought out a side rarely seen in Saulot. He was
driven, angry, obsessed. When he made war against the
Oinestics, none would gainsay him, and rumor claimed th
€vien hirllk-l'ﬁ {.'-'lillli.i not ."-l."-l.lfl'll:.' I'li"i- E."L"\- Ll:ll'l l'|"'-'l.' '-|!|'H.'f I"I 'Il'llt.
S W '-lullllpl.'fl:_'l,j that Saulor feared losing his childer to Grws
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ticism (several had already left to practice mortal religions),
and had concocted rumors of a Baali presence among them to
have an excuse to destroy them. As suddenly as his rages began,
they ended, and the stories speak no more of it

As he slipped into his last years, the tales became less
certain. The disappearance of Caine led 1o his near-complete
withdrawal from the world, and he spent hours engaged in

myysterious business away from all eyes. After years of this strange
errand, he too vanished from the world. To where he retreated,
noone knew, save one of two childer he tnsted completely. Saill,
he had kept contact with his brood through the powers of his
mind, watching them and advising occasionally. It was initially
through this connection thar news of his death came to light.

Today, Saulot is granted the sort of reverence oftered to
martyrs. Most of the other clans shelver his descendants for his
sake, and the legends of his kindness have stimed others o
good deeds. If there were ever any doubts or uncertainties
about him, they have since vanished or have been conve-
I'IH.."I'ITj'Ir' Ii"l.'-l Liv hlifl_"'['lr'.
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BAALl CONNECTIONS

The history of the Salubn s olften intertwined swath that of the
Haali, and one cannot be discussed with the other. The connec
tions that are discussed would rather be forgotten by the Baali, and
the ones whispered about rarely reach the cars of most Salubri,

The Baali’s beginnings as a sect of human dinbolists is
I"'i.'llh‘t'li.'\j L h-I'I-L" I"“{"fl'l LIUIIH'I‘E [I"I.l..' msty [umes I.'Pf TI"I.I.".' '::-r:cl1m|
Cliry. As they grew bolder and more powerful, they sought to
grasp at the gitt of immortality. Saulot, at this ime an advisor
to Caine, suggested that these diabolists bore close watching,
Hrhj 1hﬂ.t I'I'I-I.' 1|'.|!|'l"||""|l'l.'i I'I.L‘Edﬂ'd e II'I{-I._'[I'III.”-['IH 1 thﬂm.
particularly if war became an issue. Caine agreed, and bid
Saulot find those best suited to the task.

The Salubri of this time were not strictly healers and
fi[fm‘t“: A !il.'l'l!'l:f E{"“‘ WETE WalTHMWS "llh mﬁeﬁn'c CiT-
mand of their Disciplines and the martial ars. Of these few,
Saulot chose four (two of them were his own childer) for this
misston and brought them to Caine for his approval. He
approved and told them that they walked a path of great
danger and secrecy. They were to infiltrate the stronghold of
the diabolists, learn how close they were to gaining immortal-
ity, and return to the City with word. They agreed and left that

very night, with only their leaders aware of their passing.

Little is known of what happened in the interim. Nearly four
months passed without a word, and Saulot feared the group had
met Final Death. Then, one starless night, one of them drageed
himself to the gates and begged for entrance and blood. He was
half-crazed with hunger, weak and badly frightened. After being
tended to, he told his sire and king what had happenad

The four found the camp with lintle difficuley. The farmers
in the river valleys spoke in hushed, dread -Billed whispers of a
Jdark mountain where the earth crcked open und belched forth
Jemons and other foul spints. Afrer several Jays pumey, the four
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reached the mountainand managed toconvince the ga te-keeper
that they were there to join the diabolists, or at least learn from
them. The diabolists made them welcome with feasting and
terrible rites that the survivor refused to speak of, even at the
command of his great-grandsire, save that a dark shape with
glowing eyes had appeared at the feast to bestow its blessing upon
them. The group called itself the Baali, and they were worship-
persof the Infernal powers, things that appeared from the bowels
of the earth and from beyond the stars. The Baali already
possessed a number of gifts that had been bestowed by their dark
masters, which they called Investments. Some were powerful
enough to rival vampiric Disciplines, summoning flames and
searching out the coruption in each person's soul.

The longer the four stayed among the Baali, the more
dangerous it became. Because of their strong grasp on their Via
and their humanity, they began to arouse suspicions. Worse,
one of them, a childe of Saulot, had become enamored of the
Baali and their ways. The life of a warrior and ascetic had never
truly pleased him, and the Baali had fed upon his unhappiness,
replacing it with their honeyed words and promises of power
In that moment, their companion fell to darkness, betraying
the infiltrators as he did so. The rest were caprured and
imprisoned in pits deep below the earth.

When the Baali leamed of the great prize in their midst, their
sorcerers spoke of using the vampiric blood to give themselves
immortality. Fiest, the Baali forced the imprisoned vampires to
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Embrace their leaders, as instructed by their erstwhile companion.
Then he called on the new vampires to diablerize the other childe
of Saulot. One leader was chosen to perform this, and he did so
with frightening skill. The remaining Salubri were nearly slaugh-
tered as well, but the new leader, bloated with power and blood,
commanded that they should be left alive as fonts of knowledge.

The first died the Final Death, screaming as his captors
attempted to rip the information from him with tortures as to
make Tzimisce himself wince. The second, the survivor, said
that he was tempted many times by his former companion, but
refused to share in such tainted power. Finally, he was able to
escape, and he had made his way back to the City, The former
Salubri had been left behind, and no doubt even now he
poured new wisdom into the ears of the Baali. Not long after
telling his tale, the survivor committed suicide, staying up to
greet the morning after one nightmare too many,

The Baali did not take long to make themselves known as
a threat. For once, it was gentle Saulot who counseled war and
asked — nay, demanded — that his forces lead the attack, Of
those who guestioned this action, only Malkav understood
with the wisdom of the mad that his brother's hearr was
gnawed and worried with guilr, and that he wished to wipe out
the traitor himself

Maost accounts of the war have been lost with the Second
City, and those that remain are consigned o allusions in mem-
oirs and the ramblings of scholars and elders. All agree that it was
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a bloodbath, led by S
mrx'n'n{. I"'lll [I'Il..‘ Lratiti F[I."- I'LI'LL' Was IL‘Z‘I-E- cerian w}ll'l'l IF WS
hnishod, most of the Salubri had been decimated, and the losses
from all allies had been costly. But Saulot was not finished.

T-I']L' '!|'l.':"'5 l'i'l.ﬂ *.ﬂ"ﬂ'i't'l‘d WENS an eene Prl'.'TI'IUI'IIE 1O l.'lII lht
Salubri’s fate. Saulot turned his attention to hunting the Baali
see the traitor to their clan destroved. When
ramors began attributing Baali presence among the Gnostic
sects, Saulot went after them with flame and sword. This
would never have gone on for so long, but for the burning
hatred shared by the other clans. Brujah in particular stood
with Saulot in this, and arranged for his allies to see abour
“mvestigating” the Gnostics. The bloody purge was mysteni-
asly ended by Saulot's command, and none to this night
widerstand how or why it began or ended,

aulot's chosen warriors. OF those, none

out,. driven to

Now, with the death of Saulot, some vampine scholars
among the Brujah and Cappadocians are beginning to ques-
ton how a group of mortals could have reached such heighes
of power in s
Teemere as aclan and such things as razor bars and Gargos les,

short a time. In dating the appearance of the

some notice that the Tremere adjusted ro their new stare and
the loss of the
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mortal powers with remarkable speed. Even

5 thetr new !:“'m'['E ne ot Tha iturgy and
new creatures at their I.]Iﬂ]"l\.l"-'{l A DN wl 50 veurs work. Too
gond, declare rhese scholars, whao are now proposing vanous

rtheorics as 1o how the Tremere developed so quickly. The one
gaming some credence among scholars has put the Tremere in
aneven more tenuous position

The theory states that the Tremere had help in their dirty
deads, perhaps even acting as someone else’s hatchetmen in
exchange for power. A number of powerful Cainires and not
a few mortal wizards have been pointed out in this, but a
Cappadocian has proposed the simplest and most sensible
theory: the Baali, for revenge. The Baali took terrible losses in
the Salubri-led campaign against them, so much o that they
wem reduced to their present, mostly powerless state. It would
be the classic “deal with the Devil” of the Tremere leaders
being offered great power in exchange for getting rid of
sormeone that they could not. Likewise, it would account for
how Tremere and his followers gained access to the sleeping
Saudot. The Baali (through their ill-gotten knowledge) might
be well acquainted with how Saulot protected himself, bur
unabe to approach him or broach his powers.

The theory has gained little credence among the remain-
ing Salubri, strangely. Few are willing to agree with the idea
that their closest cousins might be the things they despise so

wholehearredly.

Via DoLorosa

I is said that the lost Salubri dealt with demons and had
theirewn path to follow. Clan Tremere has tried to argue that
it hasdone the world a great service by riddiheg it of a clan of
infermalists; the wruth, as it often is, is stranger.

DARK NGES COMPANION

THE SALUBRI WARRIORS

Samiel, childe of Saulot, was called the first and
greatest of Salubrl warriors. Apocryphal stories de-
| scribe how the young man, called by another name
now forgotten, was headstrong and uneasy in the role
of a quiet healer. Caine finally commanded that the
| childe learmn the arts of war to ti:l'["' him 1‘:;u|pu‘d.
giving him to Brajah and Gangrel as a pupil. After
many trials of body and spirit, the result was a young
warrior, blooded and wise, anxious to defend the weak
and innocent, and all too teady 1o stand against evil
He took the name, “Samiel,” to reflect his changes, and
Sariel he has been ever since.

Samiel’s writings on his expeniences became the
basis for the training of other Salubrl warriors. This |}l
“code” pve the watriors ideals o strive for, but each had 5
| to find his o9m inner light by which he was gukled. Each |
was expected to be skillad in combar, proficient in |
| Disciplines, pure in intent and heare, and strong in spinit
When the training was complete

nd the would-be
| AT W ."‘-.*'ELFH."J i 'I-\.I'- .Iil.' WS 1N T cert 'l:r'li,""il[tl' L
of Samiel’s writings to read. u"hhi-u.l'l..'-.f sturies ¢laimed
that something about the rexr was said to spiritually ||
“Blood” the new one {none of the tales agrec onthe exact |
| occurrence), and he ‘would thereafter ke his place
among the ranks. Upon his entrance, he was expected to
change his nisme toone ¢ontaining the syllable “-1” (“of
the Lord™) toshow he had given himseli up to the Great
Father. The names'of Samiel, Artiel, Jacl and Aredhel
ring lhl'a.q:h history in pesposise.

The ongaing Cnades have fostered a few new
Salubri who wish to'coritinue as paladins. While they are
encouraged todoso, they dre not considered tobe “blooded™
by Samiel, and thus not true warmiors of his code. The last
copies of the code itself are believed lost, and some claim
that it signals the end of the Salubn's warrior caste.
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and accepting infernal power. This led to their bad reputation,
whichrthe Tremereare eager vo exploir tojustity their founder’s
crime. Those who knew the Salubri, however, realized their
d{'dhﬂg l"l..'hi oA I,""l.ll]"l'ﬁl;" “rh{' '."l.l.]l.ll"'ll *‘umght o Eh.lll'l. I.j{"l'l'li.'!l'l.‘l- t
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binding the demons into the destruction with secret magics
These rituals for destroying demons have been lost with the
fall of the clan, but they may still be discovered among the
remnants |."rf II'I-E‘ {lu.‘ll'l .1|n|J N anc<knt n'li‘“‘-lll‘l‘l_rlr‘l'ﬂ

The path that the clan followed was called the Via
Dolorosa — the Road of Tears. lts renets included offering aid
to the injured and protection to the abusad. The path chal-
lenged its followers to combar the evil in the world in an
J”'l.'l't’lr'? iy remyonwe [I'l'-.' l-"""'”i"ll L)} Irr!"ll.'r L..al-lfll.t["\ }l-hi ‘:"'l.lll:ﬁ:lll'
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into it. The final duty of a Salubri who reached the pinnacle
of this path was to create a childe, who would be brought up
to diablerize his sire. The Salubri realized that an escape from
the vampiric condition through Golconda was too hard a task
for many of them, and instead sacrificed themselves through
the Amaranth, thus removing what evil they could from the
world.

DemonNic Pacrs

A character may make a traditional pact with a demon in
order to gain more power. The abilities that demons grant are
called infernal investments. They are a double-edged sword;
for all the power they grant, they exact a harsh price.

Mast demonic pacts involve barter, whereby the deman
offers power in exchange for some service. Often this service
coincides with the character’s own goals: For example, the
character hasheen having trouble with the local bishop, so the
demon ofters the character a chance to kill him and eain an
infernal investment. Such bargains are in the demon's intee-
ests — each timea character gains aninfernal investment. she
must undergo & Supplicium, bringing dhe characeer's soul

closer to Hell's power.

PacTs

Demanic pacts are rated on a scale of 1 1o 10, representing
the degree of service the character must perform for the demon.
A pactof 1 is easily accomplished, and most infernalists perform
many suchservices in theircareer, allowing themaccess to a wide
range of investments. The higher-rated pacts are far more
difficult to perform, but their rewards are significantly greater.
Once acharacter has completed a pact, she may spend the points
gained on infernal investments in any way she chooses,

For example, Johann Binsfeld, a Ventrue infernalist, has
just corrupted the local monastery and turned the good monks
into subservient ghouls. The demon he is dealing with awards
him five points for the pact. Johann could spend these points
increasing one Attribute from 3 to 4; learn Rego Dolor at 1
(one point), gain a demonic man-at-arms (one point) and
gain fiery breath (three points); or any other combination.

Pacts can also be made to gain a demon’s immediate help;
this option is generally used by an infernalist who is in grear
danger or severely threatened. Common pacts include such
boons as transportation to a place of safety or use of demonic
powers in the infernalist's defense. Such a pact should cost as
much as the Storyteller thinks he can get out of the threatened
character, given that refusal would probably mean destruction,
Oince such a pact is made, the infernalist must do all within his
power to fulfill his end of the bargain or find himself forfeit.

FORFRITURE
My time is come, my day is done, And I can no longer stax,
For | am seized to pay that debt, Which debt we all must pay

— inscription on a gravestone, Yorkshire, England
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ALTERNATE
OcCcUpATIONS

Not every Salubri currently walking the land is
restricted to the professions of healing of teaching. |
Since the beginnings of Saulot's torpor, several sought
Il out different paths of unlife, Needless 1o say, some of

the choices have startled their moge conservative
brethren, not to mentich a few fellow Cainites. |
Some are caughtup inthe Ep_iiti.cal intrigue of the
day, working as advisdrs w0 princes and primogen.
Others at princes’ courts sepve as seneschals, scribes or
repositories of lore. A few work in the ministry, ||
primarily serving the needs of the streetfolk and poor.
In France, rumors pe rsist of one who works as a sort of
highwayman in reverse, stealing bandits' loot ro re-
turn it to the owners of a more -Jn.'r'-ur".'mq soul. ,.

The so-called "Angels of Death” are considered
legend, except o those who know them. The rare
Salubri seeking vengeance is retold like a hearth story,
complete with the requisite shudders by amused non:
Tremere vampites, The Cappadocians and Tzimisce
could tellsome very interesting stoties of certain Salubri
companions who show great promise and ability in
ditferent fields. In their quest to better understand the
body, these Salubri have delved into vivisection and
torture, to the shock of their more peaceful siblings.

Should a character attempt to evade his part ina pact, his
soul is declared forfeit by Hell, and the demons involved begin
their pursuit. Some mortals may be able to escape demonic
persecution by fleeing to holy ground, but for a vampire such
a route is practically impossible. The character may beg for his
unlife and soul, making his final moments on Earth petty;
alternatively, he may turn on his pursuers and fall in glorious
battle. Certain legends say that a character who evades the
forces of Hell three times becomes free from any pacts, loses all
investments (including improvements bought with demonic
aid) and may start his own Road.

A character who escapes Hell's clurches will be bitterly
hated by all demons and resented by all infernalists — her life
or unlife is likely to be very complicated from that point on.

INVESTMENTS

Infernal investments are rated by their cost in demonic
pacts, allowing a quick conversion between the service offered
and the power gained. Thisis notan exhaustive list of available
investments; Storytellers should have fun inventing their own
powers. Many of these investments are possessed hy demonis as
natural abilicies and may be substituted for or added o their
listed powers. (More supernatural pawers can be found in the
supplements Freak Legion and Ascension's Right Hand.)

CHAPTER SEVEN: INFERNALISAI
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Pact RaniNGs
| | The exact rafing of pacts is up to individual Story-

tellers. The followingfist should give a broad idea of
| what servigts are appropeiate for each level
‘ | Level One — Malice
Sriall wasks, oftefl designed wiegely ro add 1o the
characrer’s borden of sin
II| Level Two — Cruelty
Perry, ox ﬁ‘l-“-*-'-'l'f'i-'l actions, such a3 LOTupting a
- aingle person, are at this Jevel, |
Level Three — Immorality
Any task which forces the charactet 1o make a |
legencration check shotld be at least this level
' Level Four — Wrongdoing
Activelyspreading evil or challenging the author-
ity of the Church.
Level Five — Corruption

Leading others into evil of killing a majx opponent of |
ternal powers (for example, aknighv with True Famne
Level Six — Sin
nding and leadingac wen of other infernalise
LIng A site o cormuption

Level Seven -—— Heresy
Reversing the acrions of the Church, spreading 1| '
riot and dissent across @ wide arga. |
| Level Eight =~ Supreme Task |
Corrupting a whole eity of dedicating a cathedral
to evil. Creating a heresy thag lasts more than 10 years

| Level Nine —Life Booo
Dedicating one'sentige ife sathe servict 6f thé demon

Level Tea =L Soul Pact
| | This isthe ultimate pactthac €an be niade Withadenan
A character undertaking such a pact swears fealfy 5 the
demon and ProTmises if hiis u.l]lLI[‘i.H‘\.JI!‘EIh Oricea character
| has made such a pact, the demon refilids any uitther pactgfor
ithas all it ever wanted from the chakactee. Many Jemon$ iny
tO ]‘*.,_lx_}.:r an inie rt1.||1.='~[ 1O sign such a fact E'.'['lfﬂl."n.:ll-.i-'l.'["l s T

| revealing that lesser services can be performed. Most demons
| offer this pact when an infernalist is in mortal danger and
willing to seize upon any chance to save his life

e ———— — e e —

I'RANSFORMATIONS

With these investments the demon grants a new ability to
the infernalist. All of these abilities involve some physical
transformation. For example, the power of flight means that
the character grows twisted wings, further marking the char-
acter as one of the infernal host

\ . _ | Armor: (1 pt Investment)

§ | Scales, fur or chitinous armor plating grows over the

k ;‘ 3 character’s body. Each time this investment is taken rhe
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character adds one die to her soak pool against nonaggravated
attacks, This investment may be taken many times, but every
three times it is taken, the character loses a point of Appear-
ance permanently.

Claws: (1 pt Investment)

The character grows claws like a beast. The elaws are perma-
nently in place, but they may be made retractable for an additional
point. These claws inflict Strength +2 damage in combat.

Flame: (3 pt Investment)

The character becomes able to exhale gouts of flame (or
a similar virulent substance such as acid). This flame inflicts
three aggravated Health Levels on the rarget, who may dodge
against the infernalist's Dexterity + Occult roll. The infernalist
may increase the damage of his fiery breath by one Health
Level for every twa points spent.

Flights (3 pt Investment)

The character grows leathery wings, enabling him ta fly
short distances. The character can remain in the air for 4
number of turns equal to his Strength Attribure, For an
additional point, the wings may be barbed, inflicting damage
like claws (Strength +2).

Limbs: (2 pt Investment)

The character grows an exera limb. This may be a normal
limb, such as an arm sprouting from the chest, or something
strange like a tentacle or tail, Each additional limb allows the
character to make one exrra artack each turn; these attacks do
not split the Dice Pool, but each additional attack increases
the difficulty to hit by one.

Poison: (1 pt Investment)

The character's blood becomes poisonous, inflicting five
Health Levels of damage on anyone who ingests it. This damage
is soakable. If the character has claws (or wants 1o bite), he can
purchase poison sacs for an additional point, allowing him to
inflict this damage in combat. Should someone ingest large
amounts of poisonous blood, asoak roll against the poison should

be made for each Blood Point imbibed.
POWER

Demons are always willing to teach their dupes new
powers. Almost all infernalists are taught Dark Thaumaturgy
by demons, and many vampires seek out demons to learn
Disciplines they cannot gain from their clan.

Dark Thaumaturgy (varies)

Characters can purchase Dark Thaumarturgy from their
demonic mentors. Ratings in the paths of Dark Thaumaturgy can
only increase one point at a time. For example, if a character has
Video Nefas ar Level Two, he can only increase it to Level Three
with the next pact he makes. The character need only make a pact
equal to the new level of Dark Thaumarungy, but must immedi-
ately undergoa Supplicium upon learming the cormupt knowledge,

Disciplines (varies)

Demons can teach Disciplines ro vampires. Each rime a
Discipline isincreased through aninfernal investment, it may

m
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be raised only one level. Raising Disciplines costs the charac-
ter a pact equal to the new Discipline level +3,

A demon can also teach the character a single power from
a Discipline (for example, just Dread Gaze, not the full
Discipline of Presence). This costs the character a pact equal
to the level of the specific power +1. In this way, mortals can
receive these specific powers from demonic mentors.

The special infernal Disciplines of Maleficia and Striga
{as well as any other infernal Disciplines the Storyteller
creates) can only be learned by dealing with demons.

Attributes and Abilities (varies)

Demons aid their minions to become more powerful.
Attributes and Abilities can be raised only one level for each
pact. Atrributes require a pact equal to their new level +2 and
Abilities their new level +1 to raise through infernal means.

Life (one point per year of life)

Though inappropriate to vampires, demons offer mortals
extended life in exchange for pacts. The monal's life (in good
health) will be extended for one year for each point of the pact.
-T-hﬂ" '-\.:l Cmdil Can i'l..l"-l._l reverse [I"l.l'.' i ng I."'[I."I'I_'l.'i"-"- *x i l'] e SAINE COsE,
This is a very tempting offer in the medieval period, when mast
people had short lifespans. A demon will never grant uncondi-
tional immorrality, nor will it guarantee anvone against harm.
Similar pacts may also be made to cure diseases and heal wounds,

Servants (varies)

Minor demons may serve a character in exchange for
pacts, Powerful infernalists may be attended by many follow-
ers. Most such servants are possessed mortals who are intensely
loyal, and even willing to die for the infernalist. Such servants
cost one point unless they are especially skilled or powerful.
Bound demons may be granted to an infernalist for rwo poins,
and it is possible that a more powerful demon will consent to
serve for a sufficiently large service.

WE HR‘EL
CALLED LEGION..,

Though the Church holds as plain truth the theory that
just as there is one God there is one Devil, those who have
sought the mysteries of the world have discovered there seem
to be as many devils as there are people who believe in this
force of evil — is the Devil such an artful deceiver that he can
appear in many forms, or is the Church wrong? There is no
simple answer to such a question, but it is possible to examine
several of the options,

CRINE AND SATAN

Caine's curse springs from the same dark pride thar drove
Lucifer. Some vampires have argued thar the human Images
and stories of Satan are merely pale reflections of Caine's SLOTY.
Cainite infernalists hope that Caine fights a war against the
God who damned him and will praise them when he awakens
from his sleep of ages.
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"-3'53' >N




LiuTH AND SATAN

According tofolklore, Lilith, the mother of vampires, was
castout of Eden before Eve was created and became the Devil's
wife, giving birth to many monsters. Some ancient vampires
say that they remember stories in which Lilith is portrayed as
the mother of all supernaturals — that she was the first mage,
raught werewolves how to change their skins and even dealt
with the restless dead and the fae,

Lilith is revered as the mother of vampires, the entity who
awakened Caine into his dark powers. Whether she is a
representative of Satan is hotly debated among scholarly
Cainites, who desperately seek out fragments of the Book of
Nod and rthe legendary Testament of Lilith. Some ancients
speak of a time when Lilith was equal to Jehovah and say thar
these legendary manuscripts contain ancient magics lost in
time. A Cainite who finds these lost documents might gain
access to the power of gods — or just be another fool in the
games of the Jyhad.

SET AND SATAN

The Followers of Set know the tricks of demons very well:
indeed, they use many of them for their own purposes. This is
not to say that the Followers are servants of Hell. Setite
legends say that Jehovah, Christ, Allah and all the other gods
are but trinkers held up to pacify humanity, and that the

DARK AGES COMPANION
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various Jevils are merely terrors to frighten them. Their
dedication is to their lord Set and they will not be swayed from
his path.

T WYRM

The pagansof Northern Europe {and, if travelers' tales out
of Africa and Asia are to be believed, of more distant parts)
worship a great dragon or serpent that they call Vermis
Magnis. To the Christian, this is merely one of the aspects of
Satan, as the serpent, but some disturbing rumors have arisen
from vampires who hold their fiefs in the forsaken northlands.

The strange worshippers of Vermis Magnis descend into
pits in the earth, there to commune with spirits and stranger
beings. They are taught how to put on and rake off the wolf skin
and learn many secrets of Dark Thaumaturgy. Many elders
scoff at these stories, but rumors circulate throughour the
north of England that the barbarian Picts have crossed their
ancient borders and are moving south. Those Cainites whose
domains border the north have requested aid from their clan
fellows, and it appears that something malevolent stirs there.

~FOR WE ArRe MaNy

No human can enumerate all the forces of Hell. Though
hedge magicians collect and hoard the names and ranks of
demons as if they were treasure, it is a futile task. Those whao




have explored the dark side of the world believe that there is
not merely one Hell, as the Church claims, but innumerable
levels of pain and damnation. To the medieval mind, Hell was
not a structured place with separate realms of punishment, but
a bleak emptiness in which the Fallen Angels and demons
have built their habitations.

LUCIFER

Lucifer is first among the Fallen Angels. He led the
rebellion in Heaven and continues to work against all good in
the world, In the Book of Job he was portrayed as a servant of
God sent to test mankind. According to the Church he was
Prince of the World until Christ made a new covenant with
humankind. At this point, he became the Adversary, vio-
lently resisting the works of the Lord and fighting a bartle that
would only be resolved on judgment day, His name in Heaven
was Samael, the angel of light; he became Lucifer when he fell,
and has also been named Abaddon, the Destrover, and
Apollyon, the Angel of the Bortomless Pit.

In past ages he was given charge over the Earth and
humankind, but with the coming of Cheist and God's new
covenant with humanity he was overthrown and condemned
to Hell. By the 12th century, people have accepted rhat
Luciter is the enemy of God and man, dedicared to the
overthrow of the Earth. Luckily he is bound in Hell unul the
world's end.

"-E‘ES' W
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The idea of Lucifer as an antihero, a Promethean figure
that could be pitied or even praised, will not arise until the
17th century. In the Dark Medieval world he is the ultimare
foe, the pitiless fiend who seeks to trample all that is good
i']l_‘F'I-I.'_‘LI []'I. I']_!:'n fl-[':l"n-'f"l'l ]TH'H.'J\'I;,T‘_L ] IE" '|'-u ok h'l.?‘i.‘. o enter thl.' 'lﬂu'l.'lT]L‘I
and relies upon his servants, the princes of Hell, vo do his work.

THE ANTICHRIST AND
THE END OF THE WORLD

There will come a time when Lucifer will be free to work
his will upon the world. This will be the End of Days and will
be heralded by the coming of the Antichrist. The Antichrist
will be the antithesis of Christ, a man given wholly over to the
power of evil, in whom Satan will place all his trust and power.
He will be neither a demon nor the son of the Devil, but rather
a normal man who will seek to give the world to Hell,

According to legend he will be (or perhaps already hasbeen)
bom in the city of Chorazin and rise 1o greatness through his
intelligence, regal bearingand commaon justice. He will unite the
warring factions of Christianity and be proclaimed both Pope
and Emperor, leading the forces of Christendom intoagreat Holy
War thar will destroy the Jews, Muslims and pagans. His empire
will unite the entire world and he will be seen as the new Messiah.

All of thiswill be a lie. He will then plunge the world into
an age of devastation that will last 1000 years, an age in which
all hope is extinguished and people will count the dead as

AN
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lucky. Eventually, itissaid, his relgn will end as the tired world
begs for an end to its pain. Christ will return in power, and
history will come to a close as the day of judgment begins

This day will be the last, and all souls will be bought before
Gaod's throne. Those whose names are found in the Book of
Lite will be given a new Heaven and Earth free of sin: others
will be cast out forever,

Infernalists believe that the outcome of this final battle is
in hazard, and thar their masters may win and raise them o
dominion over all the world. Cainites whisper of their own
legends, recorded in the Book of Nod from the time of Enoch,
that say the world will be given over to their elders on the
Night of Gehenna: that the only dead who rise will be the
Antediluvians, who will feed upon their childer and found an
empire of blood thar lasts a thousand years. After this millen-
nium there will be no judgment, merely the ashes of the dving

b i1
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sun illuminating a broken and empty world where the citadels

of !hl.' !'IJ'L‘[" stand forever

THE PrINCES OF HELL
Scholars an {w.l-n'w.-'h'hrl"_.' snumetate the forces of Hell
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the infernal forces set against the world, Hell's hierarchy is seen
as 4 dark retlecuion of Heaven'sangelic hose, with the following

orders of Fallen Angels leading the unholy legions

FIRsT HIERARCHY

The mast powerful of the fallen angels are the Seraphim.
The Seraphim are ruled by Beelzebub, who tempts men with
pride; Leviathan, who is the ringleader of the heretics and leads
men [nto sins repugnant to faith; and Asmodeus, who is the
prince of wantons and burns with the desire to tempt men into
sins of luxury. Below the Seraphim are the Cherubim, lead by
Balberith, who stirs the blood to murder and blasphemy. Lowest
in the first hierarchy are the Thrones, lorded over by Astarodh,
“'}h!i‘*h ynotes sloth and IkﬂL"llt‘&'&,‘ 1I'-‘urlr'u;', who causes impat ience
tolead to sin; Gressil, who wants mankind to wallow in filth: and
Sonneillon, who tempts men into hatred against their enemies.

These Archdukes and Dukes of Hell bear scant resemblance
rohumanity, instead APPCanng as perverse mixtures of creatures
— great beasts or dragons, or shadows of terrible import. It is
virtually impossible for such beings to reach Earth; they influ-
ence humanity through vistons and dreams. Infernalists contact
them for their great knowledge and advice, but fear to look upon
such potent devils, and so work in darkness

Kniser
Kaiser is the servant of Sonneillon. He appears as a
walking corpse, clad in rags of finery, with his flesh burnt and

scarred, His eyesockets are empty, and wisps of mist seem to

drift behind them

DARK AGES COMPANINION

Kaiser has been given povernance over Last things. He is the
census-taker of Hell; his job is to be present at the end of things,
whether they are ideas, faiths or races. He is sometimes sent by
his lord to find those who seek to escape the powers of Hell, for
he is an excellent tracker and huntsman, He was allegedly seen
by Cainites at the time of the diablerie of Saulot, and it is said that
he appeared disturbed by the events he witnessed. He seldom
communicates, preferring to follow his lonely task in silence, but
will respond if addressed in High Latin

Attributes: Strength 4, Dexterity 4, Stamina 4, Charisma 6,
Manipulation 4, Appearance 0, Perception 8, Intelligence 7, Wits 6

Health Levels: OK, OK, 0K, -1,-1, -1, -2, -3, -5, Dispelled

Attack: Bumning Touch for five dice of aggravated damage

Abilities: Alertness 6, Empathy 4, Intimidation 5, Leadership
b, Etiquette 7, Stealth 5, Academics 3, Investigation 8, Politics 6

Disciplines: Auspex 6, Celerity 2, Dark Thaumarturgy 5,
Dominate 5, Fortitude 3, Mortis 3, Obfuscate 4, Obtenebration
6, Presence 5

Dark Thaumaturgical Paths: Video Nefas 5

Blood Pool: 210, Willpower: 9

SECOND HIERARCHY

These Lords of Hell are the Dominions, commanded by
i R'I”l_'t.'Ll-h-lla'r‘.}'}"fw; 1 |'|I. o break f::'_\_'lr'.. T m-”". (] [ § '._:"‘-_-_-LH
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Their work is supported by Verrier, Prince of the Principalities,

who whispers rebellion against authority and incites people to

refuse their lords, The final level of this hierarchy is the Powers,
headed by Carreau, who makes men harden their hearts against
love and faith; and Camnivean, who makes people love obscenity.

The Second Hierarchy is very active on Earth. Its princes are
sometimesable to break their chains and appear to their servants
They often take human forms of great beauty (especially Rosier,
who appears as a beautiful woman or handsome man). These
lords of Hell are too proud ro engage in vulgar combat and other
contests of power and will return to their domains if challenged,
laying great curses on those who dared oppose them.

THE HUNTSMAN

The Huntsman appears as a finely dressed noble, He hasmany
friends and knows all the latest fashions and scandals. An invet-
erate gossip, he seems to know more of a character's business than
the character himself. He proposes games of chance in which the
wager gradually rises, or dares victims to commit some indiscretion
with him. (Perhaps it would be amusing to spy on the nuns
bathing? Or to break into a church and drink communion wine?
Would you like to visit the local brothels? He has MANY CoOntacts
there. Avenge yourself ana foe! He knows how to cheat in a duel.)

Only when his victim has no other friends and is exiled
from society will he invite her to come to his house and see

what else he has ro offer....

o 7 o

Attributes: Strength 5, Dexterity 6, Stamina 5, Charisma 5,
Manipulation 6, Appearance 6, Perception 4, Intelligence 3, Wits §

Health Levels: OK, OK, OK, -1, -1, -1, .3, -3, 5
Dispelled

Attack: Weapon for eight dice + Potence

Abilities: Acting 4, Alertness 3, Athletics 4, Brawl4, Empathy
3, Intimidation 4, Larceny 6, Subterfuge 6, Archery 3, Etiquette §

Melee 6, Music 3, Ride 3, Stealth 4, Law 2, Linguistics 3, Occult 6
Disciplines: Celerity 2, Daimoinon 4, Dark Th Aumaturgy
4, Dementation 3, Fortitude 2, Potence 2, Presence 3
Dark Thaumaturgical Paths: Rego Venalis 4
Blood Pool: 15, Willpower: 7

THIRD HIERARCHY

The least among the demon lords are the Virtues, governed
by Belias, who leads humaniry into arrogance and worldliness,
distracts them from virtue with vulgar fashion and teaches
children to be wanton and disregard the Gospels, Olivier, of the
Archangels, is the lord of crueley and delights in abusing the POOT
and weak, Finally the infemal Angels, led by Tuvare, are merels
servants and vassals to the other lords of Hell.

SPITE

Spite, aminion of Belias, appearsas a normal car. It insinuates
itself into a househald with children and becomes their trusted
companion, whispering to them in their sleep. Its insidious machi-
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nations begin with minor mischief (for which it uses its powers to
place the blame on others), escalate through levels of cruelty, and
finally dupe the child into murdering other children or tempting
adules into sex. Unless its child has potential, Spite then abandons
him to the law and damnarion. If it thinks its child might prove
useful, it leads him to other infernalists, who train the child in evil.
Attributes: Strength 2, Dexterity 5, Stamina 4, Cha-
risma 3, Manipulation 3, Appearance 3, Perception 6,
Intelligence 4, Wits 5
Health Levels: OK, OK, -1, -1, -3, -3, Dispelled
Attack: Claw and bite for 3 dice
Abilities: Alertness 4, Dodge 5, Subterfuge 5, Stealth §
Disciplines: Animalism 3, Auspex 2, Celerity 2, Domi-
nate 4, Maleficia 4, Obfuscate 5, Thaumarturgy 3
Thaumaturgical Paths: Rego Elementum 3, Rego Motus ?
Blood Pool: 10, Willpower: 6

THE DEMONS

The true host of Hell is made up of countless demons. It
is these beings who are boughrt into the world by infernalists

and most readily rake an interest in the affairs of mankind.
Mostot them are subservient to their masters in | lell, but there
are some who seem worryingly independent. According to
medieval scholars, six broad rypes of demons have access to
the world.

i
FiEry DEMONS

To the medieval mind, the world was surrounded by an
aura of fire through which the stars and planets moved. The
demaons who dwell in this vast darkness between the stars are
a varied breed. Most have little interest in humanity, prefer-
ring o pursue their own strange intrigues — it is said that the
pagangods drift in the void remembering their days of power,
that there are strange demons based upon ideas, constructions
of mathematics, manifestations of human reason and emo-
tions. They are called daemons to distinguish them from their
more comprehensible kin,

Infernalists have little power over these beings; they may
only be summoned using True Magick. Astrologers have said
that afew of these star daemons have shown an interest in the
growing study of mathematics and other natural sciences at
the University of Paris.

STAR DAEMON

This being appears as a twisting ribbon of light and shadow.
Shapes emerge from this formlessness, hinting at geometric
patternsor even writing. Gazing at this being too long makes the
viewer uncertain of her place in the universe, as she begins to
sense the vast void that surrounds her. If the viewer makes a
Willpower roll (difficulty 12 minus Intelligence, maximum 10).
she gains supernatural insight (gain a bonus o Dice Pools
involving an Ability chosen by the Storyteller; the bonus equials
the suocesses on the Willpower roll and lases for a e imber of days
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equal to the character's Intelligence). This daemon is angered by
any attempt todispel it, using its Thaumaturgy and Obtenebration
against such an attacker,

According to translations of Chaldean and Egyptian
magic, there exists a breed of grearer star daemons who, like
the wandering stars, intersect with the world only at specific
times. The Sphinx and some Babylonian carvings are said to
depict these beings. The powers of such inhuman intellects
can only be guessed at.

Attributes: Strength *, Dexterity *, Stamina *, Charisma
¢, Manipulation 2, Appearance 0, Perception 9, Intelligence
8, Wits 7

Health Levels: OK, OK, OK, -1, -1, -1, -2, Dispelled

Attack: Thaumaturgy and Obtenebration only. Nophysi-
cal artack.

Abilities: Music 5, Academics (Mathematics) 7, Linguis-
tics T, Occult 5, Science 8

Disciplines: Auspex 6, Fortitude 4, Obfuscate 2,
Obtenebration (appears as forms of light rather than shadow)
4, Thaumaturgy 6

Thaumaturgical Paths: Cre Ignem 6, Rego Elementum 4

Blood Pool: *, Willpower: 10

*This star daemon has no real physical presence. It can
only be harmed by atracks involving natural forces such as fire
or lightning, which it resists using Fortitude.




AERIAL DEMONS

These demons swarm invisibly through the spirit world,
seeking entrance to the material world in order to tempt or
attack humans. They conspire with infernalists for the de-
struction of mankind.

BELTEROTH, THE STORM-CHHSER

Belteroth rides the winds of the world in the form of a dark
shadow, ever seeking prey. It appears as a monstrous figure
with ragged wings, claws and cold eyes. Its presence can be
detecred by the piercing shriek it makes as it swoops upon its
prey. It can only consume damned souls, but revels in snatch-
ing up the innocent and lost, then dropping them from the
heights.

Attributes: Strength 4, Dexterity 6, Stamina 5, Cha-
risma 3, Manipulation 3, Appearance 0, Perception 6,
Ineelligence 3, Wits 3

Health Levels: OK, OK, CK, -1,-1,-2,-2,:2,-3,-3..
3, Dispelled

Attack: Claw for 7 dice + Potence,

Abilities: Alertness 5, Athletics 4, Brawl 4, Dodee 6

Disciplines: Auspex |, Celerity 4, Fortitude |, Potence 2,
| haumaturgy 3

Thaumaturgical Paths: Rego Motus 5, Rego Tempestas 4

Blood Pool: 15, Willpower: 7
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TERRESTRIAL DEMONS

lerrestrial demons are the most dangerous sort, for they
have been cast out of the spirit worlds and dwell on Earth
among humanity. They are often confused with werewalves
and fae, for they are adept at changing their forms and casting
illusions. The weakest among them possess the bodies of
animals, creating Hell-beasts (see Vampire: the Dark Ages
pages 266-267), while the more powerful pose as human beings
and work their corruption secretly. If a terrestrial demon is
stain, it is truly dead rather than merely dispelled.

The Buack MonNk

Legends and sightings of the Black Monk are found across
Europe. Some say he is from Germany, others from Scotland.
He has been seen in Rome, in the company of cardinals: in the
south of France, with heretics; and in the halls of Paris’
Il..-1'[II'-.'1.'F'-iT1|'. -«1:‘:]".’ﬂi:‘|;;qJ |1]1i|n.-i-r~h'g.' with studenits.

Appearing as a normal monk of middle years, the Black
Monk cormupts through the suggestion of heresies to vulnerable
folk. It is said that he led a group of children away from their
homes, promising them that they had been chosen o enrer
Paradise; the children disappeared and were never seen again,

He is often attenided by swarms of rars, and plague follows
in his foorsteps.

Attributes: Strength 5, Dexterity 4, Stamina 3, Charisma 4,
Manipulation 6, Appearance 3, Perception 4, Intelligence 4, Wits 4
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Health Levels: OK, OK, -1, -1,
Attack: Weapon for 6 dice
Abilities: Acting 4, Alertness 2, Brawl 3, Dodge 2,

Empathy 3, Larceny 3, Subterfuge 6, Etiquette 1, Academics

5, Linguistics 5, Occulr 6
Disciplines: Animalism 5, Auspex 2, Dark Thaumarurgy

3, Dementation 4, Dominate 1, Fortitude 3, Maleficia 5,

Obfuscare 3, Presence 3, Vicissitude 3
Dark Thaumaturgical Paths: Rego Venalis 3, Video Nefas 4
Blood Pool: 10, Willpower: 6

AQueEous DEMONS

These demons dwellinrivers, lakes and the ocean depths.
They delight in drowning humans, especially children, and
use both guile and outright force to claim their due. The
aqueous demons of the ocean are colossal monisters capable of

-2, -2, -3, -5, Dead

crshing ships in their colls or tentacles.
[ENNY GREEN TEETH

lenny appears as a bloated corpse with long nails and
sharp teeth. She is seen only as she breaks from the surface of
her river to seize a victin. It is said that she can take on more
pleasant forms to lure the unwary inte her grasp, including a
fine horse and a beauriful woman.

Attributes: Strengrh 7, Dexterity 3, Stamina 6, Charisma 4.
Manipulation 3, Appearance 0, Perceprion 3, Intelligence 2, Wits 3

DARK AGES COMPANION
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Health Levels: OK, OK, OK, -1, -1, -1
-3, Dhspelled

Attack: Claw for 10 dice + Potence, Bite for 12 dice +
Potence

Abilities: Acting 3, Athletics 5, Brawl 5, Stealth 4

Disciplines: Fortitude 5, Obfuscate 4, Potence 7

Blood Pool: 20, Willpower: 5

SUBTERRANEAN DEMONS

Subterranean demons dwell deep within the earth and in
caves and caverns. They artack those who disturh their do-
mains (miners and treasure hunters especially), but are
otherwise encountered by humankind only when summoned

"

to the surface. They are slow and malicious, appearing as
I‘l}'hl’iul:& of armor, Hesh and stone.

(GERGIMOTH, A GNOME

Crergimoth sleeps close by the mine workings in Cornwall,
England. Miners know not to follow lights seen down closed
passages of listen too closely to the sounds they sometimes hear
in the darkness. Gergimoth is roused to wrath should anvone
steal treasure from his hoard

Attributes: Srrengeh 10, Dexreriry 2, Stamina 10, Cha
risma 4, Manipulation 2,
Intelligence 4, Wits 2

Appearance o2, Perception 4,




Health Levels: OK ,OK, OK, OK, -1, -1, -1, -1, -2, -2, -
2,-3, -3, -5, -5, Dispelled

Attack: Crush for 15 dice + Potence

Abilities: Brawl 5, Discover Treasures 4

Disciplines: Fortitude 5, Potence 3,

Thaumaturgical Paths: Rego Terram 5 (this is a branch
of Thaumaturgy governing the earth; it allows the wielder to
shatter or repair weapons and armor, cause minor earthquakes,
and even collapse buildings!) Though he has no knowledge of
Thaumaturgy, Gergimoth is inherently skilled with the mag-
ics of Rego Terram.

Blood Pool: 15, Willpower: 8

Bounp DEMONS
Least among infernal powers are bound demons. These

demons are so pitiful that they can be summoned and com-
I'If'li-'l.'l'll.it‘l.l (%] "|'|.'I.':l'|'§'§.' E""l. Mmere ]"Ill['l.'li‘l.T'L I[lilLfiL LA NS, F.'ﬂf"..ll 'I.I.ZII IJ';.:['[!I:IIT'IH--:].TL'

usually small and brutish, oftenappearing as overly large toads
or other vermin, and serve either as familiars (for the length
of the magician’s lite) or as guards set over places or treasures.

s -

FAMILIARS

Familiars are tiny demons that are bound to a specitic
master. [hey generally appear as small animals (toads, cats,
weasels and ravens are common) and serve as spies and gossips.
Known familiars have included (from Mathew Hopkins® Discov-
ery of Witches) “Holr, who cam in the form of a black kitling;
Jamara, who came in like a fat spaniel without any legs at all;
Vinegar Tom, who was like a long-legged greyhound and could
appear as a four-year-old child; Sacke and Sugar, a black rabbir;
and, News, apolecar” aswell as imps called Hemauzar, Pyewackett,
Pecke in the Crowne, and Griezzell Greedigure.

Familiars need to be fed the blood of their master weekly
or they will wither and die

%
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Attributes: Strength 2, Dexterity 4./
Stamina 3, Charisma 2, Manipulation 2,
Appearance 0, Perception 4, Intelligence 3,
Wits 4

Health Levels: OK.OK, -

1, -1, -1, Dispelled g s t
Attack: Claw for 3 =" || !

f::. £~ i+

dice (possibly poison as /| o S bed

well for 3-5 dice) o

Abilities: Dodge 3,
Lﬂrcfnytﬁreahhﬂr,ﬂu-{,’fa‘/
cult 5 (familiarscanteach
their master this knowl-
edge)

Disciplines: Animalism
(same type as the familiar's form only) 3,
Auspex 2, Celerity 3, Maleficia 2 S '

Bleod Pool: 5, Willpower: 5

CuUsTtones

These minor beasts are bound to guard a place and s

treasires, TI:'IL"!- Fd I.I!._:Hi:l.‘ l."t'l.l'!.' Flll_' e '-ﬂ']'ll.l ‘*ll:l'l]lll.'[l'i_‘.J TE'IL'H'.
and attempt to eat all other wespassers. They are dull-witeed
and slow, bur immensely strong and persistent. Most of them
appear as large spiders or giant toads covered in caustic slime.
A few may have poisonous bites or other abilities

Attributes: Strength 5, Dexterity 2, Stamina 5, Charisma
0, Manipulation 0, Appearance 0, Perception 2, Intelligence
2, Wies 2

Health Levels: Ok, OK, OK, OK, -1, -1,-1, -2, -2, -1, -3,
-5, Dispelled

Attack: Claw, Bite and Grab for 7 dice + Potence

Abilities: Brawl 5, Stealth (wair patiently) 5

Disciplines: Fortitude 3, Potence 4

THE INFERNAL
IN THE DARK
MepiEvarL, Worp A

The infernal is presented here in a way consistent with
medieval legends and folklore. 1t is presented merely as part of
the roleplaying experience of the Dark Medieval world. White
Wolf makes no suggestion that Satanism in any form is an
acceptable practice, or that black magic is real.

— N4

Humanity inflicts enough horrors on itself on a daily basis ‘
to make the descriptions of imaginary monsters seem tame

Toshow demonic entities is to show the depths of human
evil in a Jramatic manner, something we must all rise above.

CHAPTER SEVEN: INFERNALISM
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APPENDIX: BESTIARY
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For the most part, normal animals are best described with only
Physical Traits. Few have Intelligence scores higher than 2, or a
Perception scores lower than 3. Social Traits, of course, are purely
subjective. Any of the beasts below can be wmed into ghoul
retainers with occasional meals of vampire blood; such compan-
tons gain Willpower and some “trained” Abilities that wild animals
lack, Assume that any Trait in parentheses is instilled through
human contact and training; an animal in the wilderness does not
have these Abilities unless there's something magical abour it
Animals whose Health Levels include Incapacitated can survive
longer than those without it — others die when they run out of
Health Levels. The Blood Pool Trait reflects how many points that
a feeding Cainite can drain from a beast. Note that animal blood
is far less satisfying than human vitae; some animals that have
more blood than 4 human actually have lower Blood Pool ratings,

Bar

strength |, Dexrerity 3, Stamina 2

Willpower: 2, Health Levels: OK, -1,-3

Attack: Bite for one die

Abilities: Alertness 3, Dodge 3, Stealth 2

Blood Pool: |

Notes: Regarded as messengers of darkness and as the
tamiliars of witches, bats often carry diseases or plague -bearing
fleas. Some Cainites claim thar bat blood tastes of dust.

BEAR
Strength 5, Dexterity 2, Stamina 5
Willpower: 4, Health Levels: OK, OK, OK, -1, -1, -1, -3,
-3, -5, Incapacitated
Attack: Claw for seven dice; bite for five
Abilities: Alertness 3, Brawl 3, Intimidation 2, Stealth |
Blood Pool: &

Notes: Considered figures of foolishniess or mindless rage, bears
aredomesticated by some Gypsy bands or traveling players. Norsemen
and Celts, however, respect bears for their power and believe them
to be totems of strength. Bears’ blood and organs are considered
delicacies by some coarse Gangrel, who hunt therm as tests ofbravery.

Car
Strength 1, Dexterity 3, Stamina 3
Willpower: 3, Health Levels: OK, -1, -2, -5, Incapacitated
Attack: Claw or bite for one die
Abilities: Alertness 3, Athletics 2, Brawl 2, Dodge 3,
Climbing 3, Intimidation 2, Stealth 4 (Empathy 2, Subterfuge 2)
Blood Pool: 3

Notes: The medieval cat does not have a good repuration: it
is capricious, cruel, sexual, sneaky — in short, what men consider
worst in women. Narurally, most good Christians fear this tradi-
tional witch's companion, despire its rat-catching talents.

Cow/Bar

strengrh 33, Dexterity 2, Stamina 3/5

DARK AGES COMPANION

Willpower: 2, Health Levels: OK, OK, -1, -1, -3, -3,
Incapacitated

Attack: Bite for three dice/gore for six

Abilities: Alertness 2 (Brawl 3)

Blood Pool: &

Notes: While cows are seen as symbols of domestic
simplicity, bulls epitomize masculine aggression and potency.

DEER/STAG

Strength 1/3, Dexterity 3, Stamina 2/3

Willpower: 3, Health Levels: OK, OK, -1, -1, -3, -5,
Incapacitated

Attack: Nonefgore for five dice

Abilities: Alertness 2, Brawl 2, Dodge 2, Empathy 2, Stealth 2

Blood Pool: 5/7

Notes: Traditional prey of the hunt. Deer epitomize
Hectness and narural beauty, while stags stand for pagan pride,
with an ominous undercurrent. Both have rich (if saley ) blood.

Hare

Strength 1, Dexterity 3, Stamina 2

Willpower: 1, Health Levels: OK, -1, -2, -3

Attack: Bire fortwodice; rear claw kick forone (desperation)

Abilities: Alertness 2, Dodge 2, Empathy 1, Stealth 4

Blood Pool: 3

Motes: These stats represent European hares, not small
“bunnies.” Hares are traditionally regarded as symbols of
fertility and feminine cunning.

Hawk/Crow/RAVEN/OWL

Strength 2, Dexterity 3, Stamina 3

Willpower: 3, Health Levels: OK, -1, -1, -2, -5

Attack: Claw for two dice; bite for one (desperation)

Abilities: Alertness 3, Athletics 2, Brawl 1, Dodge 2,
Intimidation 2 ( Brawl 3, Empathy 4, Intimidation 4)

Blood Pool: 2

Notes: The hawk, a rraditional hunting animal, is ascribed
with the virtues of keen sight and pride. The crow, an unusually
intelligent bird, is thought to read minds, speak and foretell the
future — its appearance is considered a death omen. The raven is
a traditional sorcerer’s companion, and is said to speak in riddles
and foretell ill events. The owl, long associared with scholars and
sages, represents both pride and terror, While the owl is seen asa
wise bird, its screech and staring eyes symbolize impending disaster.

HORSE/ WHRHORSE
Strength 4/6, Dexteriry 2, Stamina 3/5
Willpower: 2/4, Health Levels: OK, OK, -1, -1, -2, -2, -5,
Incapacitated
Attack: Trample or kick for sixfseven dice; bite for three
Abilities: Alertness 3, Arhletics 2, Brawl | (Brawl 3,
Empathy 2, Intimidation 2)
Blood Pool: 6/8
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Notes: Symbols of simple-minded virtue, horsesaren’tclever
but are steadfast, rireless and loyal. Horses have fierce tempers
when roused, and wild spirits that only the most dedicated riders
cantame. The unicom, the horse's cousin, exemplifies everything
that is best about the horse, and also has insight and is pure.

Hounn
Strength 4, Dexterity 3, Stamina 3
Willpower: 5, Health Levels: OK, -1, -1, -2, -2, -5
Attack: Bite tor five dice; claw for four
Abilities: Alertness 3, Athletics 2, Brawl 3 (Dodge 3,
Empathy 2, Intimidation 3, Srealth 2)

Blood Pool: 4

Hutfﬁ-: I_i.'l'r'ii]-l i.'lf':l'lr'!: ':I['!IJ f-um-cic:uu&-, [i"ll'.‘ hULI[HJ is ﬂl.‘.ll'l':'c-ld-
ered an ideal hunter and guardian: it knows its duty and
performs it without fault. Though the hound is considered
dirty and stupid by some, no one doubts its skill — or temper.

These Traits reflect large hounds like mastiffs and hunt-
ing dogs. Smaller, domestic canines will not be as formidable.

Lion (EUropPEAN)

Strength 4, Dexterity 3, Stamina 3

Willpower: 5, Health Levels: OK, -1, -1, -2, -2, -5
Incapacitated

a

Attack: Claw for four dice: bite for five
Abilities: Alermness 3, Athlerics 2, Brawl 3, lntimidarion 4

(Dodge 3, Stealth 3)

Blood Pool: 9

Notes: Although tales hold that the Romans extermi-
nated these regal monsters, lions are occasionally found in
desolare regions throughour western and southern Europe.
Courageous, proud, terrifying when enraged, and loyal, the
lion embodies the qualities that noblemen aspire to.

MuaLe
Strength 4, Dexterity 2, Stamina 3
Willpower: 6, Health Levels: OK, OK, -1, -2, -4, Incapacitated
Attack: Kick for five dice; bite for four
Abilities: Alertness 2, Brawl 2, Dodge 2
Blood Pool: 4

MNotes: The mule is the quintessential fool; too stubbom o
know what’s good for it Although sturdy, reliable beasts, mules
are often more obnoxious than useful. Despite their
thickheadedness, mules are considered humble and hard-work-
ing once roused into action.

P16/ BoAR
Strength 24, Dexterity 2, Stamina 4/3
Willpower: 3, Health Levels: OK, OK, -1, -1, -2, -4,
Incapacitated
Artack: Bire for twotour Jice; boars gore for five
Abilities: Alertness 2, Athlenics 2, Brawl 2 { Intimidartion 2)
Blood Pool: 4/6
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Notes: These traditional gluttons are far stronger and tougher
than many farm beasts, and are easily underestima ted, The wild boar,
a traditional game animal, is said to have a passionate heart. Those
who eat the heart are granted ferocity and tirelessness in battle.

RAaT

Strength 1, Dexterity 2, Stamina 3

Willpower: 4, Health Levels: Ok, -1, -5

Attack: Bite for one die (swarm attacks do three dice per um
and are assumed to always have three successes on their initiative roll)

Abilities: Alertness 2, Brawl 1, Dodge 3, Stealth 3 (Larceny 2)

Blood Pool: 2

Notes: Deceir and disease are the hallmarks of the rar.
Plague-fleas hide in rat fur as the vermin steal through houses,
gniaw at food, foul goods and artack children. Rats are everywhere.
Their blood is as filchy as their behavior. They travel in numbers;
a rat swarm is as dangerous as a predatory animal, and is pestilent.

SHEEP

Strength 2, Dexrerity 2, Stamina 2

Willpower: 2, Health Levels: OK, -1, -1, -3, Incapacitated

Attack: None, though rams can gore tor three dice

Abilities: Alertness 2, Empathy 2

Blood Pool: 3

Notes: Meek and gentle, the lamb epitomizes the Chris-
tian ideal: innocent and shepherded by the wise. Yer the
connotation of victim applies as well. The sheep symbolizes
everything that a lord hopes for in his vassals. Cainites who
drink from lambs claim the blood is smooth but weak,

SWAN

Strength 2, Dexterity 3, Stamina 3

Willpower: 3, Health Levels: OK, -1, -2, -3, -5

Attack: Wings for two dice; bite for two

Abilities: Alertness 3, Brawl 2, Empathy 2

Blood Pool: 3

Notes: The symbol of purity and strength, the swan
protects its family with surprising ferocity. Often associated
with treasure and transformations from base to beauriful, the
swan is considered a bird of good, if temperamental, fortune,

WoLr

Strength £, Dexterity 2, Stamina 3

Willpower: 3, Health Levels: OK, -1,-1,-3,-5, Incapacirared
Arxtack: Bite and claw for four dice

Abilities: Alertness 2, Athletics 1, Brawl 3, Dodge 1, Stealth 2
Blood Pool: 4

Notes: Ravager. Seducer. Destroyer. Wolves combine cunning
and social behavior with savagery. Tales portray the wolf as a liar in
a comely guise, and as a monster that kills for the thrill of it. Some
pagans still revere this hunter for his skill and wisdom, bur mose of
Europe regards the wolf as the epitome of evil. The Gangrel, of course,
consider themselves kin to wolves, despite the Garou who haunt the
borests. ToGangrel, the wolfis a totem, a symbol of their primal pride.
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