



























































































































































































































































Drigins of the Black
Hand’s Ghoul-Families

[t was this indefinable peculiarity... their only inheritance,
those feelings of repugnance and superstitious terror with which
the people of the town, even after awakening from their frenzy,
continued to regard the memory of the reputed witches. The
mantle, or rather the ragged cloak, of old Matthew Maule had
fallen upon his children. They were believed to inherit mysterious
attributes. ..

— Nathaniel Hawthorne, The House of The Seven Gables

The first revenants of the Black Hand were created in
Eastern Europe somewhere between 700 B.C. and 300 B.C.
The Verbena understood the power within Kindred blood
and discovered it could be passed through mortals. It was one
of the many secrets they discovered about the Kindred during
their period of membership with the sect.

Since then, more than a dozen ghoul families have come
into existence, though some are believed destroyed. The
Tzimisce relied on them the most, especially using them
against Gypsies and other dangerous mortals. Only eight
ghoul families are believed tostill exist. Four, the Bratovitches,
Grimaldis, Obertuses and the Zantosas, joined the Tzimisce
in the Sabbat. One family, the Ducheski, are believed to now
serve the Tremere. The other three continue to serve their
true masters — the Kindred of the Black Hand.

Ghoul-Family
Descriptions

The prince of darkness is a gentleman.
— William Shakespeare, King Lear

Enrathi

Nicknames: Snatchers

Description: The Enrathi were originally a simple farming
family, but over the centuries they grew in power and reputation.
Their members were black market dealers during the Middle Ages,
providing Kindred, mages and mortals with needed slaves. Even
more frightening, they were bankers, and they accumulated a great
deal of wealth, which they used for the Black Hand.

The Black Hand chose the Enrathi to gather worthy children
for training as chatterlings. The family proved especially adeptatits
dutiesand, with the discovery of the New World, managed tospread
its influence to the Americas. The Black Hand has rewarded the
Enrathi for its service with continued existence.

All former chatterlings owe the Enrathi family three
greater boons: one for releasing them from their former lives,
one for showing them the way to power as chatterlings, and one
for giving them the opportunity to become Kindred. Should
they fail to repay these boons when called upon, they will be
shamed and may even receive punishment from sect leaders.

Appearance: The family was originally of Italian de-
scent, but its members have bred with other ghoul families,
The younger ones are mostly of Eastern European/Italian
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descent. They are generally clean-cut and dress well. The
snatchers tend to be in good shape and are usually armed.

Family Estates: There are nine Enrathi estates: Flo-
rence, Milan (Italy), Dresden (Germany), Brussels (Belgium),
Saragossa (Spain), Cape Town (South Africa), St. Louis
(Missouri), San Diego (California) and Manhattan (New
York). The estates vary in size, but most house between five
and ten family members, some of whom travel a great deal of
the time. The estates are all very old but well cared for.

Backgrounds: They are all raised in private schools and
learn their family's secrets around the age of 18. They are
expected to serve their vampiric masters or face death at the
hands of their own kin. Some who cannot find it in them-
selves to kidnap and enslave children manage to either
escape or serve the family in other ways.

Character Creation: All are dilettantes. Their Natures
tend to reflect their often-cruel duties of kidnapping children;
many are Deviants, Bravos and Fanatics, but they can have any
Demeanor. Physical Attributes are usually primary, while Men-
tal Attributes are secondary. Talents are primary. Common
Backgrounds include Contacts, Mentor and Resources.

Disciplines: Dominate, Obfuscate, Potence

Weaknesses: Due to the harsh nature of their work, they
cannot have Humanity ratings higher than 3. Most prefer
following a Path of Enlightenment. In addition, they can
never have a Conscience rating above 2. Those who develop
higher ratings usually go insane, kill themselves or run away
from their family. In addition, each is Blood Bound to at least
one of the seraphim.

Preferred Paths: They prefer the Path of Cathari, though
some follow the Path of Death and the Soul.

Family Organization: Each estate is controlled by a patri-
arch. The women have virtually no power in the family. They
are considered inferior and are meant to serve only as the
bearers of children and as keepers of households. The first-born
sons are always given the most influence and power. The
Enrathi treat their elder family members and all Kindred (even
those not of the Black Hand) with great respect.

Gaining Family Recognition: Those who best serve the
Black Hand by acquiring children who mature into the best
charterlings, and eventually into vampires, gain the most
respect.

Sect Duties: They are charged with the duty of “snatch-
ing” children who show enough physical and intellectual
potential to become chatterlings.

Quote: Come here little girl... Want some candy? Quick!
Grab her!

Marijava — “They serve our masters, but they cannot be
trusted to keep our secrets. Avoid them whenever possible
and tell them as little as you can.”

Rafastio — “They are very strange and certainly danger-
ous and evil. Do not cross them, for their spells are potent.”

Black Hand — “Only through their efforts will we save
humanity. [ am glad to serve them well.”

Marijava

Nickname: Stalkers

Description: Long ago, the head of the Marijava family
was also the leader of a Thuggee sect of robbers and assassins.
He served some of the early Euthanatos of the Tal'mahe’Ra
and, as a reward, became a ghoul. He continued serving the
sect and eventually trained his own family in the Thuggee
arts. They too served the sect, and evenrually his children
and their children were chosen to become ghouls. From that
point on, the Marijava were a ghoul family.

While the Marijava are still trained as thieves and
assassins, they primarily serve as spies. They are all highly
educated and use the sect’s influence to attain positions of
power all over the world. From these positions, they help
keepwatch over the activities of other Kindred. Theykeepup
with all manner of Blood Cults, sects, packs, gangs, coteries
and individual Kindred. They record whatever they can
discover and relay it to Black Hand leaders.

They often trade information with the Nosferatu, and
they are also said to be connected in some way to the Calibans
of the Gypsies. They refute this despite their known interac-
tion with them. Some wonder if the Marijava are not also
providing information to the Rom. However, so far the
family has proven intensely loyal. Some are still called upon
to perform daytime vampire assassinations.

Appearance: They are Indian in ancestry, and the
family is large enough to inbreed without many defects,
which is good since they dislike breeding with members of the
other ghoul families. They all dress to fit their chosen worldly
occupations, though they often wear black ceremonial garb
during family ceremonies.

Family Estates: There are only two family estates, one in
Bombay (India) and one in Kabul (Afghanistan). The rest of their
large family is spread across the world. Most are in positions of
authority and have access to important information.

Backgrounds: Theyare all highly trained assassins, thieves
or professionals in some white-collar field. Many use their
Presence to assist them in getting jobs in various government
agencies. They all come from a very strict upbringing, and they
understand the value of secrecy and loyalty.

Character Creation: They all have professional concepts,
which are really combinations of outsider, criminal, investiga-
tor, and soldier backgrounds. They can have any Nature and
Demeanor, except for Rebel and other antisocial ones which
would prevent them from “fitting in.” Mental Attributes are
generally primary, as are Skills. Common Backgrounds include
Allies, Contacts, Influence and Resources.

Disciplines: Celerity, Obfuscate, Presence

Weaknesses: They are all very susceptible to the Blood
Bond and they can become Bound to a vampire with only one
drink. They often acquire the blood of several Kindred and
mix it together instead of drinking from just one. However,
even this method creates a Vinculum effect in the revenant

(see The Players Guide to the Sabbat).
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Preferred Paths: Most retain their Humanity, though
some follow the Path of the Scorched Heart.

Family Organization: The Marijava are very hierarchi-
cal. They all answer to Umath Marijava, the founder of their
family. Umath provides his many family members with blood
from various Black Hand Kindred.

Gaining Family Recognition: Both males and females
are given equal respect and, while age is certainly respected,
quality of service is considered far more important. Those
who manage to locate and keep up with the most elusive and
powerful of Kindred are given the most respect. Also, anyone
honored with the opportunity to destroy a vampire receives
great respect — if she succeeds.

Sect Duties: They are charged with information gather-
ing, vampire hunting and assassination work.

Quote: | am always ready and willing to serve my masters
should they call uponme, formy blade is sharp and quick. Until then,
I watch and wait, collecting secrets useful to my masters.

Enrathi — “They are disgusting perverts whose dreadful
services are deemed necessary by our masters, though I
cannot understand why."”

Rafastio— “They are wicked and mysterious. Avoid them.”

Black Hand — “Of all the Kindred we watch, our
masters are surely the most dedicated to the freedom and
survival of the human race. We must serve them well, else
Gehenna will be the end for us all.”

Rafastio

Nickname: Witches

Description: The Black Hand's connection with the
Verbenadegenerated long ago, but a little of it remains as one
family, the Rafastios, continues to serve the Black Hand.
Most are merely witches, but a few are full-fledged mages of
the Verbena Tradition.

The Rafastio family of Northern Italy enjoyed its con-
nections to the Tal'mahe’Ra. The sect provided the witches
with blood and secrets and, in return, studied with the
witches. Some eventually decided they would accept the
offer to become ghouls of the Black Hand. They knew it
would give them the ability to pass along self-produced
vampire vite to their children, which it did after a few
generations — and a bit of magick.

Most members of the Rafastio family study magick, but
few are actual mages. However, all seem very adept at
Thaumaturgy, especially Blood Magic. These “witches” are
very reclusive and tend to occupy themselves with their own
pursuits of power and wealth. Still, they often provide the
Black Hand with potions. The Verbena of the family provide
even greater services.

Appearance: They vary greatly in appearance, having
interbred with many other ghoul families. Some even believe
they have bred with the Ducheski who serve the Tremere,
though the Rafastios deny it. They tend to be very attractive
and dress in the styles of clothing popular when they were
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young (which is often hundreds of years ago) but they
otherwise seem “normal.”

Family Estates: They tend tolive in very largeand veryold
family mansions. There are 12 known family estates: Mobile
(Alabama), Savannah (Georgia), Charlotte (North Carolina),
Austin (Texas), Winnipeg (Manitoba), Edmonton (Alberta),
Sydney (Australia), Casablanca (Morocco), Piombino, Verona,
and Trieste (Italy), and Marseilles (France).

Backgrounds: Those who prove worthy are taught the
ways of Thaumaturgy when they reach a responsible age.
They all tend to be well-educated, but they are mostly taught
at home and never allowed to attend public school. Almost
all are trained in some, if not all, of the following: Alchemy,
Herbalism, Kindred Lore, Lupine Lore, Occult, Spirit Lore,
Toxicology and Underworld Lore.

Character Generation: They are all dilettantes. They can
have any Nature and Demeanor, though the two are usually
verydifferent. Mental Attributes are primary, asare Knowledges.
Common Backgrounds include Allies and Resources.

Disciplines: Animalism, Auspex, Thaumaturgy

Weaknesses: They are susceptible to the phases of the
moon. On nights of the new moon, they are at -2 on all dice
pools involving their Disciplines. On nights of the quarter
moon they are at -1, and on nights of the half moon they are
at no penalty. On nights of the full moon, however, they are
at +2 on their dice pools involving their Disciplines.

Preferred Paths: Almost all retain their Humanity,
though a few follow the Path of Lilith.

Family Organization: The Rafastios all gather twice a
year, on Halloween and at some other variable time during the
vear. The Rafastios are not controlled by one individual — all
family members have their say. Still, each branch of the family
has a matriarch or patriarch who tends to speak for all close kin.

Gaining Family Recognition: Any efforts that increase
the power of the family gain respect. Developing new
Thaumaturgical rituals or performing some grand act of
magickal significance does the same. Rafastios consider their
duties to the Black Hand a burden in some respects, but they
always act loyal to the sect.

Sabbat Duties: They are keepers of Thaumaturgical lore
and other secrets. They occasionally provide support through
the use of their powers.

Quote: Aye yes, I do have a simple talisman which might be
of some use to you. However, I must ask that you return it after
you finish with it, for it holds great sentimental value to my
family. .. master.

Enrathi — “They are cowardly fools who steal children.
We do not associate with them, except when absolutely
necessary. They fear us, so we are safe from them.”

Marijava — “They are dangerous. Watch them closely,
for they spy upon us, too. One day they may try to slit our
throats, for it is obvious how they feel about us.”

Black Hand — “They are our masters and we have no
choice in the matter. Though we no longer require their
blood, they gave us the gift — and they can take it away.
Setrve them as they request to be served.”

Chapter Four: Building Better Bastards
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-~ Chapter Five:

Enoch, the City "
Caine Built

I looked upon the scene before me — upon the mere house, and
the simple landscape features of the domain — upon the bleak walls
upon the vacant eye-like windows — upon a few rank sedges — and

upon a few white trunks of decayed trees

with an utter depression

of the soul, which I can compare to no earthly sensation. ..
— Edgar Allan Poe, The Fall of the House of Usher

There is a place where souls goafter death, a realm called
the Underworld. In this spirit realm the dead take form and
spend an eternity living shadows of their former lives. In its
Shadowlands, in those places where the Underworld comes
closest to the Earth, the undead of the Black Hand make their
home. Far away from all earthly threats, they watch over their
Antediluvians and await Gehenna in a place of eternal night
—a place they call Enoch.

The Spiritual
Homeland

[ used to wonder

About living and dying —
[ think the difference lies
Between tears and crying.
[ used to wonder

About here and there —

I think the distance

Is nowhere.

— Langston Hughes, “Border Line”

Enoch is a land unto itself. Wraiths rarely go there, for
even in the Shadowlands it is surrounded by the Atlantic
Ocean. Those who do visit never leave. Vampires who
attempt to find its parallel location on Earth end up sailing
around the ocean, never finding the land that might be
Enoch.

Within the Shadowlands, however, Enoch rests behind
mammoth walls, its palaces restored to their former glory.
While the halls of this fabled city do not ring out with the
voices of living souls, the undead and their wraith servants
call this Enoch their home.

Another Form of Undeath

Some there be that shadows kiss:

Such have but a shadow’s bliss.

— William Shakespeare, The Merchant of Venice

The Underworld is the place where “Restless Dead.” also
known as wraiths, go when their lives expire. Wraiths may
yetattain transcendence and gain access to the true afterlife,
but they might also be swallowed up by the Oblivion, a
massive force of entropy destroying the Underworld. Not all
people become wraiths, but those who do wander the
Shadowlands, trying to come to terms with their being.
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Wraith Existence

A wraith begins “life” after death as an Enfant, wrapped in
a Caul, an ectoplasmic covering that protects her during her
larval stage. The Caul warps her perceptions until it s removed.
The wraith who removes the Caul is called the “Reaper.”

A wraith’s body is called its Corpus. The Corpus is
composed of a substance called plasm, which composes
everything else within the Underworld. Wraiths can be
killed again by other wraiths, but this is only a temporary
condition, and they will re-form in a slightly weakened state.

Wraiths become weak and vulnerable unless they feed
upon Pathos, or emotion. They do so by pursuing their
Passions — the things they enjoyed in life. The degree to
which they pursue their Passions determines how m uch
Pathos they gain. The Pathos recharges their Willpower and
allows them to use their Arcanos — their wraith powers.

Arcanosinclude Argos (the power to travel safely through the
Underworld), Castigate (which provides some control over the
Shadow), Embody (manifestation into the living world), Fatalism
(recognizing marks of fate), Inhabit (possessing objects), Keening
(influencing emotions through song or music), Lifeweb (recogniz-
ingand controlling the ties that bind the wraith tothe living world),
Moliate (the power to alter plasm, including one’s own), Outrage
(psychokinetic powers), Pandemonium (releasing pure chaos),
Phantasm (controlling the dreams of mortals), Puppetry (possessing
the living) and Usury (causing entropy, death and decay in the
living world, as well as transferring Pathos).

Wraiths can attune objects, people and places to them-
selves by expending Willpower each time they use or visit
them. It is easier to use Arcanos in affecting attuned objects.

All wraiths also possess what is called a Shadow. This
Shadow is in many ways another individual, because it is a
deep part of the wraith and can take form. The Shadow is
powerful and uncontrollable. It can spell doom for a wraith
who cannot overcome its many tricks and snares.

The Form of the Underworld

....for the world, which seems

To lie before us like a land of dreams,

So various, so beautiful, so new,

Hath really neither joy, nor love, nor light,

Nor certitude, nor peace, nor help for pain;

And we are here as on a darkling plain

Swept with confused alarms of struggle and flight,

Where ignorant armies clash by night.

— Matthew Arnold, “Dover Beach”

The Underworld is made up of four parts — the Shadowlands,
the Tempest, Stygia, and the Far Shores, and is separated from the
living world by the Shroud of Death. This barrier is weakerat night,
on Halloween and in certain places. It is extremely difficult for a
wraith to affect the living world in any way.

The Shadowlands are composed of the aspect of Earth that is
inhabited by wraiths. The Shadowlands form something of an
“utershell”around the world. Wraithscan travel the Shadowlands

and interact with the living and supernatural beings. There are
places called Haunts which are less of a barrier hetween the world
of the living (also known as the Skinlands) and the world of the
dead. These places usually seem haunted in the living world.

Within the Shadowlands, Necropolises correspond to the
darkest places within the cities of the living, and wraiths gather
in these dismal reflections of Earth’s cities. The wraiths form
strongholds called Citadels within the Necropolises.

The Tempest is a great storm which is always raging in
the Underworld. It makes passage between the Shadowlands
and the inner realms difficult and collects the memories and
nightmares of those who pass through it. There are paths
through the Tempest called Byways.

The Far Shores are places far beyond the Tempest, such as
Valhalla and the Thousand Hells. These realms are primarily
interested in acquiring more power through the collection of souls.

The History of
Enoch

The kingdom of perpetual night.

— Shakespeare, Richard I

The fabled Book of Noddescribes the known history of the First
City, butnoversionmakesmentionofitexistingin the Shadowlands.
The Black Hand originally believed it discovered a means of passage
into the Underworld on its own, and that it was merely luck or the
providence of Caine that they found the valley of Enoch. However,
most now believe the Antediluvians led their minions to the city
they had re-formed from their memories.

For ages Enoch remained under the dominion of the
sect. Then, as the Inquisition created havoc on Earth, the
Hand came under assault in Enoch. A large force of Spectres
and Doomshades, perhaps under the direction of a wraithlord,
arose from the Tempest and swarmed Enoch during one of
the worst Maelstroms ever. Many members of the Hand were
Jost that night, for some were in Enoch when the city fell.

The Del’Roh and the more powerful Kindred escaped to
Earth, where they remained for centuries, leaving the Aralu
to the dead. They did not return to Enoch until the Eastemn
and Western Hands reunited. The first force they sent to
Enoch found the city deserted, though there were signs ofa
great/struggle. Some claim the city’s conquerors were at-
tacked by other Doomshades or Underworld beings, others
say a great Maelstrom destroyed them, and a few fear the
Aralu may have awoken and destroyed the infilerators them-
selves. Should the last be true, surely the lack of courage
shown by the Black Hand angered the clan sires.

The Hand has restored Enoch to its former splendor and
guards the holding with all its might. The tombs of the Aralu
remain unopened, and the imprisoned and insane Kindred
outside the sealed tomb chamber doors, who await the
Antediluvians as food, have yet to be consumed. But there is
hope the clan sires will return soon.
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The Black Citadel

Lasciate ogni speranza, voi ch’entrate.
(All hope abandon, ye who enter here!)
— Dante Alighieri, The Divine Comedy, Inferno

Much of the holding is now located behind great, 10-
feet-thick, 100-feet-high walls of black marble, in which is
set a great bronze gate bearing what is believed to be the seal
of Caine. The walls were rebuilt after the retaking of the city
to prevent future attacks by Oblivion-driven monsters. The
walls are guarded by slave wraiths trained as sentinels.

Inside the walls is the re-created “First City.” Though
this Underworld city is, at best, merely a reflection of the real
First City, many believe it appears as it did so long ago. The
statues throughout the city are believed to be the work of
Arikel, the first Toreador, and the ancient library built by
Brujah stands near the center of town. The hanging gardens
designed by Malkav remain in full bloom. The streets and
buildings designed by Ventrue are in perfect condition, as are
the slave pits which Jrad of the Second Generation filled with
those captured in his conquests.

Enoch is unique, but bears many similarities to the
architecture of early Mesopotamia, especially the Citadel of
Sargon II. The entire Citadel is sizable, covering nearly 10
square miles. Most of this space remains empty, however, and
there are living quarters for far more beings than have ever
been in Enoch.

Notable locations include a large, black-and-red build-
ing called the Temple of Lilith, which seems to have been
dedicated to the Dark Queen; the “Catacombs of the
Antediluvians,” which contain the sealed tombs of what are
believed to be four Antediluvians; the Pool of Zillah, a small
pool of crystal clear water which is said to provide visions of
the future to those who know how to see them; and a prison
where criminals were held until they would become Caine
and his childer’s meals. The chatterlings are housed and
trained in one section of Enoch and are not permitted to
venture into the rest of the city until reaching a certain age.

The Dread Palace Ghemal, High
House of Caine

That sweet city with her dreaming spires.

— Matthew Arnold, “Thyrsis”

In the center of the Black Citadel stands a massive
palace called the High House of Caine. According to myth,
Caine and his childer would gather here and feast upon the
specially prepared blood of honored vessels. The palace is
lavishly decorated with furnishings provided by the finest
craftspeople in all the lands. Many murals of Caine and his
childer grace the walls, telling the stories of the First City.
Statues, precious stones and metals, painted golden reliefs,
and artwork from many ages adorn the halls and chambers of

the palace. It is from Ghemal that the Del’'Roh rules the
Black Hand.
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The Possibility of Fraud

In the Wild, only gods die gladly. .. while demons must
be slain.

— Batman: Dark Joker - the Wild

Manywonderifthefourbeingsareactually Antediluvians.
Some claim they are not. Regardless, they hold great sway over
all Kindred, and the Black Hand believes it follows their will
The most blasphemous of Kindred claim Enoch of the Under-
world was merely designed to appeal to the imaginations of
Methuselah and ancillaalike. They claim thar there wasnever
a real city and that the Book of Nod, in all its various forms,
is also a complete fraud. There may not even be four of the
beings, as they have never been seen. It is possible that there
are more or less, and they are all using their powers to make it
seem that there are four.

There are expert linguists who claim that the ancient
Sumerian used in the various writings found in the library is
from a far later time period than when the First City would
have existed. Others claim that the time period for the First
City must be wrong. Many Lilins (followers of the Path of
Lilith) have turned up possible evidence suggesting that Caine
never built a city, and that the city is actually Lilith’s. It may
never have even existed in the Living Lands.

Kindred would love to know the truth, but there is
evidence tosupport many different theories. Certainly, if there
are Antediluvians, they could make the myths as they please
and back them up with their own evidence. Even the Del Roh
does not know the truth. .. or at least not that she will admit.

The first level of the palace is the great meeting hall where
all members of the sect may discuss business. Much of this level
setves also as a museum and armory, though the archaic weap-
ons are no longer used. This floor served as the court of Jrad, the
Second-Generation Cainite whom the Hand believes led his
sire’s armies. Caine’s Ivory Throne sits in the middle chamber.

The second level is the Hall of Havens, where all
members of the Hand, including non-vampires, can make
their home when they visit Enoch. It is large enough to
provide lavish havens for more than 200, though most of the
chambers remain unused.

The ceremonies and grand social events are held on the
third level. It serves as a massive pleasure den, and the sect
believes many mortals lost their lives here feeding the thirst
of Caine and the Antediluvians. Some members of the wazir
make their havens on this level.

The Del'Roh rules from the fourth floor. While she has
no guards or locked doors, the entire level is her haven and
only those specially privileged may enter it. The Del'Roh
keeps a harem of vampiric vessels, and new mortals are
brought in and Embraced to serve her as food.

The fifth level of the palace is closed to all, for the Black
Throne of Basalt, where the sect believes Caine will one
night pass judgment on all Kindred, is here.

Dirty Secrets of the Black Hand




|

The Catacombs of the
Antediluvians

The great cycle of the ages is renewed.

Now Justice returns, returns the Golden Age;

anew generation now descends from on high.

— Virgil, Eclogues

Though none have been brave enough to find out what
really lies behind the magically sealed walls of the “Cata-
comb of the Antediluvians,” the sect claims it houses four
Antediluvians who appear to sect members in dreams.

Loz comes in nightmares as a fierce warrior. His face is
never seen and few can remember anything but the fear of being
in his presence when they awake. Ninmug is said to provide
prophesies which magically write themselves in blood in books
within Brujah's library. Nergal is said to be a beautiful woman
who tells those she comes to what they must do tosave the world
from destruction. The Del’Roh herself is believed to see Nergal
in dreams each day. The fourth Aralu has never been seen or
heard, even in dreams, but many get a “peculiar feeling of being
watched” whenever they near the fourth one’s tomb.

Unlife in Enoch

Hell is the place of those who have denied;

They find there what they planted and what dug,

A Lake of Spaces, and a Wood of Nothing,

And wander there and drift, and never cease

Wailing for substance.

— W.B. Yeats, “The Hour Glass”

A few Kindred make their havens in Enoch, but all
members of the Black Hand have visited. They are guaranteed
protection from one another by the Del’Roh, and should they
break this peace, they would pay with their unlives. The city is
usually free from violence, but the intrigue here is unsurpassed.
Some compare it to ancient Persia, where many of the same
Kindred once gathered to play their political games.

Twodozen members of the sect, 10 revenants, 20 chatterlings,
andat least 100 wraiths call Enoch home. While most sect members
maintain private havens in the Living Lands, they also have their
own private set of apartments in Enoch. All are expected to spend
at least some time in the city, meeting with the Del’Roh and other
leaders, studying in its library and celebrating its rituals.
~ Many festivals are held in the city, and most sect members
attend these celebrations unless they have a very good excuse.
The old holidays of the great thanksgiving after an eclipse,
Midsummer's Eve and Allhallow’s Eve are kept, as well as
special events declared by the Del'Roh.

The wraiths of Enoch act primarily as servants. Most no
longer enter the Shadowlands, but they prefer the protection
of the Del'Roh, anyway. They find the lifestyle they have in
Enoch preferable to the one they would have in Stygia. There
arewraiths who serve as professional entertainers, craftspeople,
librarians, housekeepers, guards and messengers. The Nagaraja
help keep them in line.

Chapter Five: Enoch, the City Caine Built
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hapter Six:
Templates

Look, who comes here! a grave unto a soul.
William Shakespeare, King John II

There are many strange Kindred among the Black Hand,
as well as other foul and assorted creatures. Most would
consider members of the Black Hand to be the typical, run-
of-the-mill Machiavellian vampire politicians, but many, if
not most, are certainly not. The Black Hand is extremely
diverse, giving the sect much of its strength.

Here are 10 vampire character templates which you can
use as player or Storyteller characters. Feel free to tamper
with the numbers, Nature, Demeanor or anything else in the
description to make a character fit your needs. These tem-
plates are meant to serve as guides in helping you create your
own characters. The best characters are the ones you design
and develop totally on your own.

Chapter Six: Templates
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Antiquarian

Why faintest thou? I wandered till I died.

Roam on! The light we sought is shining still,

Dost thou ask proof? Our tree yet crowns the hill,

Our Scholar travels yet the loved hillside.

— Matthew Arnold, “Thyrsis”

Quote: The answers to all the mysteries of our kind are out
there. I intend to find them or die trying.

Prelude: You were of the Rom, traveling with the

Gypsies during the 1700s. You only learned your uncle was
a Kindred when he bit you on the neck. He left you to

make your own way in the world, and being of the folk,
you had little problem.

Always fascinated by stories, your travels fos-
tered an interest in Cainite lore and history. By the
1920s, you were a leader among Kindred arche-
ologists. Your findings included pieces related to
Enoch, and it was during this time that you
caught the attention of the Black Hand. A Rawis
recognized your yearning for knowledge and your
great ability tofind it. You were watched for years
and eventually asked to join.

Since that time, you have become a Rawis and a
Lilin, but you are best known for what has become your
deepest passion— collecting antiquities. Since the 1920s,
you have collected many rare and valuable historical
artifacts, many of which directly relate to Kindred his-
tory.

Concept: You are a Gangrel through and through.
Your love of nature is what makes you so good at surviving your
explorations. You are intrepid and daring, but your curiosity often gets
you into trouble. You love artifacts and objects of historical importance,
gladly trading knowledge and services for such things. You share your
knowledge with those you trust, but always charge them for your wisdom.
You are usually involved in a dig somewhere in a remote area of the world,
and nothing has deterred you from your quest for the truth.

Roleplaying Tips: Be courageous and curious. You are determined,
and your thirst for artifacts is unquenchable. Tell stories of your daring
adventures — “I remember when I was chased along the banks of the
Amazon by a hunting party armed with wooden arrows. They hit me 12
times and three nearly pierced my heart...” Be friendly, but avoid politics
except when you have no choice but to get involved.

Equipment: Trusty .45 revolver in shoulder holster, silver-pommeled
cane, ancient jewelry, passport, old map detailing the ruins of some long-
forgotten place
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Clan: Gangrel

VAMPIRE: The Masquerade™
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N Corporate Conspirator

You are not like Cerebus, three gentlemen at once, are you?

— Richard Brinsley Sheridan, The Rivals

Quote: Whyno, I don’tbelieve we've met. Nice tomeetyou, er, Mr.... Mr. Nelson.
Yes, please have adrink. We have a couple of ex-dancers strungup in the back room. Psst. ..
meet me by the river... usual spot... 4 a.m. Bring the package. I'll bring the money.

Prelude: You were born to a poor family in the Old Country, but your parents

brought you to America as a child. You found the American Dream was not so easily
had, but you worked hard. You were naturally smart, and one of the prostitutes
across the street used to be a teacher. You would borrow her books and study

them when you could.

Her madam turned out to be a vampire. Your dedication impressed
her, and she made you first her assistant and then her childe. You used
your Disciplines regularly, continued to provide for your family, and by
the 1920s, you were a multimillionaire.

You became involved in both the Camarilla and Sabbat, but only
to learn as much from them as you could. You played each sect against
the other without anyone ever knowing you were a member of both. It
) was not until a Sabbat bishop began watching you that your Alternate
Identities were discovered. He turned out to be from the Black Hand,

- and your membership was all but assured.

You now serve your own interests, along with those of the Black
Hand. While the two sometimes clash, you are almost always able to
’ convince others that your decision was for the benefit of the sect.
You continue to belong to both the Sabbat and the Camarilla, and
/ you report your secrets of one sect to the other and the secrets of
both the sects to the Black Hand.
Concept: You are a conspirator and manipulator, good at the
political games of the Kindred. You have many enemies, but you
’ have also worked hard to make yourself important enough that not
even one of your three sects can afford to lose you. You are blackmail-
ing several Kindred, and you hold Regnant over others.
Roleplaying Tips: Convince others that you are always doing
things in their best interests. Never reveal your secrets to anyone.
Look for weaknesses in other Kindred to use against them. Always
drive a hard bargain when it comes to boons.

Equipment: Cellular phone, diamond jewelry, top-of-the-line
Rolex, black limousine and three huge ghoul bodyguards




VAMPIRE: The Masquerade”
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oup Leader

O conspiracy!

Sham'st thou to show thy dangerous brow by night,

When evils are most free?

— William Shakespeare, Julius Caesar

Quote: I'm glad you could all be here tonight. It's good to know that there are those
who share my view on that overbearing prince. Perhaps there is something we could do
to change things.

Prelude: You were content to be an English cobbler until the night the
Sabbat needed you for an attack on a Ventrue elder. They gave you the
Creation Rites and sent 15 of you on the attack. Three of you survived and
were attached to an already existing pack. After the pack leader had
your trio lead an attack that resulted in your companions’ destruc-
tion, you figured you would be better off with different friends.

The Camarilla of the New World was not much different,
however. Their evil dealings and treacherous ways revolted you, and
the anarchs were no better. Instead of joining these groups, you spent
your years trying to block all their plots and plans. After successfully
interfering in a Sabbat siege, you came to the attention of the Black
Hand. Within 20 years it had recruited you, giving you even more
resources with which to battle the other undead. Now if only you
could turn these resources against the Hand itself.

Concept: Your own kind disgusts you and mortals, no matter how
much you love them, remain forever apart. You may become a prince, a \
dominion or even the Del’'Roh, but you would throw it all away for the
chance to be mortal once more.

Roleplaying Tips: Be clever. Never reveal any of your secrets except
your love for mortals. Hold other Kindred in contempt when they abuse
mortals in any way. Defend innocents from other vampires who would harm
them. Plot and scheme. Make allies and connections.

Equipment: Stylish clothing, Colt Anaconda with manstopper ammu-
nition, concealable tape recorder, notepad, pen, $2,000 in cash
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Doting Mentor
| INagarajal

Tut! I have done a thousand dreadful things

As willingly as one would kill a fly.

Quote: Oh child, did that anarch hurt you? Damn him! He will pay
for this. He will not see the next moon rise in this unlife, and when
he gets to the next life — well, let's just say I'll handle it personally
from there! Hans! Gustav! Go burn that place to the ground and
| wait around to make sure no one comes out. He won’t mess
| around with my little darlings anymore!

{‘ — William Shakespeare, Titus Andronicus
|

Prelude: The son of a poor Cajun family, you supported
yourself through hunting, trapping and a little farming. War
proved to be your natural vocation, and the draft was the best
I thing that ever happened to you — until a vampire discovered
% i that you were a natural-born killer.

i She was right, for you did enjoy killing — not the taking
il of life as much as the fear and rush that comes with being in

‘ battle with death all around. Your sire, however, reveled only

in the destruction, and soon she began to sicken you. Her final

' | outrage, the destruction of a busload of high-school students,
turned you against her. You might not have won that battle
. had a shakar not joined the fight.
| The Black Hand had planned on destroying both of you,
but saw the betrayal of your own sire as proof that you should join
the sect. Now you try to amend for your past while still reveling
in the death around you.

|
E Concept: You are something of a godfather, but you have an
‘ even darker side — you prefer death to life. You deeply care for
those you watch after, but even they fear your black arts and
unpredictable temper, as you might just love them to death.
| Roleplaying Tips: Be charming and soft-spoken whenever you
| can, but when you get angry there is no limit to your violent side.
. Youalways get revenge and you seldom show mercy, except for your wards
! — and even some of them have passed the limits of your forgiveness.
Equipment: Old suit, Cuban cigar, expensive watch and a bodyguard
ﬁ
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VAMPIRE: The Masqueradé”

Nature: Fedagogue
Demeanor: Traditionalist

Sire:
Generation: 7th

Chronicle: Concept: Doting Mentor Clan: Nagaraja
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Former Chatterling

Where the lion’s skin will not reach, you must patch it out with the fox's.

— Plutarch, Lysander

Quote: Of course I support the prince in this matter. Why else would I have given her the address

of those anarchic rabble? However, I heard that someone else conveniently forgot to tell the prince about

his meeting with a Sabbat bishop ... Oh, I have my ways. Don’t worry, my friend: I understand these
things, but I fear the prince would not. I will not tell her, for such small indiscretions are of no
consequence — should you convince the primogen to go along with the prince’s orders in this
matter.

Prelude: You were captured by one of the Enrathi at the tender age of 7 and
taken to the Underworld city of Enoch. You learned everything the Hand would

teach you — you really had no choice.

The bizarre world of the Black Hand was the only one you knew for most
of your years, and you left Enoch fully convinced that what the sect had taught
you was true. You were sponsored before the prince of your current city as the
progeny of one of the primogen — who also happened to belong to the Black
Hand.

Since that time, you have worked hard at maintaining the status quo.

You have stepped on the backs of many Kindred, and your adopted sire

assists your climb. Still, you have begun to have second thoughts about

your allegiance, for you have now experienced the true excitement of being
a vampire.

Concept: You are the consummate Kindred politician. You always dress
conservatively and in the most expensive clothes. You attend all Toreador
socials and have even performed secret work for the primogen, who has found

you most effective. You make everything appear as though you are a conservative
Ventrue, but yousecretly manipulate things for the benefit of the Black Hand. The
more you experience, however, the more you question your old values.

Roleplaying Tips: Be cordial and friendly to all. Be secretive, but try to get
others to talk about themselves. Always stand against anarchs and the Sabbat. Fake
the Ventrue weakness by preying on certain types of mortals, but never let anyone see
you feed, else they will learn your secret.

Equipment: Cellular phone, expensive suit, sunglasses, new limousine and a
ghoul bodyguard
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VAMPIRE: The Masquerade
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lobe-Trotting Assassin

Can [ see another’s woe,

And not be in sorrow too?

Can I see another’s grief,

And not seek for kind relief?

— William Blake, “On Another’s Sorrow”
Quote: Not expecting to see me here, eh Don Diego? You see, there is one thing
Ilove more than anything else (burst of speed and glimpse of a wooden stake) —
destroying trash like you (pulling out amachete) . Your reign of terror is over.
Prelude: A child prodigy and an expert musician, you came to
the attention of a Malkavian elder at a very young age. When you
turned 17, he knew your hands would never be in finer condi-
tion, and he Embraced you.

He kept you locked away in his big mansion, insisting you
perform only for him. Your hatred knew no bounds, and you
planned your revenge as intently as you had ever planned a
performance. You played the piano as his body crackled in the
fire.

Youdecided there must be other vampires, so youset out
to destroy them all. The Black Hand found you soon after
and tried to show you that not all vampires are evil.

You became a shakar for the sect, hunting down the
muost evil of vampires who were evil. Sometimes, however,
you again realize just how monstrous you all are.

Concept: You are a deadly assassin and hunt down those
who have hurt innocents like your sire hurt you. Despite your
violent line of work, you remain very human in your interests.
Roleplaying Tips: Spend much of your time playing the
piano or practicing your martial skills. Keep an eye out for
Kindred who mistreat others and repay those who are espe-
cially vile,

Equipment: Stylish clothes, motorcycle jacket, machete,
three wooden stakes, fake identification and a Skorpion
submachine gun with extra clips
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VAMPIRE: The Masquerade”

Name: Nature: Fanatic Sire:
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overnment
Leader

I am falser than vows made in wine.
— William Shakespeare, As You Like It
Quote: | have no idea what you're talking about, Ms.
Reporter!  am merely alawyer for the CIA. I am not involved
in anything illegal, nor do I have any knowledge concerning
anything you're talking about! Now get that damn camera
outta my face before I make both of you disappear!
Prelude: Your first clan was not Kindred but Scot-
tish, and you fought with all your might in the wars that
rocked 17th-century Britain. A member of the
Rosicrucians, you controlled a spy ring throughout Great
Britain and reported back to James . When James 1 as-
cended to the throne of England, you went along as a minister
_of security. You worked hard at infiltrating existing power
structures and soon uncovered the existence of two deep
conspiracies.

Further prying revealed vampires behind both groups,
but before you could tell the King, they captured and
Embraced you. You served your Camarilla master loyally,
but then discovered the Black Hand. Now you setve its
conspiracy.

/

You have played a key role in infiltrating mortal
governments. You no longer control them, but you
still keep up with everything they do. Your agents
cover up Kindred activity, explore supernatural
events, investigate supernatural creatures and places,
and collect valuable information for the Black Hand.
You sometimes even use your agents to terminate those
who pose serious security risks.

Concept: You are a master intriguer. You know how to gain

the confidence of anyone and you can impersonate anyone. Your
knowledge is vast and your secrets run deep... but there are things even
you do not know. You fear other vampires mastermind even deeper
conspiracies.

Roleplaying Tips: Never trust anyone or anything. Keep everyone
else in the dark as much as possible. Lie to everyone just enough to keep
them guessing and reveal enough to keep them guessing. Spy on everyone
you know. Collect as much information on all supernatural creatures as
you can you can never have too much information.

Equipment: Wire taps, listening gun, explosives, lots of false identifi-
cation, fake badges for various state and federal agencies, special model Glock
17 (can pass through metal detectors) with silencer of same materials, watch with
secret two-way radio, concealed microphone, pen with hidden camera
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yhad Fanatic

Let him who desires peace prepare for war.

— Vegetius, De Rei Militari

Quote: I am prepared for the clan sire's return. | await his every command and for
him I would willingly die. .. or kill. He speaks to me in visions. He says that [ will be among
the few who will not be destroyed. Though I am unworthy, T will serve him as best as
I can.

Prelude: You traveled extensively as a mortal, for your father
used the guise of a merchant to cover up his activities as one of the
feared assassins. You too were inducted into the secret society and
spent years learning its ways. The secrets became even deeper
when the leader Embraced you and inducted you into the
Eastern Black Hand.

You have since become a leading shakar and hunt down
all those who would threaten the sect. During one assassina-
tion attempt, your efforts were thwarted by a powerful vampire
who appeared out of nowhere. To this very night you cannot
remember what he or she looked like, but only that it was
ancient and said it had selected you to be its tool. You now
work for this Methuselah and for the Antediluvians and look
forward to the coming of Gehenna.

\':'m-'/ j

A,

Concept: You are not the stereotypical terrorist fanatic.
You are a fanatic, but only because you have seen proof of the
power of the ancients and because you know they have chosen
you. You fear death and would do anything they demanded in
order to retain your unlife. You have no love for mortals, but you
know the Antediluvians frown on their abuse, so you do too.

Roleplaying Tips: Be ruthless when you must. You are a
remorseless killer, and you have no qualms about blowing up a
busload of people, or even the World Trade Center. Talk about
the Antediluvians as if they are real. Occasionally brag about
how they selected you to serve them.

Equipment: Casual clothes, Mac 10 submachine gun with
extra clips, Glock 22, C4 explosive, tape, blasting caps and what-
ever other weapons and equipment you need for your work
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VAMPIRE: The Masquerade”
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eller of Secrets

Thou art the book,

The library whereon I look.

— Henry King, The Exequy

Quote: You seek the name of the Methuselah who lies in torpor beneath the Pyrenees,
near the town of Graus? Yes, I might be of some small help. I do remember a collection of
old letters from the Tremere Regent of Barcelona to another in Belgrade concerning that
ancient, but I would not know where to begin looking for those darn things, and I just don’t
have the time... Why yes, I suppose a boon of that magnitude would be worth making the
tme. Hmm. Now that I'm thinking about it, I believe there could be a map of the
Kindred's burial haven around here as well. I could hunt it too — if only it were
worth my time, v

Prelude: Your rich southern family sent you to Harvard when you
showed such a strong aptitude for learning, but your real education came
from the spiritualist movement of the Northeast. You studied with the
best, and it was not long before the Arcanum asked you to join it in its
studies.

Your interests turned to vampire lore after you met one of the
creatures during an investigation. As you studied more and more about
them, your focus narrowed to their belief in Antediluvians and their ties
to Caine.

You made a deal with a Kindred of the Black Hand — if she would
Embrace you, you would provide her with everything you had learned
concerning eschatology and Kindred lore. The vampire agreed, and
you became a True Brujah.

You found life as a member among the undead exciting, though
it cost you your mortal ties. The Black Hand inducted you, and you
suddenly found yourself privy to some of the true secrets of the
spirits... and you have been unearthing secrets ever since.

Concept: Your true passion is knowledge, particularly the answers
to important secrets. You have become the foremost seller of secrets
within your city. AllKindred know they can come to you when they need
to find out the weaknesses of another or when they need information
worthy of blackmail. No one trusts you, but all depend on you. While you
seldom involve yourself in politics, those who are involved depend on you if
they are to succeed.

Roleplaying Tips: You are inquisitive and always willing to trade
information. You never pass up the opportunity to learn more about Kindred
history

Equipment: Reading glasses, camera, flashlight, several pens, a notepad,
and an old tome handwritten in some dead language
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VAMPIRE: The Masquerad
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Shadow Crusader

There is no witness so dreadful, no accuser so terrible as the conscience that dwells
in the heart of every man.

— Polybius, History

Quote: I don’t think you understand the magnitude of our problem. I'mnot talking
about a few isolated incidents of harpies infested with Vicissitude. I'm talking about the
whole damn primogen... maybe even the prince.

Prelude: You were born in Transylvania in the 1500s, the daughter of
ablacksmith who worked for the nobles of the land. One of those nobles

fell in love with you and spirited you to his castle, where you became
\ the bride of an Old Clan Tzimisce.

When the Sabbat destroyed the two vampires he claimed as
mother and father, you joined him and his revenant minions in
hunting down the killers. You rode right into a trap and watched

as your love died before a revenant grabbed you and pulled you

onto his horse. He took you to yet another vampire, one you had

only heard of in hushed whispers, and that vampire made you an
offer.

He revealed that possessed Tremere had aided the Sabbat,

and that the two of you should seek vengeance together. Your
quest for revenge led you to your first encounter with the
Souleaters — and then to the Black Hand.

AE——
(S m—

Concept: Youhunt truly evil Kindred whenever you get
the chance, but you fight a deeper evil full time. You focus
your time and energy on eliminating the Souleaters, and
while the crusade has cost you wealth, health and political

influence, you consider it all well worth the price. Others

s

\leig )
_'_ “ ; may consider you paranoid, or fear that you believe they too
R are Souleaters, but you know that in a crusade there are no
E innocent victims.
ke Roleplaying Tips: You are paranoid, but for good reason.
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You hate evil vampires, especially the Sabbat, but you hate
the Souleaters even more. You are not afraid of anything, but
you are not stupid either. Never tackle any opponent head on,
and always make it a point to overpower your enemies, catching
them by surprise whenever possible.

Equipment: Black shirt, black pants, black trench coat,
black gloves, ancient broadsword, silver amulet with huge
ruby, mirrored shades, pocket full of dirt from Transylvania,
Ruger Redhawk and a couple of wooden stakes
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VAMPIRE: The Masquerade”
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~ Appendix One:
Those You
Should Fear

Her lips were red, her looks were free,

Her locks were yellow as gold:

Her skin was white as leprosy,

The nightmare Life-in-Death was she,
Who thicks man's blood with cold.
— Samuel Taylor Coleridge, The Rime of the Ancient Mariner

While any member of the Black Hand is noteworthy in
her own right, some have stood out even beyond the rest.
This chapter details these fearsome figures, as well as provid-
ing the Storyteller with the Traits of more typical members
of the sect.

Noteworthy
Members

[ am whatever was, or is, or will be; and my veil no mortal
ever took up.

— Plutarch, Of Isis and Osiris

Qadi Vardek

The Kindred who calls himself Vardek is extremely old,
possibly as old as the Tal'mahe’Ra. He calls himself the Qadi
of the Ventrue and claims that a majority of the Camarilla
princes are his descendants. Noted for his quick wit and
cunning, some suspect he has foul plans in the works and that
he has led the Del’Roh into secret dealings with the Aralu.

When Vardek is not with the Del'Roh, he is on Earth,
trying those who he claims acted against the best interests of
the Black Hand. Most suspect he is using his power to
eliminate his potential enemies. Vardek has been instrumen-
tal in at least one good thing he convinced the Del'Roh to
create the kamuts and call for the crusade against the
Souleaters.

Seraph Si’Djeha

Si'Djeha, a seraph of the Eastern Black Hand, has been
a leader within the region for centuries, even before her
induction into the Black Hand. She is responsible for much
of the continued bloodshed in the region, but considers her
efforts an attempt to maintain the tenuous balance of power
between the Assamites, Setites, Black Hand, Baali and
others.

Si'Djeha may have recently attained the mystical state
of Golconda, though those who know her well dismiss this as
an impossibility. If it is true, her goals and methods may
change, which may lead to an even greater upheaval in the
region.
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Khunuiseh

As the centuries passed, the number of mages within the
Black Hand continued to dwindle — until the Egyptian acolyte
named Khunufseh began actively recruiting more. He ignored
the sect’s policy of long-term observation and slow, deliberate
action in favor of the immediate enticement of new members.

Khunufseh established a small Chantry in Paris and now
actively seeks out potential mages and initiates them into the
Black Hand. The Qadi have called for his head, but the liches
and some among the marid have opposed them. Many
consider Khunufseh a rogue and cite his behavior as an
example of the disrespect among the mages of the sect. They
go so far as to call for an end to recruiting mages into the sect
at all. The Del’Roh has yet to make her decision, and in the
meantime, Khunufseh continues to search for more mages.

Zubeida the Abomination

Centuries ago, a Silent Strider began the long and neat-
impossible task of bringing together the disparate tribes of Africa.
Her quest to bring about some form of unification met with
initial success — and immediate opposition. Her battles against
mages in Ethiopiaand Wyrm-creatures in the Saharaare legend-
ary, but none tell of her battle against the Kindred of Egypt.

Zubeida never had a chance of victory, and her Quixotic
efforts ended with her being Embraced in the shadow of the
Sphinx. For more centuries she served her Setite masters,
bound to them by the powers of their minds, blood and
corruption. It was not until the Black Hand destroyed the
temple that controlled her that she felt free will flow once
more through her limbs, and she tore out her intestines.

The Black Hand prevented her destruction, and for
decades the sect worked to end her lust for suicide. They have
not completely succeeded, and they constantly watch her for
signs of a relapse into depression and misery. She willingly
serves the sect, however, believing it does some good. Were
its members to relax their vigilance, she would gut herself at
once. Until that night, she carries out missions with the
utmost abandon, seeking her destruction at the hands of
others. She believes that some evil presence is now hunting
down and killing off all the other Abominations, and she
seeks this being every night.

Inauhaten

Long ago, members of the Tal’'mahe’Ra encountered a
strange being capable of dying, only to be reborn again into
the same body. After being hunted and captured by the
Hand, he revealed himself to the Euthanatos as Inauhaten, a
Mummy. He was once an architect, but after his first rebirth,
he began the study of death to learn more about himself and
the afterlife.

The Hand agreed to protect Inauhaten’s body during his
time of death and teach him everything it knew of the land
beyond. In exchange, Inauhaten reported back to them the
things he saw in the Underworld, including knowledge of
wraiths, Doomshades, Spectres and Deathlords. Most impor-

tantly, he spoke of a realm named Enoch, where beings called
the Aralu lay entombed. He spoke of their great tombs and of
the many names, such as “Loz, Arikel, Al-Marhi, Nergal,
Ventru,” carved upon the seals of the outer chambers.

The sect accepted Inauhaten as a member on the condi-
tion that he would lead them to Enoch. Its members spent
decades creating (some say rediscovering) the ritual to take
them to the lands of death. Upon their arrival, they drove off
the few Spectres in the city and claimed it as their own.

Today Inauhaten holds a place of respect and reverence
among the Kindred of the Black Hand. Though he is not a
member of the wazirs, he sits on the council as he pleases. He
speaks with the Del’Roh and he can command those of the
sect to do his bidding. He is venerated and provided for in
both the Living World and in Enoch.

Marge Kahn

Kahn is a cunning and dangerous mission overseer within
the Black Hand. This power-mad, egotistical Malkavian (who
claims to be a Toreador) rose from her lowly status as an inept
field agent to that of overseer through lies, betrayal and far
worse — proving the Black Hand is as bad as any other sect in
many ways. Kahn stumbled onto the Black Hand by accident,
but quickly learned of its great power. She got her start by being
partnered with another, far more capable, field agent.

After using this partner for all he was worth, she betrayed
him and staked him through the back. She took full credit for
their successes together and claims her former partner de-
stroyed himself through his own foolishness. Kahn has many
extremely capable Retainers and field agents, but she always
takes full credit for their successful missions. She is so auda-
cious that she actually claims she personally performed the
missions with no help from anyone else, and yet always casts
the blame for failures (including her own) upon her minions.
Needless to say, many Kindred recognize her for what she is,
but there are others who do not.

Kahn claims she follows the Path of Honorable Accord,
but is secretly on the Path of Evil Revelations. It may only be
amatter of time before other Kindred peer through her facade
and see the creature that lurks beneath. By then her corrup-
tion may have spread throughout the entire Black Hand.
Already there are those within the sect who have been
warped by her evil.

Black Hand
Stereotypes

Night hath a thousand eyes.

—John Lyly, Maides Metamorphosis

This section details typical members of the sect (as if
there could ever be such a thing) for Storytellers to use during
a story. Feel free to adjust their Traits in any way necessary.
Remember that the more unique a character is, the more she
will bring a story to life.

rm———
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Mortals and Ghouls
Chatterling

Character Information: Chatterlings are mortals raised
since early childhood within the Underworld. They are
trained to become physically and mentally superior to other
humans. They often do not understand the mortal world
because they have been away from it for so long, but they are

extremely dangerous and effective in their duties. Almost all
are fanatically devoted to their sect’s goals.
Nature: Fanatic

Demeanor: Competitor

Generation: None

Physical: Strength 4, Dexterity 4, Stamina 4
Sacial: Charisma 1, Manipulation 1, Appearance 4 (through
Vicissitude)

Mental: Perception 3, Intelligence 3, Wits 3
Talents: Alertness 2, Athletics 3, Brawl 3, Dodge 3, Intimi-
dation 3
Skills: Etiquette 1, Firearms 2, Meditation 1, Melee 3,
Security 1, Stealth 3, Survival 1
Knowledge: Black Hand Lore 2, CamarillaLore 1, Investigation 1,
Linguistics 2, Medicine 1, Occult 2, Science 1, Sabbat Lore 1
Disciplines: None
Backgrounds: Allies 5, Black Hand Status 1, Mentor 5,
Resources 2

Virtues: Conscience 4, Self-Control 5, Courage 5
Path of Enlightenment/Rating: The Path of Self-Focus/7
Willpower: 6

Enrathi Smatcher

Character Information: These revenants capture chil-
dren and take them to the Black Hand so they can become
chatterlings.

Nature: Deviant

Demeanor: Confidant

Generation: None

Physical: Strength 3, Dexterity 3, Stamina 2
Social: Charisma 4, Manipulation 2, Appearance 2
Mental: Perception 2, Intelligence 2, Wits 4
Talents: Acting 2, Athletics 2, Brawl 2, Intimidation 1,
Streetwise 3
Skills: Drive 3, Firearms 1, Melee 1, Sleight of Hand 2,
Stealth 3
Knowledge: Area Knowledge 3, Investigation 2, Linguistics 1,
Occult 1

Disciplines: Dominate 2, Obfuscate 1, Potence 1
Backgrounds: Allies 3, Contacts 2, Resources 3
Virtues: Callosity 1, Instincts 1, Morale 2

Path of Enlightenment/Rating: The Path of Cathari/5
Willpower: 5
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Marijava Thuggee

Character Information: These are the revenants who
serve as spies within mortal intelligence agencies and secret
societies. They also act as vampire-hunters, performing most
of their work during the day.
Nature: Martyr
Demeanor: Loner
Generation: None
Physical: Strength 2, Dexterity 3, Stamina 3
. Social: Charisma 2, Manipulation 4, Appearance 2
Mental: Perception 2, Intelligence 3, Wits 3
Talents: Acting 3, Brawl 3, Dodge 3, Streetwise 3, Subterfuge 3
Skills: Etiquerte 2, Security 3, Stealth 1
Knowledge: Black Hand Lore 1, Camarilla Lore 1, Computer 2,
Investigation 3, Linguistics 2, Sabbat Lore 1
Disciplines: Celerity 1, Obfuscate 1, Presence 1
Backgrounds: Alternate [dentity 4, Contacts 3, Resources 3
Virtues: Conscience 4, Self-Control 5, Courage 5
Humanity: 8
Willpower: 6

Rafastio Witch

Character Information: These are the revenants who
share a deep tie to the Verbena. They have learned their own
witchery and craft skills and apply them to the service of the
Black Hand. Many question their loyalty to the sect.

Nature: Plotter

Demeanor: Bon Vivant

Generation: None

Physical: Strength 2, Dexterity 2, Stamina 2

Social: Charisma 3, Manipulation 3, Appearance 3
Mental: Perception 4, Intelligence 5, Wits 3

Talents: Acting 2, Alertness 3, Dodge 2, Dreaming 3, Empa-
thy 3, Streetwise 2, Subterfuge 5

Skills: Animal Ken 3, Dancing 2, Debate 2, Herbalism 3,
Melee 1, Music 3

Knowledge: Alchemy 3, Black Hand Lore 2, Camarilla Lore 1,
City Secrets 2, Linguistics 2, Occult 3

Disciplines: Auspex 2, Necromancy 2, Thaumaturgy 2
Backgrounds: Allies 2, Contacts 2, Resources 1

Virtues: Conscience 3, Self-Control 3, Courage 2
Humanity: 9

Willpower: 8

Kindred

Rawis
Character Information: These vampires are the Black
Hand'’s “Keepers of the Lore.” They are charged with protect-
ing and studying the Guarded Rubrics and are the sect's
experts in Kindred history.
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Nature: Artist

Demeanor: Judge

Generation: 7th

Physical: Strength 3, Dexterity 3, Stamina 4

Social: Charisma 5, Manipulation 6, Appearance 3
Mental: Perception 6, Intelligence 6, Wits 6

Talents: Alertness 5, Brawl 2, Empathy 3, Intrigue 4, Subterfuge 4
Skills: Blood Preparation 3, Debate 4, Etiquette 6, Melee 3,
Research 6, Security 3

Knowledge: Alchemy 3, Anthropology 3, Archeology 6,
Astrology 2, Black Hand Lore 5, Camarilla Lore 5, History 6,
Investigation 3, Kindred Lore 5, Linguistics 6, Lupine Lore 3,
Magus Lore 3, Mummy Lore 5, Occult 6, Sabbat Lore 6, Spirit
Lore 4, Thanatology 5, Underworld Lore 6

Disciplines: Auspex 4, Dominate 3, Necromancy 2,
Nihilistics 5, Obfuscate 3, Presence 3, Thaumaturgy 3 (Move-
ment of the Mind 2, Weather Control 1)

Backgrounds: Allies 3, Contacts 5, Herd 2, Influence 2,
Resources 4, Sect Status 5

Virtues: Conscience 4, Self-Control 3, Courage 2

Path of Enlightenment/Rating: The Path of Lilith/9
Willpower: 7

Shadow Crusader

Character Information: These vampires have taken up
the cause of fighting the Souleaters. They are vicious and
cruel killers who fight to save humanity from the curse the
sect unleashed upon it. They often join together in kamuts to
carry out the crusade.
Nature: Survivor
Demeanor: Fanatic
Generation: 8th
Physical: Strength 5, Dexterity 5, Stamina 5
Social: Charisma 3, Manipulation 3, Appearance 4
Mental: Perception 5, Intelligence 4, Wits 5
Talents: Alertness 3, Athletics 4, Brawl 5, Dodge 3, Intimi-
dation 3, Intrigue 3, Streetwise 3, Subterfuge 3
Skills: Drive 2, Escapology 3, Firearms 5, Melee 4, Security 5,
Stealth 5
Knowledge: Black Hand Lore 5, Camarilla Lore 3, Computer
2, Linguistics 3, Sabbat Lore 4, Underworld Lore 2
Disciplines: Auspex 3, Celerity 4, Domination 3, Fortitude 4,
Obfuscate 3, Potence 3, Protean 2, Quietus 1, Vicissitude 2

Backgrounds: Allies 5, Contacts 5, Herd 3, Resources 3, Sect
Status 3

Virtues: Conscience 4, Self-Control 4, Courage 5
Path of Enlightenment/Rating: Humanity/9
Willpower: 8

Shakar

Character Information: These are the professional hunt-
ers and killers of the Black Hand. They tend to work alone,
but can turn a coterie into an efficient machine — or a pile
of corpses.

Nature: Cavalier

Demeanor: Sycophant

Generation: 7th

Physical: Strength 6, Dexterity 6, Stamina 6

Social: Charisma 2, Manipulation 2, Appearance 3
Mental: Perception 6, Intelligence 3, Wits 6

Talents: Alertness 6, Athletics 6, Brawl 6, Dodge 4, Empathy 2,
[ntimidarion 4, Streetwise 4, Subterfuge 2

Skills: Acrobatics 4, Archery 4, Blind Fighting 3, Demoli-
tions 2, Disguise 3, Drive 2, Etiquette 2, Fast Draw 5,
Firearms 6, Interrogation 4, Melee 6, Security 5, Stealth 6
Knowledge: Black Hand Lore 2, Camarilla Lore 4, Investiga-
tion 2, Linguistics 4, Sabbat Lore 4

Disciplines: Auspex 1, Celerity 4, Domination 2, Fortitude 4,
Obfuscate 2, Obtenebration 1, Potence 2, Protean 2, Quietus 1,
Vicissitude 2

Backgrounds: Resources 2, Sabbat Status 3

Virtues: Callosity 5, Instincts 4, Morale 5

Path of Enlightenment/Rating: The Path of Caine/7
Willpower: 8

Terrorist

Character Information: These vampires have become
expertsat terrorism. They perform these acts primarily against
other Kindred, weakening political support for those who
oppose the Black Hand’s goals. They usually work in small
groups, though occasionally a single terrorist will act on her
OWL.

Nature: Bravo

Demeanor: Bon Vivant

Generation: 9th

Physical: Strength 3, Dexterity 5, Stamina 5

Social: Charisma 3, Manipulation 3, Appearance 2
Mental: Perception 4, Intelligence 5, Wits 5

Talents: Alertness 3, Athletics 3, Brawl 5, Dodge 4, Intrigue 3,
Streetwise 5, Subterfuge 5

Skills: Demolitions 5, Disguise 5, Drive 4, Firearms 5, Melee 4,
Security 5, Stealth 4, Survival 3

Knowledge: Black Hand Lore 2, Camarilla Lore 3, Law 3,
Linguistics 2, Sabbat Lore 3

Disciplines: Auspex 3, Celerity 3, Dominate 3, Fortitude 2,
Obfuscate 4, Protean 5 :

Backgrounds: Contacts 3, Herd 2, Mentor 4, Resources 4
Virtues: Callosity 3, Instincts 3, Morale 5

Path of Enlightenment/Rating: The Path of Cathari/6
Willpower: 7
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Truth that wakes,
To perish never.

endix Two:

he Hidden ™
Agenda

— William Wordsworth, “Ode”

The Souleaters

He who has a thousand friends has not a friend to spare,

And he who has one enemy will meet him everywhere.

— Ali ibn-Abi-Talib, A Hundred Sayings

There are many varieties of Souleaters, all with the same
basic Attributes, Abilities and supernatural powers and weak-
nesses of their hosts. Souleater Derangements, Virtues and
Willpower are often those of their former hosts, but they
occasionally develop their own. No Souleaters have ratings
in Humanity or a Path of Enlightenment, but they often
pretend to follow the same path their former host followed.

The Souleaters can take over any creature, including
Lupines, mages and mortals, so long as the victim has become
infected with the Vicissitude “Discipline.” While vampiric
Souleaters do not lose any of their hosts’ vampiric Disci-
plines, Souleaters of other creatures usually lose the Gifts,
Spheres and Numina belonging to their hosts. Souleaters
gain great mastery over their own forms through Vicissitude.

Their ratings in it range from one to nine, depending on the
individual Souleater, but most Souleaters have a slightly
higher rating than the former host had.

Note that the fourth level Vicissitude power “Horrid
Form” is believed to be the natural form of the Souleater.
However, some Souleaters are not powerful enough to take
on the Horrid Form. Lupine Souleaters can only transform
into the Horrid Form from Homid form.

The bloodline known as the Blood Brothers was born of
Vicissitude, and their Discipline, known as Sanguinus, is a
mutated strain of Vicissitude. Some Souleaters have this
Discipline as well.

All Souleaters can use Vicissitude without any cost
whatsoever. However, vampire Souleaters must expend Blood
Points to use their other vampiric powers. All Lupine
Souleaters lose their hosts” Gifts, but they can still change
into the various forms by expending a point of Willpower and
revert back to their hosts’ original forms without any cost.
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Here's the devil-and-more to pay.
— Miguel de Cervantes, Don Quixote de la Mancha

Fleshy Collectives

Fleshy collectives are basically huge, sentient blobs of oozing,
free-floating flesh and guts which squish about, absorbing others
into them. Those who are absorbed into the collective do not die,
but their flesh joins with the rest of the victims' bodies. The victims’

brains — even their entire heads — continue to float about inside

the thing, and they remain conscious and in extreme pain, though
ot in control of theiractions. Thus, the collective will try to absorb
even its own loved ones into the flesh.

Physical: Strength 5-9, Dexterity 1-2, Stamina 5-9

Social: Charisma 0, Manipulation 0, Appearance 0
Mental: Perception 3, Intelligence 3, Wits 3

Talents: Brawl 3-5

Skills: None

Knowledges: Sewer Lore 5

Disciplines: Fortitude 2-4, Potence 2-4, Sanguinus 5,
Vicissitude 8

Backgrounds: None

Virtues: Conscience 0, Self-Control 0, Courage 4
Humanity: 0

Willpower: 4

Blood Pool: Nil

Roleplaying Tips: Absorb anything that moves, both living
and undead.

Ghastly Babies

At first glance, these creatures resemble human infants.
Their bodies and proportions are nearly the same, but those
who glimpse their faces know the truth of their horrifying
existence — they are Souleaters who crawled from their host
before their hosts fully developed. In most cases, their host
was killed before they finished taking it over.

Their faces are disgustingly inhuman. Their heads are
almost rectangular, they have two little black orbs for eyes,
and their mouths are down-turned maws with vaguely formed
lips. They have two runny, blackish-red holes where their
noses would be. They are pale, hairless little creatures.

They are incapable of changing form. They must kill and
consume fresh flesh in order to continue their development. While
this always leaves a bloody trail of chopped-up, half-consumed
bodies, they have an instinctive self-defense mechanismand incred-
ible powers of stealth, allowing them to stalk their prey with ease.

They usually try to stake resting vampires during the day.
They attack mortals, and vampires after staking them, with
hutcher knives, meat cleavers, straight razors, ice picks and
whatever else they can find.
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