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A small industrial town dozes in the foot-
hills of the Transylvanian Alps. Not much ever
happens in Hunedoara. For more than four cen-
turies, the great events of the world passed it by.
Armies and revolutions ignored it. When Ro-
mania turned Communist, the good folk of
Hunedoara dutifully hung their dictator’s por-
trait in every home. When bullets took the last
dictator’s life, the Hunedoarans phlegmatically
took his portrait down again. The town’s found-
ries and factories do not produce anything
unusual. Dozens of mill towns just like it dot the
Romanian landscape.

Except for the castle.

Five hundred years ago, Hunedoara was a
very important place. The town grew around a
castle called Hunedoara, named for the family

that built it, the Huniads or Hunyadis. Some
Hunyadis became kings. Their castle became
prison to another king, the deposed Vlad the
Impaler. In the 15th century, however,
Hunedoara Castle dropped out of history.
Completely. No one knows exactly what hap-
pened. Some historians think the Turks or
Hungarians destroyed it in one of the en-
demic Balkan wars. Most historians don’t
think about the castle at all. Maps seldom
show its ruins. Ask the people of Hunedoara
where the castle stood and you receive a blank
look, a vague wave and a puzzled, “Oh, out in
the woods and hills somewhere. Not near
here.” They would be very surprised to learn
that old maps show a magnificent castle less
than an hour's walk from downtown.

ITropucTion: THe HousE oF SecRers
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The castle is unknown.

Inconnu.
sk %k ok

Hunedoara Castle still exists. It is not a
ruin; it is quite intact — and inhabited.
Twelve ancient vampires call it home, along
with their servants and... one other. They
call themselves Inconnu, a name well known
but quite mysterious to many Cainites, and
who shall dispute their claim? A curtain of
illusion and forgetfulness hides the castle from
mortal and undead eyes. From behind that
curtain of secrecy, the Twelve of Hunedoara
spin webs of power that reach around the
world. No enemy can find them. Their unlife
isa Cainite's utopia — power wielded in com-
plete safety.

The Twelve hate it. Their utopia has a few
small flaws. For one thing, they cannot leave.
The Inconnu of Hunedoara are trapped in
their house of secrets, trapped by their own
power and their own fears and grudges. They
cannot harm each other; they cannot stand
each other; they cannot get away from each
other. They are going mad.

And you are invited to their house. Enjoy
your visit.

ABoutT THIS BooOoK

Lair of the Hidden presents what might be
the world’s most powerful coterie of Cainites,
the Inconnu of Hunedoara. In its pages, you
will learn the secrets of the Twelve and the
castle they call both home and hell. Along
the way, you can expect to learn a little about
the pursuit of Golconda, pacts with spirits,
the machinations of elder Cainites and the
perils of getting what you want.

Do not expect to learn much about the
Inconnu. The Twelve of Hunedoara are merely
one group of Cainites that happens to use that
name. They have no authority or influence
over other Cainites who call themselves
Inconnu.

This is a scenario book. It is meant for
Storytellers. Players who read Lair of the
Hidden cheat themselves out of the story’s
mystery, horror and adventure. We recom-
mend that players not read any further.

DiscLAIMER: GABRIFL BETHLEN
NeveER SLeEpT HERE

The account of the history of
Hunedoara Castle in Lair of the Hidden
departs from the history of the real castle,
due to the needs of this story. In the real
world, you can visit Hunedoara yourself:
The castle still stands in Romania and is
in remarkably good condition. In the
World of Darkness, however, history took
a drastically different turn — and that s
the Hunedoara Castle this story is about.

CONTENTS

Here's what you get in Lair of the Hidden:

Chapter One, History, tells the back-
ground of the Twelve and how they placed
themselves in their predicament. The chapter
also gives the history of the castle and its
mortal dwellers, which intertwine with the
history of Romania itself.

Chapter Two, Inside the Walls, describes
the castle as it exists tonight. More than a
guide to the castle itself, it tells about the
Twelve’s nightly existence and how they in-
teract with the outside world.

Chapter Three, Those Who Dwell
Within, describes the 12 elder Cainites who
call Hunedoara their home. The chapter also
describes their chief servants and the Twelve's
enigmatic servant, master, jailor and protec-
tor.

Chapter Four, The Roads to Hunedoara,
provides ways to involve your players’ charac-
ters in the schemes of the Twelve. The chapter
offers several ways to bring a coterie to the
Lair of the Hidden. A coterie faces terrible
danger to body and soul at Hunedoara Castle
— but the characters may find patrons, knowl-
edge or even a chance to help the entire
World of Darkness.

The Appendix describes the extraordinary
Discipline powers and thaumaturgical rituals
that the Twelve use to manipulate events far
from the castle. It also explains the pact that
protects the castle and its inhabitants.

Finally, a series of Relationship Charts
synopsizes the complex ties that bind the
Inconnu of Hunedoara together. This is a
quick-notes aid for Storytellers who might

LAR of THE HiDDEN
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otherwise have difficulty making sense of how
a dozen different Methuselahs feel about and
relate to each other — that is, any Storyteller
who's not a Methuselah herself!

THEME

"The truth will out” is the first theme in
Lair of the Hidden. No secret lasts forever.
The Twelve have hid for more than four cen-
turies, but the players’ characters will discover
them. This can happen in several different
ways. Indeed, one of the Twelve might draw
the coterie to the castle as part of a convo-
luted scheme, thinking that he can control
the consequences of this act.

More importantly, the coterie may dis-
cover the ghastly means by which the Twelve
guarantee their secrecy and protection. That
revelation can doom the Twelve. The self-
styled Inconnu have hidden from themselves
as well as the world. They refuse to see how far
they have fallen from a noble past. One way or
another, the characters force a choice on the
Twelve, to confront the horror of their deeds
and the petty spite that divides them, or to let
that spite destroy them.

The castle itself is a place of secrets. The
Twelve are not what they seem; some of them
remain in hiding as long as they can. The
Twelve also possess lore unknown to other
Kindred, from personal memories of Carthage
to the parables of Saulot. For the greatest
secret of all, two entities whose power dwarfs
even the Inconnu dwell in the castle — and
the Twelve know of only one of them.

The clash between means and ends pro-
vides the second theme to Lair of the Hidden.
The Twelve believe they do good. In fact,
they think they can save the world and stop
Gehenna. To protect themselves, however,
they commit cold-blooded murder. The bur-
den of their sin, as much as their confinement,
drives them to the brink of madness.

The characters face their own tests of con-
science. Hunedoara holds the promise of great
power, from the Twelve and other sources.
That power, however, carries a price. As the
characters learn the perils and promises of the
Twelve, they must ask themselves how far
they will go for the sake of power, knowl-
edge... or, perhaps, mere survival.

INTRoDUCTION: THE Houst oF Secrers
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A PREVIOUS DUBLICATION
This is not the first appearance of
Hunedoara and the Twelve. A briefer and

substantially different version of the castle

appeared in the first edition of A World

of Darkness, published in 1992 and long

out of print. That version presented
Hunedoara Castle as the World Headquar-

ters of the Great Secret Brotherhood of |

the Inconnu.

That first version had some inconsis-
tencies. Most importantly, it gave no clue
how ordinary players’ characters could
actually encounter Hunedoara and the

Twelve. It also applied the name of .
Hunedoara to an entirely fictitious castle, |
with some hand-waving about the con-
cealment spell making people forget which

castle ought to carry the name. Well, re-
ally. Why even use the name if you don’t
use the location?

Vampire has also changed conceptu-
ally. The Inconnu are no longer a Great
Secret Brotherhood that could have, or
want, a headquarters. Or maybe they are,
but that's entirely up to each Storyteller.
We do not intend to define the Inconnu
as anything but a mystery.

If you use the old version of the Twelve

and Hunedoara in your chronicle, you

have probably invented a great deal of

your own material for your chronicle. We

do not ask that you throw it out. Perhaps

you can adapt some aspects of Lair of the
Hidden for your own Hunedoara; perhaps
you can turn this version into a com-
pletely different group of hidden elders. If

you’'ve never seen the older version, fear
not. Lair of the Hidden is complete and

self-contained. You do not need any book
except Vampire: the Masquerade itself to
use this scenario. Although we do refer to
material from other supplements now and
then, such as special Disciplines and Paths
of Thaumaturgy, we summarize the neces-
sary information in the text or in sidebars
like this one.

Moop

As the plot advances, the mood of Lair of
the Hidden changes. Before the characters
learn about the Twelve, Storytellers should
strive to impart a sense of mystery. Shadowy
forces move about the characters and enmesh
them in incomprehensible plots. Strange er-
rands, uncanny murders and bizarre events
hint at hidden hands. As the characters draw
near the castle, they encounter hints that one
of the hands may belong to God Himself.

The tension rises when the characters
reach Hunedoara, turning mystery into night-
mare. The Twelve strive to place visitors at
their ease — but the characters soon realize
they are trapped with a crew of vastly power-
ful maniacs in a castle haunted by something
far worse than any ghost. Dreams and spirits
blur the limits of reality itself in a place the
rest of the world does not believe exists.

REFEFRENCES AND
INSPIRATIONS

Storytellers who plan on using Lair of the
Hidden may want to spend some time on the
World Wide Web. You can find pictures of
the castle and town of Hunedoara on several
web sites, including sites managed by the Ro-
manian Ministry of Tourism. With a little
searching, you can show your players actual
rooms within the castle and tell them, “Okay,
your characters are here.”

If you like movies for inspiration, we rec-
ommend those old Hammer Films horror flicks
like The Gorgon or Taste the Blood of Dracula
or, if you can stand the extreme campiness,
The Fearless Vampire Killers. Many of these
films are set in a late-19th century
Transylvania of the imagination, where every
village has a castle looming over it, a pomp-
ous police chief in a spiked helmet, a mad
doctor, a surly and secretive innkeeper and
enough mysterious deaths to set a coroner
gibbering. Our town of Hunedoara is that
village — but a century later, after Commu-
nism and industrialization. The police chief
no longer wears a spiked helmet, but he’s still
pompous, while the innkeeper’s great-great-
grandson runs a seedy hotel... but he still
keeps secrets and grows surly when people ask
too many questions.

LAR of THE HioDen
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We also recommend the Edgar Allan Poe
adaptations that Roger Corman produced or
directed for API, such as The Pit and the Pen-
dulum or Masque of the Red Death. Not only do
these movies provide a visual reference for
the overripe, archaic splendor of Hunedoara
Castle, they also deal with madness, secrets
and sins thought safely buried — the same
territory covered by Lair of the Hidden.

The mother lode of inspiration consists of
Poe’s original stories and other gothic tales
from the 19th century. “Masque of the Red
Death” and “The Fall of the House of Usher”

hold particular relevance for Lair of the Hid-
den. For the very first tales of terror set in
castles, however, look up The Castle of Otranto
by Horace Walpole and The Mysteries of
Udolpho by Ann Radcliffe. Walpole's book is
very short, but be warned that Udolpho is
three volumes long! Fortunately, you can find
“good bits” abridged editions that focus on
the chapters that actually take place in the
ominous castle of Udolpho itself.

And, of course, Dracula by Bram Stoker
provides the ultimate guide and exemplar of
horror-haunted Transylvanian castles.

INTopucnio: THe House oF Secrers
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The three hardest tasks in the world are neither physical feats nor
intellectual achievements, but moral acts: to return love for hate, to include
the excluded, and to say, 'l was wrong.'

—Sydney J. Harris

How long is eternity? How do the gods measure
time? Night follows day, season follows season, year
follows year. The moon turns from the faintest of slivers
to full silver glory and back again to darkness in but a
month. Even the stars, that seem unchanging, move
over the passage of many mortal lifetimes. Children are
born, grow to adulthood, bear their own sons and
daughters, and wither away in the fullness of years.
Their children follow them, and their children’s chil-
dren, generation after generation on the same land,
wresting green life from the soil, living as their parents
did, and their parents before them.

So, too, do civilizations live out their span, rising
out of the ashes of their predecessors, survivors of war
and plague and famine, moving from barren lands into

plenty, by migration or conquest. Kingdoms rise and
prosper, and then at the end, they fall into ruin, with
their people and lands being absorbed or conquered by
yet another such kingdom whose fortunes are rising,
rather than falling.

Indeed, not even the gods are truly immortal. For
everything fades in its own due time. Everything save
we, ancient heirs to a still more ancient curse. Trapped
outside the natural order of the world, we do not grow
old, nor do we fade. We measure only the nights, for the
days are lost to us. Night follows night follows night, in
endless, unvarying procession, stretching into eternity
itself.

Without compass or measure, eternity is very long

indeed.

—From the journal of Danika Ruthven

CHaprer ONe: FounDATIONS of BLooD AND STONE




HuNEDOARA
CASTLFEIN
MoRrTAL HISTORY

The castle referred to alternately as Hunedoara
Castle, Corvinesti Castle, or Huniadstadt once stood
on asteep promontory overlooking where the Zlasti
river turns and splits around a rocky island outcrop-
ping, forming a deep narrow gorge. Now all that can
be seen are a few ruined foundations and fragments
of the walls, overgrown and desolate, though his-
torical records are vague as to the nature of the
disaster or defeat that caused it to fall. Local legend
claims the site is haunted by the ghosts of victims
tortured to death in the castle's infamous dungeons,
and locals shun the place. Even in daylight the
broken ruins seem sinister and foreboding; at night,
they say, those who dare trespass on the cursed
ground are never seen alive again.

CASTLFE OF
HuNGARIAN KINGS

Hunedoara Castle was built on the foundations
of a still older fortress, constructed by the Romans
after the conquest of Dacia. The original castle was
little more than a triangular keep and a walled
compound when first erected in the 13th century. It
commanded a strategic vantage point on the river
in the Cerna Valley, which had been an iron-ore
producing and smelting industry even during the
time of the Romans. King Sigismund of Luxemburg
gave the castle, originally a royal Hungarian fief, to
a local Romanian nobleman named Vojk of the
Corvinus family in the late 1300s, in return for his
heroic deeds in the King's service and loyalty during
an uprising. Vojk, however, also served another
liege — the reclusive Tzimisce sorceress Danika
Ruthven.

Joun HunvyADI, CRUSADER
AGAINST THE TURKS

Vojk's son, John Hunyadi, was born in 1385. A
devout Christian and consummate strategist and
general, John led a number of campaigns against the
Turks and was appointed voivode (governor) of
Transylvania by the King of Hungary. In 1444,
however, the Ottomans won a decisive victory at
Varna, and the Hungarian king was killed. The
Hungarian nobles appointed John Hunyadi as re-
gent for the kingdom until 1453, when the king's

son finally assumed his throne. Hunyadi promptly
returned to his crusade against the Turks, which
was even supported by Pope Calixtus [II. With the
aid of Sir John Capstran, a monk, Hunyadi finally
defeated the Ottomans at Belgrade and prevented
them from conquering Hungary for another 70
years.

Despite his military successes, Hunyadi was
distrusted and hated by the predominantly Magyar
nobles of Hungary; his eldest son Ladislaus was
executed over a plot involving the assassination of
the king's uncle, and so at the old crusader's death,
the castle passed to his second son, Matthias
Corvinus.

During his lifetime, John Hunyadi expanded
Hunedoara castle, adding the two great halls, the
chapel, the back wing, and the great watchtower he
named Ne Boise (Do not be afraid) to be used as a
last refuge. For a few years, the castle hosted the
local Hungarian court, and it was widely regarded as
one of the most beautiful in Transylvania.

Danika Ruthven continued to claim the castle
as part of her domain, though she did not make any
attempts to exert more than the most minor of
influences over John Hunyadi himself, lest she
attract the unwelcome notice of too many of her
Cainite neighbors. Her agents in Hunyadi's court
and household guard kept a watchful eye on their
lord and reported any sign of outside interference or
mysterious advisors to her, and she then took what
steps she felt were necessary to prevent such influ-
ences from taking root — at least in her own
territories.

MATTHIAS CORVINUS, THE RAVEN KING
Born in 1443, the second son of John Hunyadi
took the name Corvinus, and bore the raven on his
coat of arms. In 1458, at the age of 15, he was
elected King of Hungary, an election that the Holy
Roman Emperor finally acknowledged in 1462. Like
his father, Matthias' fame as a crusader spread widely,
and he was approached by Vlad Dracul, Prince of
Wallachia and a former ally, John Hunyadi, for aid
against the Turks. However, Vlad's cruel reputation
and iron-fisted rule gave rise to suspicions as to his
true loyalties. Upon being presented with evidence
that Vlad, once a Turkish hostage, was conspiring
with the Turks to keep his throne, Matthias had the
Wallachian warlord imprisoned in Hunedoara
Castle, where he remained for nearly 10 years.
King Matthias was then persuaded by Pope Pius
[I to take up arms against the King of Bohemia, who

LR of THE HipDEN
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THE"DRACULA PROBLEM"

Strong-willed, ruthless, ambitious and cun-
ning, Vlad Dracul would have been a formidable
mortal ruler by Tzimisce standards in any case.
However, it soon became clear there was some-
thing else about him: He not only knew about
the existence of Cainites, but he also had proven
himself more than capable of beating them on
their own ground. He had pursued and beaten
not just Tzimisce minions, but Tzimisce them-
selves; he had even sought the power inherent
in Tzimisce blood. His imprisonment by King
Matthias of Hungary, however, gave the
Tzimisce time to plan, and debate: What should
they do with this uncanny, dangerous mortal?

One faction, impressed with Dracula's ac-
complishments and sheer nerve, favored
Embracing the renegade prince, making him
one of the creatures he had hunted and de-
stroyed. Another faction, however, wanted
vengeance for the Tzimisce murdered by the
upstart and favored killing him — slowly. An-
otherfaction, including Danika Ruthven herself,
who had opportunity to meet and speak with
Dracula during his Hunedoara imprisonment,
judged him dangerous — too dangerous to ei-
ther Embrace or allow to survive. But Count
Vladimir Rustovitch had the final word; when
Vlad Dracul was released from his prison to go
fight the Turks, he subjected the mortal prince
to a blood bond and claimed him as a ghoul.

Little did Rustovitch realize, as he proudly
showed off his new "servant” to his peers, and
taught Vlad all he wanted to know about Cainite
society, what the consequences would be of
breaking the Silence of the Blood, or the true
nature of the monster he was about to let loose
into the eternal night....

had been excommunicated for his heretical Hussite
loyalties. Though the Bohemian council of nobles
never acknowledged him, Matthias conquered
Moravia, Silesia and Lusatia, and had himself
crowned as King of Bohemia.

But the real threat continued to be the Turks.
King Stephen Bathory of Moldavia, whose bor-
ders lay closer to the Ottoman Empire, finally
convinced Matthias that Vlad Dracula was their
best hope against the Turks, and Matthias let
the Wallachian prince go free. Dracula immedi-
ately raised an army against the Turks. In 1479,

ChapTEr One: FounpAmions oF BLoo AnD Ston
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Vlad Dracula was reported killed in battle out-
side Bucharest; his head was triumphantly
displayed in Constantinople. Legend has it that
a band of local monks secretly buried his body,
ignoring the ban of excommunication that had
been proclaimed against him, but his grave was
never found.

Matthias had turned his attention once again
westward, fighting two wars against the Holy
Roman Emperor, finally even taking Vienna,
though his empire was lost after his death in
1490. During his rule Hungary reached its last
flowering before its fall to the Ottoman Empire.
He was harsh in his fiscal policy and in his
administration of justice, but he also valued
learning and science, and his library at Buda,
the Corvina, was one of the finest in Europe.

During his lifetime, he made further im-
provements on the castle at Hunedoara, which
he used as a summer residence when not engaged
in military actions. The castle passed to his son,
though the crown did not. The boy died at an
early age, however, and Matthias' widow mar-
ried the Marquis of Brandenburg. The marquis
had no interest in the remote castle and sent a
steward to hold it.

As the ownership of the Hungarian royal
castle came into the hands of foreigners, its
undead mistress had likewise left its responsibil-
ity in the hands of a surrogate — her youngest
childe, Anastazi, and a staff of ghouls. For a
time, other matters seemed more important than
the castle she had watched over for so long.

Hunedoara Castle faded out of history in the
early 1500s. While still technically a possession
of the Marquis of Brandenburg, and handed down
to his heirs, it remained a possession on paper
only, providing a small revenue from iron mines
and a source of worked leather, as well as tax
income from local farmers. But no member of
the family ever felt the urge to visit their distant
possession, even to inspect its true worth. By
1600, the castle was in ruins, and the property
all but forgotten, save for local shepherds and
woodcutters who sometimes dared that part of
the valley during the day, but were always very
careful to be on the far side of the river by dark,
lest the hoary spirits that now dwelt there follow
them home.

TRAVFLERS ON THFE
UNMApPpED ROAD

I give you a path to seek peace for your soul

Even in this bitter darkness.

I give you the light of hope, for you and your
children,

To await the day when anger fades, and pride gives
way to yearning.

The name of the path is Golconda,

And those who seek it with a true heart may yet gain
salvation,

Though they walk in the night like demons

And bear the curses of a thousand angels.

— The Erciyes Fragments, Book of Temptations

DANIKA'S QUEST

Danika Ruthven had served the gods for centu-
ries, but in the past few hundred years had seen the
cults of Veles, Peron, ancient Triglav and Moist
Mother Earth fall into shadowy folklore, and the
gods of Rome crumble into dust. The new god had no
place for her, but condemned all her ancient kind as
demons no better than the ones she bound in ritual
each year anew. She was a sorceress and Shaper, a
priestess of the Mother, but she had outlived her
gods; for little remained but echoes in the forest or on
the mountaintops of their presence in the land.

War raged among the Tzimisce, ancient guard-
ians of the land. The Omen War against the Usurpers
had already thinned Tzimisce numbers; the inabil-
ity of the voivodes to act in unison or restrain from
stabbing each other in the back when opportunity
offered itself had doomed their offensive efforts
from the start. The younger Tzimisce, who faced the
Tremere and their stone-beasts in the front lines,
for all intents and purposes ended the war that
neither they, nor their elders, could win in a blaze
of rebellion. Responding to years of abuse and
callous disdain, the young Tzimisce anarchs broke
the bonds of blood and turned against their own
sires. Many Danika had known for centuries, some
even older than herself, fell to their childer's appe-
tites, or perished when their havens burned to the
ground. Rumor had it that even the Eldest himself
had fallen victim to anarch fangs, though Danika
knew her cousin Lambach far too well to give his
words much credence.

Now only a handful of the elders of the old clan
survived, and those had taken refuge in their remote

LA oF HE HioDen
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mountain fortresses, or sought the relative peace of
torpor in some forgotten Carpathian cavern.

But Danika was not content to take that path.
It had never been her way to hide from the world,
nor refuse to face unpleasant truths. The glories of
past nights were gone; nothing would bring them
back. However, she felt restless, adrift, cut off from
the beliefs that had sustained her for so many years,
uncertain now of what the truth of her existence
had come to. Her gods had vanished from the world,
and she could not hear their voices now over the
clamor of church bells and chanting monks. What
purpose then did her undying existence have? For
what role had the dead water shaped her?

She meditated for a long time on this question,
but found no answers in her mountaintop, nor the
valley, nor the river. Yet since by all logic an answer
must exist somewhere, she resolved she would seek
it out. Now that the kings she had watched over,
whose castle she had guarded, were gone, she had no
more responsibilities to the mortal world, and could
go where she would. Yet it was not within her
Tzimisce blood to abandon her territory without a
custodian. She chose such a man, Anastazi Ladislav,
the seneschal of Hunedoara, and offered him the
Embrace, which he willingly accepted. She taught
him the basics of the Blood, charged him with the
guardianship of the castle and its valley, and then
left him to carry out his duties.

With a generous supply of her own grave-earth
secured in her baggage, Danika rode off into the
night, in search of answers for her soul. She traveled
west, into lands where other clans ruled the night
and Tzimisce were rare, and she discovered they
were feared as creatures of the devil. Here the
wicked Tremere held sway, whispering slander into
the ears of Ventrue princes, so that she found it
prudent to not announce herself, but use her gifts to
conceal her presence among them.

The clans of the West had joined themselves in
a new alliance, where they could overpower their
rebellious childer and force them back into subservi-
ence. This Camarilla also proposed to hide its very
existence from mortal eyes, taking the Silence of the
Blood to new extremes for fear of the hunters of the
Church, who had slain many of the Blood, from the
most inexperienced of fledglings to the most power-
ful of elders. Danika avoided them as well.

But the elders of the nascent Camarilla did not
have the answers she sought. Neither did the hid-
den Cainite lords who moved prince and elder on
the stages of Europe like pieces on a game board, nor

even their most inquisitive childer. Their attention
was focused outward, to the world of mortals, and
they seemed to be more interested in pretending to
be mortal themselves than understanding their true
natures. The remnants of the once-rebellious anarch
packs were no better, their attention focused on
vengeance and defying their elders, reveling in
savagery of the Beast, but failing to take responsibil-
ity for their actions under its goading.

One night, on a wooded hillside in Bavaria, she
heard the screams of the Tremere's rock-spawned
hounds, sensed the presence of another of the Blood
coming toward her, the hounds in pursuit. His aura
blazed with colors she had never before seen from a
childe of Caine, yet there was no doubt he was one of
the undead. As he turned to face the pursuing beasts,
she saw his third eye open, and knew what he was.

She might have acted in any case, for the Salubri
were few and hunted, and she had no love for the
Tremere or their pathetic lies. But there was also
something in his aura, in the intensity of his colors,
the serenity in his soul as he faced his foes that
intrigued her: She saw no trace of the Beast in him.

Against the strength of a koldun-priestess of the
earth and a Salubri warrior, however wounded and
weary, the Tremere hunter and his unnatural hounds
had no chance. The Salubri's sword was swift and
sure, and her intervention unexpected. The Usurper
warlock perished screaming impotent curses to the
night, and his beasts crumbled into ash with him.

Thus it was that Danika Ruthven met the war-
rior Rothriel, and she found her guide on the
unmapped road at last.

THE WARRIOR SAGE

Rothriel was unlike any Cainite Danika had
ever encountered in all her nights. Far older than
herself, he had dedicated himself to the art of the
sword and his clan's war against the infernal for
uncounted centuries. But unlike the Tzimisce war-
riors she had known, who had grown jaded and cruel
from uncounted years of inflicting death on their
enemies, the Salubri knight had retained much of
his humanitas and sense of honor.

His strength of spirit, however, came from some-
thing else. When he had thanked her for her aid
most graciously and in perfect Latin, Danika asked
if she might travel with him. He seemed at first
reluctant, for as he said, the Tremere would soon be
on his trail again, even more resolute now that
another of their number had died in the hunt.
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THe DiscIpLes oF MOKUR

- Salubri have many tales of their Father's travels

*  to the East; where he learned many things of great

wisdom: One tale speaks of Saulot's voyage over the

| eastern sea to a green, mountainous island said to be

a paradise on Earth. He did not stay long, for he did
not wish for the curse of Caine 'to mar such a

“beautiful place. But when he left, he took the man

who had been his guide on the island away with him
to be his disciple and serve as a reminder of all he
had seen. The man was of the Jomon people, and his
name was Mokur.

Mokur was a simple potter, but he had a rare
clarity and immediacy of perception; for him, nei-
ther life nor undeath were improved by
over- u)mpllcation For uncounted years he trav-

















































































































































































































































































































































aroll to recognize the meaning of the gutters carved in
the slab, or the iron bowl that Cret places where the
gutters converge to pour off the edge.

One by one, the other Inconnu arrive. Everyone
wears their finest and most formal garb. Demetrius and
Mabhtiel are the last to arrive. Phantom no longer, the
Salubri looks as if every second brings her pain. The
Sclav brings a small barrel from the Knight's Hall
while Anastazi kindles a fire in a brazier.

At about 10:00, Drenis moves from servant to
servant. The Cappadocian writes each servant’s name
on a handkerchief-sized square of cloth. Then she
pricks the servant’s thumb with a bodkin and daubs a
smear of blood onto the cloth. The bloodstained cloths
go in the barrel. Then she does the same for each of the
Twelve, including herself. At last, she comes to the
characters. All who dwell in the castle must take part
in the lottery.

i\

I\
i
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\

THe DeMON’s CHOICE

At 11:00, Cret produces a scroll. He does not
bother looking at it as he intones the words of an
ancient tongue. The tension in the air grows. Charac-
ters do not see the demon, but they feel its presence.
Nothing but a fallen angel could give a sense of such
power, or such terror. At the end, the characters hear
the Power’s name: “Nikanuuranu!”

After the invocation, Cret speaks in English for
the convenience of the... guests. He says, “We gather
once more. Last year’s blood and souls are here again.
Do we all agree to continue the pact?” He calls each
Inconnu’s name. Every one says, “Yes,” though some
hesitate and Cret must ask them again. Cret adds his
assent at the end.

“Then we are agreed. Great Nikanuuranu, choose
your sacrifice.”

Anastazi reaches into the barrel. He shuts his eyes
and stirs the cloths, then withdraws one. He opens his
G eyes and reads the name.

It is one of the players’ characters.

\ j Your OWNLOTTERY

In advance of the session, write the names of
the players’ characters onslips of paper. Make four
or five slips for each character, to make a large
enough collection. Smear a little ketchup or red
food coloring on them, to represent the blood.
Place them in a jar or some other container and
. 1 mix them up. Draw a slip yourself, or invite one of
the players to take Anastazi’s role.

ok
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THe COTERIE'S CHOICE

Do the characters go along with the demon’s
lottery? This is their last chance to escape Hunedoara.
At this time, and no other night of the year, the
Twelve are too busy to pursue them. If they run before
their names go in the barrel, they can get away. How
long they remain free before the Twelve come after
them... well, that’s up to the Storyteller.

Once their names go in the barrel, the Twelve
cannot let the characters escape. They have one hour
to bring the selected character back before the demon
counts the Pact as broken and takes them all. The
demon cannot let the characters escape since it cannot
directly help break its own pact... but it does not use its
power to pull the characters back to the courtyard, as
itcould. The Twelve pursue the characters with every-
thing they have and join the hunt themselves. The
characters have one hour to evade 12 powerful elders,
dozens of servants and the Sclav.

All the while, the demon speaks in the characters’
heads. It offers each character his heart’s desire if he
surrenders his comrade to the sacrifice. They can join
the Twelve. They can replace the Twelve. They can
have power beyond their wildest dreams.

THE SACRIFICE

Normally, the rite ends with the victim — always
a servant in former years — tied to the altar. Drenis
cuts the victim's throat. The blood drains into the iron
bowl. Cret pours the blood into the bonfire with a
ceremonial phrase of offering in the same ancient
tongue as the invocation. All the cloths from the
barrel follow, to signify that all who dwell in the castle
accept the demon’s power over them. As the smoke of
the sacrifice rises, everyone briefly sees a shadow
against the sky, darker than the night and blotting out
the stars, and a great dark hand stretched out in awful
blessing. The demon has accepted the Pact foranother
year.

The servants, still ina daze, return to the castle and
their normal duties. The Twelve scatter as well.
Demetrius guides Mahtiel back to her chamber and her
dreams. The Sclav tidies up: It carries the altar, barrel
and body to the Knight’s Hall, licks the altar clean and
eats the corpse of the sacrifice.

AllL FarLL DowN

This resolution assumes that some of the Twelve
hate each other. Nort dislike — hate. At least one
Inconnu plots to destroy the group. That’s not so easy
under the conditions of the Pact and all the deadman-
switch curses the Twelve have laid on each other. The

b 4

Storyteller must decide who instigates the Twelve’s
destruction and who she chooses as the first victim.

SUICIDE

At the furthest extreme of spite, one of the Twelve
can stay up to watch the dawn. Her Final Death makes
it impossible for the others to meet the terms of the
Pact and activates the first deadman-switch curses. In
this case, murderer and victim are the same Cainite.

MuRrpER

A cunning Inconnu might attempt murder if he
thought he had a way to escape the Pact and the
deadman-switch curses. That requires a player’s char-
acter to serve as an unwitting proxy. If the Inconnu
manages to bind a character as his other self, he soon
attacks the Cainite he hates above all others, as de-
scribed above in “The Proxy.” As an alternative, an
enraged Inconnu might attack and destroy a fellow
pacter in his frenzy.

MuURDER, REDUR

The coterie themselves might destroy one of the
Twelve — probably one of the weaker members such
as Anastazi or Abdalkutba. In that case, the remaining
11 face the double challenge of recruiting a replace-
ment while coping with the deadman-switch curses
left by the coterie’s victim.

The only possible replacements are... the players’
characters themselves. One of the Twelve points this
out to the characters and the other Inconnu, which
saves the characters from the revenge of the other
elders. If the characters diablerized their victim, the
survivors draft the diablerist as the replacement. If not,
one of the now-Eleven reveals that he does have a vial
of the slain Cainite’s vitae, while one of the Tzimisce
could flesheraft a character into a body double. No-
body mentions that the plan also requires Cret, Hill or
Zamra to Dominate the character into believing that
he really is the slain Cainite. Trying to fool the demon
this way is a long shot, but it’s all the Inconnu have.

The terms of the Pact force the demon to accept a
diablerist as a replacement pacter. Once more, we
leave it to the Storyteller to decide whether the demon
accepts an impostor. Which seems more exciting and
horrific: the doom of Hunedoara, or trapping a charac-
ter within its walls?

Domino THEORY

The Final Death of any one of the Twelve acti-
vates whatever curses she laid on her special enemies.
None of the curses are immediately lethal to such
powerful creatures, but at least one other Inconnu falls
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within a few nights. That triggers another round of
curses... and the dominos keep falling.

All this places tremendous pressure on the various
thaumaturges to rescind any curses they placed on
another Inconnu’s behalf. This also gives the
thaumaturges a golden opportunity to make the others
grovel over past slights.... except these proud Cainites
won't grovel. As the “This is your fault!” recrimina-
tions mount, some Inconnu declare they'd rather die
(again) than humble themselves, and the thaumaturges
sneer and say, “Then die!”

Foran example, let’ssay that Eshmunamash decides
that they all deserve to die and commits suicide. Over
the centuries, he commissioned curses from the
thaumaturges in the group. As he burns in the morning
sun, deadman-switch curses fall on Cret, Drenis and
Bufo, originally cast by Pentweret, Danika and Cret.
The Ventrue starts shitting snakes. Drenis finds that
stone and earth are as yielding as mud under her feet.
Bufo suffers the Platonic Split and his own incarnate
Beast hunts him through the castle. Bufo and Drenis
demand that the thaumaturges lift their curses. Cretsays
he will lift the curse on Bufo, if Pentweret lifts the curse
on him. The Setite sorcerer says he’ll do it.... if Bufo has
Hill lift the curse he placed on Pentweret on the
Nosferatu’s behalf, and while they're at it, he wants Bufo
and Hill to beg his pardon for some insults back in the
19th century. Cret says, “So apologize, idiots!” and
negotiations go downhill from there. The demon laughs.

On the second night, Cret has survived his curse but
it has wounded and weakened him. Bufo hides from his
Beast. Drenis tries to stay on the furniture, but slips and
falls through the floor. Before anyone can run down-
stairs to catch her, the Cappadocian sinks through the
cellar floor and is lost. The demon laughs some more.
Abdalkutba points out what everyone knew but no one
wanted tosay: The night of the Sacrifice approachesand
they now lack two pacters. They might have replaced
one destroyed pacter. Can they replace two?

On the third night, Bufo's Beast finds him and kills
him. It rampages freely through the castle. At Bufo’s
Final Death, Hill’s curse on Pentweret activates: A
seraph appears and attacks the Setite. Cret could have
banished the angel, but he now suffers from the Drown-
ing in Earth curse, which Danika once laid on him on
Bufo’s behalf. The Setite burns while the Ventrue calls
the servants to lay carpets across the stone floor.

Pentweret left his own deadman curses on various
Inconnu. He also programmed his statue servitors and
ghoul cobra to avenge his destruction. The statues
march through the castle attacking any Cainites they
see. They corner Cret and slay the weakened Ventrue.

Cret’s deadman curses activate... and so on. By the
night of the Sacrifice, half the Twelve are destroyed, in
torpor or buried deep in the ground. The demon laughs
harder than ever as it takes every pacter who remains.

IrTHE TWELVEALL QUIT

What if all of the Twelve simply decided to end the
Pact? Physically, this would be easy. On the night of the
sacrifice, the Twelve merely tell the demon that the
Pact is null and void. The demon departs. .. gratefully.

Getting the Twelve to agree is not so easy. They
cannot do this on their own. Each one of the Twelve
nurses a grudge against three or four others. Even
Mahtiel, who avoids confrontation by spending 364
nights of the year in torpor, resents Danikaand Anastazi
for leading Rothriel to his Final Death.

Before the Twelve can quit the Pact, then, some-
one must persuade them to forgive each other five
centuries’ worth of petty slights, arguments and grudges.
They all believe they hold legitimate grievances, so
the others should apologize first. Even if they can’t
punish their rivals any other way, they can keep them
from going scot-free and getting away with their in-
sults.

The Golconda-seekers among them actually re-
quire the most persuasion before they admit fault. After
all, they are enlightened. After centuries of atonement,
meditation and spiritual development, they are sup-
posed to confess that they are no better than the others?

The Twelve must also agree to remove the various
deadman-switch curses on each other. Once again, it
comes down to “You first.” After all, suppose they did
renounce the Pact and lost its protection against each
other? What guarantee do they have that their rivals
will not strike against them? The curses born of old
grievances, however, have become points of grievance
themselves. If they cannot trust each other to disarm
the curses, they cannot trust each other enough to
renounce the Pact.

Each of the Twelve fears that if only some of them
renounce the Pact, the others will strike a new deal
with the demon. They might even find themselves
offered as sacrifices to seal the new pact. None of them,
not even the master demonologist Cret, knows if the
demon would accept such a scenario — but none of
them want to take that chance.

Ending the Pact, then, goes far beyond rational
calculation. The players’ characters need to find a way
for everyone to back down and save face. The Twelve
all feel ashamed at the Pact, but none of them willingly
accept that shame on their own. The coterie has a few
strategies that might work, though.
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® The Greater Shame. The Golconda-seekers feel
the greatest shame at how far they have fallen from
Saulot’s ideals. The coterie could challenge them to
redeem themselves and prove their enlightenment...
or is Cret too irrational to accept the need for ending
the pact? Does Pentweret flinch from this ultimate
test! After atoning for 2,000 years of death, can
Eshmunamash not atone for the sacrifices? Was
Golconda a lie all along, and themselves the liars?

® The Greater Mission. The Twelve know that
Gehenna is coming. Abdalkutba has seen it in the
stars. The spirits whisper of dreadful Powers stirring as
they awaken. A clan committed suicide and more
prophecies come true every year. Some among the
Twelve try to fight the coming of Gehenna, but their
imprisonment hampers them. If they really want to
balk the Antediluvians and their agents, they need to
get out of the castle and act more directly. They can’t
leave the castle unless everyone renounces the Pact.
Can they swallow their pride long enough to postpone
the end of the world?

¢ Honoring a Boon. In the introverted society of
the castle, an Inconnu who defaults on a promise opens
himself to endless needling from the others. That's
how the others forced the thaumaturges to cast dead-
man-switch curses on their behalf. If the coterie places
one of the Twelve in their debt (as, for instance,
Danika's promise of weregild in “The Vengeful Sabbat
Pack”), they can demand an apology to the other
Inconnu as their repayment. That’s only one pacter
out of twelve, but it’s a start.

* Moral One-Upmanship. The Golconda-seek-
ers think they are better than the other Inconnu
because they seek redemption. The others think they
are better because they don’t fool themselves. Each of
the Twelve can list the faults and failings of the others
in excruciating detail. The coterie might persuade one
of the Inconnu that they can prove their moral supe-
riority by being the first to apologize. Removing their
deadman-switch curses would show even greater ethi-
cal strength. If the coterie work on more than one
Inconnu, they might arrange a moral potlatch or
bidding war, as the Twelve compete to show who is
better than the rest.

All these options require considerable work by the
characters. High Social Attributes and Abilities such
as Expression, Etiquette or Subterfuge make the task
slightly easier. Asa Storyteller, however, donot let the
players leave the matter to the dice. Insist that the
players themselves marshal arguments and stratagems
to persuade or manipulate the Twelve into doing the
right thing.

AFTERMATH

Quite possibly, all the players’ characters meet
Final Death in Hunedoara. This is very sad.

This possibility has no aftermath, at least for the
characters. They’re gone. What happens to the Twelve
after that depends on whether the Storyteller wants to
bring a new crop of characters to Hunedoara. Quite
possibly, the Twelve self-destruct soon after they de-
stroy the characters, or they might continue meddling
in the world from the safety of their invisible castle.

The characters might help the Pact continue,
though one of them becomes this year’s victim. The
demon offers favors to the remaining characters. They
become part of the Twelve’s network of power. The
story isn't over, though. There’s always next year.
That’sone more year for the grudges among the Twelve
to fester, and one more year for their souls to shrivel
under their own hypocrisy. The Twelve call the char-
acters back to Hunedoara for the next sacrifice. It will
not occur, though, before the Twelve turn on each
other and the dominos fall. The characters merely
delayed the Inconnu’s doom.

The Twelve might turn on each other and the
demon may take them all. This is very sad for the
Twelve. It's not very good for the characters, either,
because the Inconnu might destroy some of them
along the way. Alternatively, the characters might
disrupt the Sacrifice so the Inconnu cannot renew the
Pact.

This third possibility lets the Storyteller produce a
grand, cataclysmic, Industrial Light and Magic ending
as the demon drags the Inconnu off to Hell, or what-
ever destiny their deeds earn them.

If the characters work really hard at it, though,
they might persuade the Twelve to renounce the Pact.
This fourth possibility has the most far-reaching con-
sequences of all.

THeFALL oF THE HOouse OF HUNEDOARA

If the night of the sacrifice comes and all the
Twelve donotappear to renew the Pact, or they do not
offer their sacrificial victim on time, the demon can
claim all the pacters who remain. It takes revenge in
full measure for its own centuries of entrapment.

The castle shakes as the demon withdraws from its
structure, roaring in triumphant laughter. The shaking
does notstop as the demon looms over the castle, a vast
shadow darker than the night itself, with eyes burning
like the fires of Hell. The destruction that the demon
averted so long ago catches up to Hunedoara, like a
slain vampire crumbling to dust. The walls and towers
shiverand fall. The very stones decay as they plummet,
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then sink into the ground while waves of moss, weeds
and brambles sweep over the castle courtyard. In
seconds, nothing remains but a field overgrown with
briars and scrub, with a few mossy, half-buried blocks
of stone — the very scene the demon conjured to hide
the castle.

As for the remaining pacters? They try to run, but
they still cannot leave the castle’s grounds. The dust
from the crumbling castle hides them from the charac-
ters’ view. When the dust clears, they are gone.

If the characters caused the cataclysm, they find
themselves compelled to look up, up, up, to meet the
Demon’s burning gaze. The Beast within each charac-
ter quails and wants to flee, but they cannot move. One
of the hellfire eyes winks.

“Thank you for your sacrifice,” the Demon says.
“The Pact is made.” Then it vanishes, leaving the
characters to parse over every word they said since
entering Hunedoara, looking for phrases that a fallen
angel might interpret as an offer and a request for a
longer-term relationship.

One servant remains — the one who helped the
characters. Heshakes hishead sadly. “They failed. I failed.
They chose their damnation despite all I taught them.”
The servant looks at the characters. “Don’t fail, too.”

No one ever sees any of the Twelve again. Perhaps
the demon snatched them to Hell. This might not be
much of a change for them. Perhaps they find them-
selves back in the 16th century, on the fateful night
when the Tremere attacked, but no demon offers a
pact to save them. Who can tell? Their fate —and the
fate of any character that replaced a pacter before the
end — must remain...

...Unknown!

IFTHE TWELVEALL QuIT

If the Twelve renounce the Pact, the castle shakes
as the demon withdraws. Here, too, the characters see
it as a shadow against the night sky and feel its awful,
hellfire gaze upon them. In this case, however, the
Demon merely says, “Thank you... and what took you
so long?” Then it vanishes.

The story is not quite over. The servant who
advised the coterie steps forward and clears his throat.
“Well done,” he says. “I had almost given up hope.”

The Twelve glance at the servant. Then some of
them do a double-take as they see the servant’s aura.
“Saulot?” Cret asks. Then a rush of questions and
exclamations: “Master!” and “You're not destroyed!”
and “Where have you been?”

The Twelve soon converge on the final question.
Why did Saulot leave the Twelve in the Pact? They

would have ended it if they'd known he still existed, if
only he’d asked.

Saulot shakes his head. “And what would that
have proved? Obedience would not redeem you.” His
voice hardens. “And if you could not make the choice
for yourself, then all my teaching was in vain, and I
would not mourn your loss.” He turns and begins
walking away. “Teach, and you may learn, before the
end. | — I am finished with teaching and Jyhad.” He
looks back, though, and his expression softens. “Only
one here needs my help. Sclav— come, and be whole.”
The Sclav shambles forward and takes Saulot’s hand.
Anyone who tries to follow or stop the pair finds that
the Antediluvian and the vozhd simply vanish.

Most of the Twelve leave Hunedoara. Only Danika
still thinks of it as home. Even Anastazi vows never to
return, both “native soil” andfeudal obligations be damned.

Nothing obviously dramatic happens immediately
after that. Hunedoara Castle rejoins the world as subtly
as it departed. No one in town suddenly goes, “My god!
Where did that castle come from?” It was always there;
they just did not pay much attention to it.

Within a year, though, the Romanian ministry of
tourism notices the beautiful, well-preserved castle.
The government declares Hunedoara a national land-
mark, prints brochures and arranges package tours to
“a treasure of Romania’s romantic past.”

Whoever stays at the castle — from Danika
Ruthven to the players’ characters — then faces the
challenge of cleaning it up. Cret’s magic circles, the
shrine of Saulot, the coffins, the animate statues. .. it’s
all a gigantic Masquerade breach waiting to happen.

The Twelve do not quietly fade away. They con-
fronted their own fallibility and egotism, and they
learned something from the experience. They intend
to apply what they learned, too.

Most importantly, they learned that they probably
donot have time to atone for centuries of yearly murder.
The Antediluvians awaken; Gehenna is nigh. As long
as they can stand each other, though, their Disciplines,
their Thaumaturgy and other resources make them
perhaps the world’s most powerful coterie. Freed from
the restrictions of Hunedoara, they can rouse the World
of Darkness to fight the Antediluvians. Within a year,
most of the Twelve work together again.

The Twelve are quite capable of killing the an-
cient Methuselahs who form the Antediluvians’ heralds
and generals. The challenge lies in finding them. The
Twelve try to unite the world’s Noddists in a crash
program to locate the sleeping Ancients. Even if they
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cannot find or destroy the Antediluvians themselves,
the Twelve and their allies can reduce their power.

Indeed, the Twelve recruit every Cainite they can
find who wants to destroy the Ancients. Camarilla,
Sabbat or independent clan makes no difference to
them. They do their best to convince Camarilla and
Sabbat leaders to end their perpetual war and go after
the real enemy. Far more Sabbat listen than Camarilla
elders, though not as many as the Twelve hope: More
Sabbat talk about fighting Antediluvians than are
willing to put their unlives on the line for it. The Black
Hand listens, though. Most of them may be young but
they have courage and determination. Their war has
come; they embrace it.

Cret, Eshmunamash and several other members of
the Twelve also give their fellow Inconnu a piece of
their mind. The Inconnu follow two goals: Seeking
Golconda and hiding from the Jyhad. None of the
Twelve believe any longer that isolation from the world
helps a Cainite conquer the Beast, and they don’t
believe you can hide from the Ancients, either. They try
to convince the Inconnu to cease their endless hiding
and watching and waiting. If they will not join the
campaign against the Ancients, they can at least spread
the word about Golconda and teach as many Cainites as
best they can. If Golconda is indeed the only way to
escape the Ancients’ power completely, the Cainite
race needs as many free agents as possible.

The Golconda-seekersamong the Twelve attempt
adesperate experiment. They know that each of them
approached the blessed state, but never quite achieved
or succeeded at the Suspire. When they gathered at
Hunedoara, they hoped that pooling their insight
would lead to success. They try again — not with
themselves, but with students. Eshmunamash, Cret,
Drenis and Pentweret seek volunteers for a “crash

SAauLoT's FINAL WORDS

Whether the Twelve damn or redeem them-
selves, Saulothas one last message for the characters
before he disappears into the night.

“Gehennacomes. Nothing canstop it. Already
you may see its eye in the heavens. | do not know
if you can help yourself, the world or anything you
love, but you can try. The One Above looks upon
you... and perhaps he looks with favor. We enter
the crucible of God. Pray that you come forth as
gold, instead of burning with the rest of our ac-
cursed race. For myself — He has told me my fate.
Do not expect to see me again.”

Golconda” program that will make Pentweret’s old
notions of “hard, fast and dangerous” look slow and
timid. Any Cainite brave or desperate enough to
accept tuition from the four Inconnu is in for a journey
of self-discovery that either brings him to the Suspire
in months, or drives him mad like the late Vanth —
with no guarantee that the program works at all.

In all of this, the Twelve remain in contact with
their liberators as much as those characters permit.
The elders do not push the issue if the characters never
want to see them again; they are too busy to pester
some insightful but contrary neonates. A coterie that
accepts the Twelve as its collective mentor can expect
an exciting unlife, however, as the elders send them
around the world of Darkness on missions to recruit
other Cainites, seek clues to the ancients and gather
rare components for the dire rituals that can slay
creatures older than the Pyramids. They move onto
the front lines of the Jyhad as they try tosave the world.

All this, however, depends on the players and the Story-
teller. It is another story that you must explore yourselves.

CHapTer Four: Te Roaps 1o Hunepoara (PLOTLINES)

133







Theelder Cainites of Hunedoara possess many unique
powers. Their low generation entitles them to specialized
Discipline powers, while the thaumaturges among them
know many potent rituals. Since their entrapment in
Hunedoara began, they have all sought to develop magic
or Disciplines that would let them observe and affect the
world beyond the castle grounds. This chapter describes
the most notable Discipline powers and rituals known to
the Twelve. The chapter also describes the mighty magic
of the Pact, which both protects and imprisons the
Inconnu of Hunedoara.

Di1scipLINE
[POowWERS

The Twelve know more high-level Discipline pow-
ers than the ones listed here. We list only the powers that
enable them to interact with the outside world. See
Guide to the Camarilla, Guide to the Sabbat and the
various Clanbooks for more high-level Discipline pow-
ers. Storytellers can pick whatever other powers seem
appropriate or useful for an Inconnu.

Beast WALK (ANIMALISM LEVEL SIR)

This power builds upon Animalism Level Four,
Subsume the Spirit. Through this power, Bufo the
Toad casts his mind into an animal’s body. More than
that, however, he can jump from that first animal to
another animal, then a third, a fourth, and so on

indefinitely, while his torpid body remains at the
castle. Given time and a bit of luck, Bufo can mentally
travel around the world.

System: Initially, the Storyteller rolls Bufo’s Ma-
nipulation + Animal Ken (difficulty 8) as the Nosferatu
looks into the target animal’s eyes. As with Subsume
the Spirit, the number of successes rolled determines
how thoroughly Bufo overrides the animal’s spirit. The
Storyteller must roll at least three successes for Bufo to
send his mind skipping from animal to animal. Fewer
than three successes mean that Bufo must expend
Willpower to take any action contrary to the animal’s
normal instincts, while the Nosferatu needs five suc-
cesses to resist the animal’s instincts completely. The
number of successes from this roll also determines what
Disciplines Bufo can use while possessing animal bod-
ies, exactly as per Subsume the Spirit (see the chart on
p. 148 of Vampire: the Masquerade).

Once Bufo frees his mind from his body, he can
jump to another animal’s body if his current host can
look in its eyes. The usual range for this is about 20 feet.
Although the Storyteller re-rolls the Nosferatu’s Ma-
nipulation + Animal Ken for each jump, thisdetermines
the extent of Bufo’s possession and what Disciplines he
can use. Only a botched roll breaks the chain of
possessions and sends the Nosferatu's mind hurtling
back to his body and an immediate frenzy. If the roll
fails, Bufo merely cannot possess that particular animal
and must look for another host.
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Beast Walk also surpasses Subsume the Spirit in that
Bufo can possess an animal’s body by day without the
need for his own body to stay awake. Instead, the
Nosferatu’s body is in torpor for the duration of the Beast
Walk. He wakes up as soon as he ends the possession (or
at least the next nightfall at Hunedoara). As with Sub-
sume the Spirit, if the possessed animal dies, Bufo enters
full torpor, with the duration set by his Humanity rating.

Horoscopic FORECAST
(Ausper LeveL Six)

Abdalkutba first used astrology as a tool to focus the
psychic, intuitive aspects of Heightened Senses, en-
abling him to read more into his charts than the average
mortal astrologer. After centuries of practice, his combi-
nation of astrology and Auspex yielded this unique
power. By casting a horoscope for a person, group or
institution and inspecting the night sky, the Assamite
can gain glimpses of the subject’s future.

System: To use this power, Abdalkutba needs infor-
mation about the target. To castamortal’shoroscope, the
vizier needs the approximate time and place of her birth.
For a Cainite, Abdalkutba needs the time and place of
both mortal birth and the Embrace. He can get along
without this data if he knows the Cainite extremely well:
Given a few decades, he can observe the events of the
Cainite’s unlife, compare them to the motions of the
planets and so deduce the conditions of the character’s
birth and Embrace. The Assamite has done this for the
rest of the Twelve, but for no other extant vampires.

For a group or institution, Abdalkutba needs some
other time that serves as a point of origin, and as much
other information as he can gather. For instance, if the
Assamite cast a horoscope for the United States of
America, he woulddraw horoscope chartsfor July 4, 1776
(the signing of the Declaration of Independence) and
March 4, 1789 (the date Congress declared the Consti-
tution in effect), at Philadelphia in both cases.

After Abdalkutba prepares his horoscope charts and
meditates upon them, he consults the skies. The power
does not work if the vizier cannot actually see the
heavens: The astrologer watchesfor shooting stars, clouds,
auroras and the way the stars and planets twinkle, as well
as the locations of the planets. After an hour’s observa-
tion, the shape of the target’s future comes to the vizier.
To determine how much of the future Abdalkutba sees,
the Storyteller rolls the Assamite’s Perception + Occult
(difficulty 8). For each success rolled, the vizier divines
one fact about the person or group’s most probable future.
If the vizier seeks the answer to a particular question,
instead of a general forecast, the difficulty rises to 9.
Botches result in false revelations. Even successes, how-

ever,donotalways provide a time frame. The vizier might
see events of the next night, next week, next year....

Note: Once the Assamite’s forecasts extended cen-
turies in advance. His firm assurance to Cret that the
Twelve of Hunedoara were among the world's few faint
hopes to survive Gehenna helped persuade the Ventrue
to establish the Pact. Over the last century, however, the
astrologer’s horoscopes became more vague and difficult.
Since the Red Star appeared in the sky, a curtain has
dropped across the future. Now, the Assamite cannot
foresee any event more than a single year in the future.
His horoscopes for the Twelve also changed. Now their
most probable future lies in darkness and fire. Abdalkutba
does not speak of this to his fellow prisoners.

UPERNAL AWARENES
Ausper LEVEL SEVEN

An ancient vampire can develop such exquisitely
refined psychic intuition that he can sense events and
deeds anywhere in the world. The Assamite vizier
Abdalkutba possesses such awareness. What Abdalkutba
wants to know... he knows. He knows who the Sabbat
pack killed last week. He knows where the Nazi colonel
hid his loot. He knows about that spat you had with your
wife — if you sufficiently interest Abdalkutba that he
pays attention to you.

To gain this omniscience, however, Abdalkutba
must cast a horoscope. If the Assamite knows the time
and place of a mortal’s birth, that mortal’s entire life isan
open book for Abdalkutba to read. The vizier can also
cast horoscopes for groups and institutions, from bridge
clubs to nations. In such cases, he merely needs a thor-
ough description of the group so he can work out what
stars and planets govern its fate.

Supernatural creatures resist this near-divine knowl-
edge. Vampires, werewolves, mages and such ilk exist
partly outside the normal bounds of reality, so they are a
bit blurry to Abdalkutba’s intuition. The more powerful
a supernatural creature, the less likely the vizier can
mystically spy on its actions.

Supernal Awareness is also limited to knowledge of
the past and present. The power grants no knowledge of
the future.

System: Abdalkutba can use this power at will, if he
ever cast the target’s horoscope some time in the past.
Supernal Awareness supplies information that the vizier
could gain by sight or hearing, if he could see and hear
everything that ever happened to his target. Supernal
Awareness does not supply thoughts, motivations or
explanations — just the raw observations. Abdalkutba
must guess at the reasons of events.
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When the Assamite directs Supernal Awareness at
another vampire, the Storyteller rolls the Assamite’s
Perception + Alertness. The difficulty is the sum of the
target character’'s Willpower and Generation Traits. If
the difficulty rises beyond 10, the target is “invisible” to
Supernal Awareness. Thus, most high-generation vam-
pires are easy targets, but other Methuselahs usually lie
beyond the power's reach. Still, Abdalkutba can deduce
a great deal from what happens to the people around an
elder vampire.

Other supernatural beings don't have Generation,
but they usually possess some Trait of their own that
measures their raw magical potential. These Traits can
substitute for Generation in determining whether Super-
nal Awareness succeeds. Mages, for instance, measure
their power using a Trait called Arete, while Rank might
do for werewolves. If you do not have the appropriate
game to use as reference (or don't want to bother with
other games’ rules), just multiply the target creature’s
Willpower by one and a half to find the difficulty for
Supernal Awareness. Mortals lack any such Trait, so for
them the difficulty is straight Willpower.

Ifanattemptat Supernal Awarenessfails, Abdalkutba
cannot attempt to gain information about the target for
one full year.

NIGMATIC TEXT
DEMENTATION LEVEL SIR)

The Malkavians’ familiarity with madness renders
them peculiarly able to extract information from sources
where it should not exist. Some elder Malkavians, in-
cluding Demetrius, can reverse the process and plant
information in hidden forms. Theyusually do this through
speech or writing, but Malkavians have planted hidden
messages in paintings, music, flower arrangements, trash
scattered around the haven or anything else that the
hand or mind could shape. A person who sees, hears or
reads the Malkavian’s work for an extended period
recognizes the hidden meaning, though he cannot say
exactly where the information comes from. Demetrius
writes his tracts about Golconda using Enigmatic Text.

System: Enigmatic communication requiresasimple
success on a Wits + Expression roll. The difficulty de-
pends on the medium. Planting a hidden meaning in
words is difficulty 6; in a nonverbal medium that is
nevertheless a recognized form of communication, such
as a painting, is difficulty 7; and a form that does not
normally convey information at all, such as piles of
pebbles or a table-setting, is difficulty 8. The power does
not cost blood points. If, however, the Kindred wants to
store the Enigmatic Text in a permanent form so that
anyone can perceive the message later, this costs the
character two points of Willpower.

If someone receives an Enigmatic Text directly from
the Malkavian, no roll is needed; the target always
understands the message. Imparting an Enigmatic Text
directly takes a few minutes. “Reading” a stored Enig-
matic Text takes atleastan hour, and alengthy Enigmatic
Text may take nights or weeks to understand in full. The
character’s player rolls Perception + Expression (diffi-
culty 6) to receive the hidden meaning. This is an
extended roll. The Storyteller decides how many suc-
cesses the player must accumulate to comprehend the
Enigmatic Text. One of Demetrius’ tracts, for instance,
typically requires five successes to extract his thoughts on
seeking Golconda.

Demetrius’ tracts also have a special power not
usually held by Enigmatic Texts. Anyone who reads
them becomes a beacon to the Malkavian’s far-travel-
ing spirit. Anyone who studies and understands one of
Demetrius’ tracts may, in time, receive a visit from
Demetrius himself, using his Psychic Double power
(see below).

DyNASTIC DOWER
(DoMINATE LEVEL SEVEN)

Every wise vampire fears the power their ancient,
monstrous ancestors may wield over them. A more
tenuous transmission of blood occurs among mortals, but
a few vampires, such as Zamra, can send their wills along
this line of descent. A vampire with Dynastic Power can
supernaturally influence her mortal descendants. Whole
families may work at the direction of an ancestor they
believe long dead, or have completely forgotten.

System: Dynastic Poweraffectsonly one descendant
ata time, and Zamra must have some way to identify that
descendant, such as a name or a picture. She cannot
simply will a command blindly, hoping that some great-
grandchild will obey.

The vampire’s player rolls Manipulation + Leader-
ship, with a difficulty of 3 + the number of mortal
generations between the vampire and the descendant.
Thus, a mortal child would be difficulty 4; a grandchild,
difficulty 5; and so on, to a maximum of 10. If the roll
succeeds, the vampire can implant a hypnotic suggestion
as per the Mesmerize power.

Eventually, the blood connection becomes too re-
mote for Dynastic Power to work. A vampire can extend
the power’s usefulness by arranging unions between de-
scendants. Inbreeding the family this way keeps the blood
connection strong: The progeny of first or second cousins
(or even closer relations) do not increase the difficulty of
Dynastic Power. Tomaintaina herd of exploitable descen-
dants for several centuries requires careful supervision of
the stock. Zamra has bred her descendants this way for
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several centuries. She also preservesafew grandchildren as
ghouls, to replenish the bloodline. Zamra usually faces a
difficulty of 6 to 8.

RA1se THE Deap (MoRrT1is Lever Six)

By feeding her blood to a corpse, Drenis can reani-
mate the body to create a zombie servant. These undead
minions do not last long, but they loyally work their
mistress’ will while they endure. The walking dead pos-
sess considerable toughness— most wounds don’t matter
much because they are already dead — but relatively
little intellect.

System: To animate a corpse, Drenis must feed it at
least one blood point of her vitae. Assoonas the first drop
dribbles into its mouth, the corpse animates and sucks for
more. For the moment, though, the corpse is so feeble
that Drenis can easily stop giving blood when she wants.

A zombie created by Raise the Dead has the same
Physical Attributes it had in life. Reanimation does not
change the zombie's appearance: A well-embalmed ca-
daver may look quite lifelike, while a rotting, flyblown
corpse looks like a walking, rotting, flyblown corpse.
While the reanimation lasts, however, azombie does not
decay any further.

The walking dead lose some of their mental acuity,
so reduce a zombie’s Mental Attributes and all Abilities
by one dot each from what it had in life. Zombies obey
their animator as if blood bound, and seldom exercise
much free will. Whatever their appearance, zombies
cannot use Social Attributes for any purpose.

The walking dead receive 10 health levels and do
not suffer any wound penalties: A zombie acts without
impairment until it loses its last health level and falls
inert. Zombies also soak lethal damage with their
Stamina (difficulty 6). Unless destroyed, a corpse
remains animate for one night per blood point their
creator invests in it. The zombie crumbles to dust at
sunrise when it exhausts its vitae. Thus, one blood
point sustains a zombie for one night, while three
would keep a cadaver animate for three nights.

COMPEL [DASSION
PrEseNcE Lever SFVFN)

Many Kindred know how the Summon power, which
implants an irrational, inexplicable desire to travel to a
Cainite’s location. Eshmunamash refined this power so he
candrive a person to seek any other person he wants. What's
more, the Brujah can make his victim feel any emotion
towards the secondary target. The victim might feel driven
to seek out a complete stranger whom he loves on first sight,
or feel inexplicable rage toward her dearest friend. Through
this power, Eshmunamash can bring people together and
create various relationships between them.

MoRrTiS: LOST DISCIPLINE
oFAlL osT CLAN

The Giovanni emerged from a clan called
the Cappadocians, the original Clan of Death.
The Cappadocians did not possess true Necro- -
mancy. Instead, they mastered a rudimentary -
death-magic called Mortis. Asa Discipline, rather
than a magical Path, Mortis possessed levels
beyond five, and these higher-level powers con-
stituted an elder Cappadocian’s personal
understanding of death and the dead.

Mortis is as defunct as the Cappadocians
themselves in the modern nights. The few Kin-
dred scholars of old and obscure Disciplines note
certain resemblances between Mortis and the
Thanatosis Discipline of the putrescent Samedi
bloodline. Even fewer recognize the close resem- =
blance between Mortis and the Mortuus Path of
Necromancy practiced by the eldritch Harbin-
gers of Skulls, a bloodline of mummy-like
vampires of obscure antecedents that recently
joined the Sabbat.

Dark Ages: Vampire fully describes Mortis.
Storytellers can also use the Mortuus Path de-
scribed in Guide to the Sabbat for the first five
powers of Drenis’ Mortis.

Like the Summon power, Compel Passion dissipates
at dawn — Romanian time, in Eshmunamash’s case. An
unsuspecting victim may try to rationalize the sudden
emotion, or she may think she has lost her mind. Also,
like Summon, this power cannot drive its victim into
suicidal danger, though the target might face or use
violence to fulfill the compulsion.

System: Compel Passion works only on someone
Eshmunamash has met, or forwhom he hasamagical link
created by one of the other Inconnu. The power works on
mortals and supernatural creatures alike, across any dis-
tance in the physical world.

When Eshmunamash uses Compel Passion, the
Storyteller rolls the Brujah’s Charisma + Subterfuge.
The difficulty depends on Eshmunamash’s past con-
nection to the target. The base difficulty is 5, for a
person the Brujah knows moderately well: For the
highly sensitive and perceptive Methuselah, a few
hours of conversation render a person familiar. A
person met only briefly, or affected through a magical
link, receives adifficulty of 7. If Eshmunamash success-
fully used Presence on the target in the past, the
difficulty drops to 4; but if the target resisted the
Brujah’s Presence before, the difficulty rises to 8.
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The number of successes indicates the strength of the
compelled passion for that night:
Subject feels the compulsion but acts
hesitantly.
Subject acts reluctantly and is easily
thwarted by obstacles.
Subject acts on the passion with rea-
sonable speed.
Subject drops everything to act on the
compulsion.

1 success
2 successes
3 successes
4 successes
5 successes  Subjectisacomplete and instant slave
to the induced passion, doing any deed
necessary to fulfill the compulsion.

The subject cannot resist Compel Passion unless
someone else confronts him with the irrationality of his
actions and feelings. A successful appeal using Empathy,
Intimidation orsome other communication Ability (dif-
ficulty of 5 + the number of successes rolled for the
Compel Passion) enables the victim to spend Willpower
and so resist the emotion for a scene.

Compel Passion does not impart any actual knowl-
edge — only emotion and a drive to go someplace. The
victim does not know who he seeks, only that he must go.
Thus, Eshmunamash cannot, say, direct a millionaire
financier to pay a widow’s mortgage. At most, the Brujah
can inspire the millionaire to seek out the widow and

instantly feel affection and loyalty to her. He can’t
control the details.

DReAM COMBAT (VALEREN LEVEL SIx)

The Salubri Mahtiel may be the last creature on
Earth to know this strange and dangerous power. Once,
however, the Warrior Salubri used Dream Combat to
confront ghosts or demons that they could not affect
physically. The power also works on mortals, Cainites or
indeed any creature with consciousness.

By locking the target creature’s gaze with her third
eye, the Salubri draws the target’s mind into a shared
dreamscape. In this dream world, both the Salubri and
her target can imagine any reality they want, whether for
battle or more peaceful pursuits. The target cannot suffer
any direct, physical harm from Dream Combat, but the
psychic damage can be devastating— and forspirits, who
exist as purely psychic entities, Dream Combat can kill.

System: To initiate Dream Combat, Mahtiel must
look her target in the eye and expend two points of
Willpower. The Storyteller then pits the Salubri’s Will-
power against the target’s in a resisted roll (difficulty of
the opponent’s Willpower). If Mahtiel wins, she pullsher
target into the dreamscape. Neither leaves until Mahtiel
is defeated or ends the power of her own will.

In the dreamscape, both Mahtiel and her target can
do anything they imagine. They can fly, change their
shape, duplicate themselves, create any environment
they want, and so on. Affecting each other is more
difficult. Combatants can dream up whatever weapons or
powers they please; it doesn’t matter because the real
contest takes place between their wills.

Physical Traits don’t really exist in the dreamscape.
As dreamers battle, use these substitute Traits:

® Manipulation replaces Strength.

¢ Charisma replaces Dexterity.

¢ The character’s highest-rated Virtue replaces
Stamina.

e Willpower replaces health levels.

® Initiative consists of Wits + Charisma.

e Attack rolls consist of Charisma + Ability. The
dream-fighters try to imagine their attacks with sufficient
skill and force to make their target believe them. Dream-
warriors can imagineanyattack they choose, fromshooting
the enemy to growing 100 feet tall and squishing him
underfoot. If the character cannot relate the attack
somehow to Brawling, Firearms or Melee, however, use
unmodified Charisma for the attack pool.

* Damage rolls consist of the attacker’s Manipula-
tion + the number of successes in the attack roll.

* Soak consists of the character’s highest-rated Vir-
tue. Dream combat has no analogue to bashing, lethal or
aggravated damage, no matter what effect the attacker
imagines for his attack.

e Damage applies to the target’s Willpower rating.
The target suffers penalties to all dice pools as his Will-
powerdrops. Down to halfhis Willpower (roundfractions
upward), he stays at OK. Each subsequent point of
Willpower lost imposes a —1 wound penalty.

A dream-warrior can spend Willpower points with-
out incurring any penalty. As the character’s Willpower
rating drops, however, he has fewer points to expend.

e A character reduced to 0 Willpower is incapaci-
tated in some way. Depending on what his enemy
wants, the victim could suffer torpor, zombie-like
obedience or insanity. An incapacitated spirit risks
total destruction from a Salubri’s other Valeren or
Obeah powers, or a dreaming vampire can destroy a
defeated spirit through imaginary diablerie. (This does
not improve the vampire’s Generation or change his
Traits in any way, but provides a dandy excuse for the
character to develop strange new Disciplines, Merits
such as Iron Will, Strong Blood or Medium — or Flaws
such as Nightmares, Beacon of the Unholy or Glowing
Eyes. Storytellers should see spirit-diablerie as a blank
check to do interesting things to the character.)
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DiscIpLINE
COMBINATION
[PowERrs

The Twelve also developed a number of combina-
tion Discipline powers. One of these is theoretically
teachable to high-generation neonates.

SYCHIC DOUBLE
AUSpPER @@ 000 OprusCATE ®00)

Astral projection has the annoying limit that the
vampire’s disembodied mind cannot affect the material
world, and even the faintest visible manifestation re-
quires great effort. Through this combination power, a
vampire still cannot affect material objects—butshe can
make other people imagine that they see and speak toher.
Demetrius the Malkavian uses this power to project his
consciousness around the world.

Demetrius’ Psychic Double looks real and solid. His
astral form can converse with other people. He even feels
solid to anyone who touches him, though he cannot
affect physical objects in any way and his Psychic Image
does not appear in mirrors, photographs or video images.
Mahtiel also knows this power, but her dream-walking
spirit usually looks transparent and ghostly.

System: Projecting a Psychic Double costs one Will-
power point. As with Astral Projection, Demetrius picks
a target somewhere in the world and hopes he projects to
the right place. Arriving at the desired location depends
on a Perception + Occult roll, with the difficulty set by
how well Demetrius knows the target location. A familiar
location not too far away is difficulty 7; a place on the
other side of the world that the Malkavian merely read
about is difficulty 10. A botch on this roll indicates
getting lost, and maybe even breaking the silver cord
back to the Methuselah’s body. Evoking a psychic image
with his own appearance automatically succeeds. Ap-
pearing as someone else calls for a Manipulation +
Performance roll (difficulty 7), just as for Mask of a
Thousand Faces.

A character with Psychic Double does not have to
project a visible image. Demetrius can make his image
appear and disappear at will, with no further expenditure
of Willpower. Each time he manifests a disguised appear-
ance, however, the Storyteller must re-roll Demetrius’

other Obfuscate powers and Presence have entirely men-
tal effects, a vampire can use them freely while astral.
Obtenebration works, since the dark force evoked by the
Discipline is not actually physical either. An astral vam-
pire can thusaffect physical objects indirectly using Arms
of the Abyss. A Psychic Double can also employ the non-
physical powers of Valeren or Obeah.

The Storyteller should brush up on both Astral
Projection and Mask of a Thousand Faces before intro-
ducing the astral Demetrius to the chronicle, as the
systems for both powers apply to the combination.

Psychic Double costs 24 experience points to learn.

CORPSE PDROJECTION
(AUSPE‘H .....,MORTIS o000 0 .)

Inaddition to raising zombies using her blood, Drenis
canalso animate corpsesfroma great distance and possess
the reanimated body. Such zombie possession requires a
great effort of will and Drenis can occupy the body for
only asingle night, but it grants the Cappadocian priest-
ess a limited power to act beyond Hunedoara.

Drenis can use the power in two ways. She can send
out her astral form normally, (see Astral Projection on p.
152 of Vampire: The Masquerade), look around for a
corpse and possess it. Although this is more controllable,
theastral form’snormal “speed limit” of about 1,000 miles
per hour renders journeys to other continents more time-
consuming than the Cappadocian sometimes likes. Drenis
can also try to hurl her astral form instantly around the
world, and possess a cadaver at random. This is quicker,
but hard to target: Drenis counts herself lucky even to
reach the right state or province. Now and then, when
she grows particularly weary of Hunedoara, Drenis
launches her astral form completely at random, just tosee
where in the world she finds herself.

System: Animating and possessing a cadaver while
astral costs Drenisa point of Willpower. If the Cappadocian
has already used Astral Projection to reach her destina-
tion, the Storyteller does not need to make another dice
roll tosee if the possession succeeds. If Drenis attempts an
instant leap, roll her Perception + Occult. The difficulty
ranges from 7 to 10, depending on how well Drenis knows
her destination. Her old temple in Thrace would be
difficulty 7; a location the Cappadocian knew only from
an atlas would be difficulty 10. The number of successes
determines how close Drenis comes to her desired loca-
tion:

Manipulation + Performance. Botch Lost in the astral plane, just as with an
Although Psychic Doubles cannot exert any physi- Astral Projection botch.
cal force, a vampire with this power can project certain ~ Failure The power fails and the Willpower
other Disciplines through his astral form. Since Animal- point was wasted.
ism, other Auspex powers, Dementation, Dominate,
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A few hundred miles from the target
location.

One success

Two successes In the rightstate or province; within 20
to 50 miles.

Three successes 10 to 20 miles from the desired location.

Four successes In the right city; within three miles.

Five successes In the correct neighborhood; within a
mile or less.

The Storyteller should also consider access to
corpses that have not rotted to useless dust and bones.
For instance, Drenis could not leap to an ocean liner
unless she knew it carried a body. Most urban areas,
though, supply the Cappadocian with plenty of mortu-
aries and graveyards. If Drenis attempts a rapid jump,
though, she cannot control which body she occupies.
She might find herself in a cadaver, in a coffin or crypt
too sturdy to escape.

The possession ends when the sun rises at the
location of the possessed zombie. Drenis can also end
the possession at will and flash back to her body. The
zombie instantly collapses as a normal cadaver. While
Drenis possesses a cadaver, her own body remains in
torpor at Hunedoara.

Note: Drenis does not know that her Corpse Projec-
tion has changed ever since a dreadful storm swept
through the ghost-realms a few years ago. The bodies she
possesses retain a capacity for animation. Wandering
ghosts, or fragments of ghosts, are sometimesdrawn to her
borrowed bodies and possess them in turn.

Corpse Projection costs 30 experience points to
learn.

CuUuRSeESAND OTHER
THAUMATURGICAL
RiTuAaLls

The magicians among the Twelve know many curses
they can levy upon enemies. The Pact kept them from
direct curse attacks, but did not stop them from using the
Trigger ritual: Each of the Twelve carries at least one
curse primed to go off if another one of the Twelve meets
Final Death. Methuselahs may also punish characters by
cursing them, or use the threat of a curse to extort service
from them.

The Twelve'’s thaumaturgesalso know a wide variety
of otherrituals. Even before the Pact, some of them knew
rituals to watch and control events at a distance. They
made a special effort to develop more such rituals after

their imprisonment, or to adapt such rituals to their own
style of Thaumaturgy.

PortrArr Link (Lever Five RITuAr)

Like many cultures, the ancient Egyptians believed
that a picture captured the magical essence of what it
portrayed. This ritual of Setite Sorcery exploits that
magical connection. The magician sketches a portrait of
her subject from life (or unlife, as the case may be). She
then engraves that picture into a stone tablet along with
various magic words and the subject’s name in Egyptian
hieroglyphics. Henceforth, the sorcerer can use the por-
trait as a sympathetic link to that person. The magician
adds the portrait plaque to any other ritual and washes it
in beer and her own vitae. That ritual may now affect the
subject at any distance.

System: Enchanting the portrait costs the magician
two points of Willpower. Using it costs one blood point.
Engraving the portrait requires a Dexterity + Crafts roll
(difficulty 6) in addition to the normal Intelligence +
Occulr roll (difficulty 8) to make the magic work.

TRrR1GGER (Lever F1ve or Sixk RITUAL)

This ritual does not do anything by itself. A
thaumaturge uses it to place a time delay on some
other ritual or path power. The triggered magic takes
effect when some condition occurs, such as a length
of time, the magician’s Final Death, feeding upon a
certain person, the magician sayinga particular word,
or the like. Trigger occurs in every school of
Thaumaturgy.

System: The Trigger requires a separate dice roll
than the ritual or path power to which it applies. If the
player fails either roll, the magic does not work at all.

Trigger comes in two forms. The Level-Five version,
called the Lesser Trigger, requires some objective, tan-
gible condition to initiate the stored magic. “Saying
Mass” would be a valid condition because that involves
specific words and acts. “Slandering me” would not,
because slander can be a matter of opinion. “Plotting
against me” would not work either, because the magic
cannot read the target’s mind.

The Level-Six version, or Greater Trigger, ex-
pands the range of possible conditions through a rather
cruel sense of humor. The magician can set “gotcha”
conditions that take effect based on related names,
puns or other similarities. For instance, legend says
that Sylvester II became both Pope and magician
through a pact with the Devil. The pact would come
due when the sorcerer-Pope said Mass in Jerusalem.
Sylvester thought he was safe since he could easily
avoid travel to that city. He died, however, after saying
Mass in the church of Jerusalem, in Rome. The Lesser
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Trigger would require the actual city of Jerusalem; the
Greater Trigger could use the similarity of names to
activate a curse.

Trigger has many uses besides time-delay curses. A
magician could use Trigger to place helpful magic on
himself, ready to go off when he might need it. For
instance, a thaumaturge could set a Triggered version
of Incorporeal Passage (or some other protective spell)
to go off if anyone attacked her in her sleep. A
thaumaturge can place only one Triggered enchant-
ment on himself at a time.

DROWNING IN FARTH (LEevEL Six RITUAL)

The Tzimisce's connection to the land clearly influ-
ences this Koldunic curse. The magician commands the
spirits of the land not to bear up the target of the curse. For
the victim, earth and stone are no longer solid. Instead,
they act like quicksand. A victim remains safe so long as
she stays on wood, metal, plastic, cloth or other sub-
stances. Brick and concrete count as stone for purposes of
this curse. The victim cannot push through walls because
the curse operates only in the “down” direction. Up or to
the side, earth and stone remain solid. A victim can fall
through stone floors until he reaches ground level.

A victim who keeps his head can slowly “swim” to
safety through yielding earth or stone. This requires total
concentration: The victim can take no other action, and
movesonly one foot per tum. Otherwise, the victim sinks
one foot per turn. Once the earth closes over a victim’s
head, he cannot “swim” back to the surface.

The Protean power of Earth Meld partially counters
this curse. A Cainite using Earth Meld can stabilize his
position in the ground and can return to the surface
normally. The character must remain melded, however,
if he wants to avoid sinking into the earth again. Indeed,
for the curse’s duration, the victim can perform Earth
Meld in solid stone or concrete — but if the curse ends
before the victim frees himself, he is trapped in stone with
no way out. Tzimisce legends tell, however, of elder
Cainites who chewed or clawed their way to the surface
after sinking intosolid stone and took terrible revenge on
the sorcerer who cursed them.

System: The curse lasts one night and day per success
rolled by the magician's player. Multiple castings of the
curse do not cumulate: The victim suffers the effect of
whichever casting had the most successes. A Level-Seven
version of the curse imposes a permanent effect on victims,
but this requires expending two points of permanent
Willpower. The more powerful curse is the stuff of legends,
even to masters of Koldunic Sorcery.

v

GREATER SCRYING (LeveL Six R1TuAr)

Many thaumaturges know rituals that enable them
to scry, or view distant scenes through a crystal ball,
mirror, pool of water or other half-reflective, half-trans-
parent surface. (See Scry, a Level-Four ritual found in
Blood Magic: Secrets of Thaumaturgy.) The Hunedoara
thaumaturges all know more powerful versions. Like the
lesser ritual, Greater Scrying requires a pool, mirror or
lens. The ritual also involves a brazier of incense and
ritual tools suited to the sorcerer’s tradition. Pentweret
uses his Egyptian priestly staff; Cret and Hill add a
consecrated statue of the oracular god Apollo and various
astrological symbols; while Danika combines rain-water,
well-water, river-water and vitae (the water of life) in her
scrying bowl.

System: The magician can view scenes anywhere in
the world. Targeting a particular person or location,
however, requires a separate Perception + Occult roll
whose difficulty depends on the magician’s degree of
connection to the target:

6

(Ex.: Your own haven; your childhood home;

blood sample; True Name)

Familiar, or a moderate sympathetic link 7

(Ex.: Your favorite library; a photograph; a fingerprint)

Not very familiar, or a weak sympathetic link 8

(Ex.: A national landmark you visited once; a signa-

ture; complete documentation)

Unfamiliar

(Ex.: A spot on a map; a name and description)
Failing this targeting roll means seeing the wrong

location. The worse the failure, the more off-target

the view.

Very familiar, or a complete sympathetic link

9

The lesser Scrying ritual suffers the limitation that
the sorcerer cannot extend Auspex, other Discipline
effectsorotherenchantments through the scrying. Greater
Scrying lacks that limitation. The magician can use
Greater Scrying to target any mental effect, such as
Dominate, Dementation or Path of Corruption powers
(found in Guide to the Camarilla), as if he were actually
present. Disciplines or magic with any sort of physical
effect cannot normally pass through the scrying link.
Some rituals, however, are specially designed to affect
persons viewed through scrying.

SERVITOR SENDING (I. EVEL S1x RiTuaL )
Danika, Cret, Hill and Pentweret all know versions
of thisritual. The magician tracesacircle of her own vitae
with the appropriate incantations. Then a servant steps
in the circle, vanishes and appears somewhere else. The
servitor must be a spirit or the sorcerer’s ghoul, while the
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sorcerer requires a sympathetic link to the destination.
The thaumaturge can use a bit of soil, a plant or some
other natural relic to target a location. To send a servitor
to a person the magician needs the target’s True Name or
abody relic (such as hair ora bit of blood). Pentweret can
also use a portrait drawn from life to target a person, while
Cret or Hill can dispatch servitors if Abdalkutba prepares
horoscope charts for a target person (based on mortal
birth, plus the time of Embrace for Kindred).

System: In addition to three blood points, the sor-
cerer expends a point of Willpower to transport the
servitor. For another Willpower point, the sorcerer en-
ables the servitor to return at will. This “round trip”
option remains good only for one hour after the servant
ghoul departs.

StorM-Hounp (Lever Six RITuAL)

This Koldunic ritual mimics the Level Five power of
the Path of Weather Control, with a few advantages. The
sorcerer builds a fire of certain dried herbs and wood from
a lightning-struck tree. She sacrifices a puppy and her
own vitae to the flames while invoking the Slavic storm-
god Perun. The sorcerer also burns something that came
from an intended victim of the curse — a hair, a thread
from the victim’s clothing, or even soil from the victim’s
footprint. Within 24 hours, a storm appears over the
victim and blasts him with lightning. The storm-hound
can find its victim anywhere in the world.

System: For each success, the storm-hound launches
two bolts of lightning at its victim. Regardless of the
sorcerer’s Traits, the storm-hound attacks with a dice
pool of 6 (difficulty 6 if the target stands on open ground
when it appears, 8 if he stays under shelter, or 10 if he is
inside but near a window). Each bolt inflicts 10 dice of
lethal damage that ignores body armor. If the attack roll
fails, the degree of failure suggests how far the erring bolt
deviates.

The storm-hound has a certain degree of intelli-
gence. It may wait to attack until the victim moves into
more open terrain. The enchanted storm does not last
longer than one hour, though. Ifthe victimdoes not leave
cover before the hour ends, the storm-hound attacks
anyway. After all, a bolt that misses may nevertheless
destroy the target’s shelter, enabling a subsequent bolt to
strike more accurately.

PraTonic Sprit (Lever Seven Rituar)
According toone of Plato’s fables, humans originally
were both male and female. For their insolence, Zeus split
humanity into male and female halves. Every soul longs
torejoin its missing half—aliteral “soul mate.” Vampires
also have two spirits in one body, the Man and the Beast.
Thisritual temporarily divides them and gives them each

abody. The half that receives the Man looks as the person
did before the Embrace, though the person remains a
vampire. The half that receives the Beast is a ravening,
vampiric monster more horrible than any Nosferatu. The
Beast is physically stronger, but the Man possesses all the
intellectual and social abilities. The Beast hates the Man
and lusts to destroy it. If the Beast can be physically
restrained, however, the Man can act without the burden
of its presence... for a time.

This ritual was once highly regarded. Some ancient
Thaumaturges believed they could develop a means to
exorcise the Beast permanently. Such hopes were never
realized. Splitting off the Beast also carries certain prob-
lems that make its loss a dubious blessing. While a few
thaumaturges may seek temporary surcease from the
Beast, or offer it to other Cainites, the spell can also be
used as an attack — suddenly creating an enemy of your
enemy that has all his powers.

System: The incarmate Beast has the target Cainite’s
Disciplines, Willpower, blood pool and Physical Traits.
All Social Traits are at zero, and Mental Traits reduced ro
one. Though the Beast has all the target’s Abilities, the
Beast is in permanent frenzy. The incarnate Man has all
the target Cainite’s Disciplines, Willpower, blood pool,
Attributes and Abilities, but cannot expend blood points
to increase Physical Traits, to heal or to fuel Disciplines—
only to wake up each evening. Drinking blood also losesall
its pleasure for the Man. [No way to resist the invocation
of this power? Pretty harsh. Not really. The difficulty of 9
subsumes the victim’s reflexive resistance to the mystical
assault — but see below.]

The Man and Beast remain separate for one night per
success rolled when casting the ritual. If the Beast can kill
the Man, however, it gains a permanent existence until
destroyed. The reverse is not true: If the Man kills the
Beast, the ritual ends and the two souls rejoin in one body.
The same happens if either one dies for any other reason.
Once per night, the Man can also try to force a reunion.
Thisrequiresa Willpower roll (difficulty 9) and expending
a point of Willpower.

A SURFEIT OF SERPENTS
(Lever Seven Rrtuar

This curse comes from the baleful, ancient lore of
Setite Sorcery. The sorcerer invokes the serpentine de-
mons of Duat, the Egyptian underworld, and commands
them to enter the belly of his enemy. Within an hour, the
victim's stomach roils in pain. Nausea soon joins the pain,
until at the end of the hour the victim vomits a living
snake. The pain does not diminish for long, though. Soon
the victim vomitsanothersnake. Hisbowelsheave,and he
"excretes" snakes. The torment grows worse; he cannot
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void the snakesfast enough, and they chew theirway out
of his flesh, serpent after serpent, until he dies.

System: For each success the sorcerer’s player rolls,
the victim suffers two hours of the curse’s effect. For the
first two hours, ashe voids snakes through his mouth and
anus, the victim loses one health level of bashing
damage per hour. Cainites can heal this damage nor-
mally. Each subsequent hour, however, the victim loses
one health level of aggravated damage as the multiply-
ing snakes chew out his insides. The victim can apply
Fortitude against this damage for one hour per dot of
Fortitude he possesses, but after that the damage be-
comes unsoakable. The damage is simply too great.

Cainites can heal the aggravated damage at the
normal expenditure of blood and Willpower... and
hope that neither Trait runs out before the curse ends.

A demon-snake’s bite deals one level of aggravated
damage but they are not poisonous. An hour after the
curse ends, the snakes all vanish back to Duat.

W HIPS OF THE ERINYES
(Lever Seven RITUAL)

This curse torments its victim with guilt for past
crimes. Once per night, the curse forces the victim to
relive a memory that fills her with shame. This happens
every night until the victim no longer feels shame for
whatshedid. Then the curse bringsupanothershameful
memory, and the cycle starts all over again.

System: For vampires, the curse dredges up events
that led to Conscience or Conviction rolls. For each
night of the curse’s effect, the victim’s player must roll
that Conscience or Conviction check all over again.
The torment continues until the player fails the Virtue
roll and the character loses a point of Humanity or Path
rating: The victim no longer cares about what she did.
The cycle of shame wearing down to apathy continues
until the victim loses one point of Humanity or Path
rating for every success the magician's player rolled
when he levied the curse.

The victim can abort the Whips of the Erinyes by
spending a year in torpor. Countermagic or the Obeah
power of Mens Sana can also remove the curse.

Soul DISJUNCTION (L EVEL FIGHT
RrituaLr

Legend has it that the ancient magician Julianus
the Chaldean could make people’ssoulsleave and rejoin
their bodies. This ritual duplicates that effect and uses it
as an attack. In the course of the ritual, the magician
appeals to Hermes, the conductor of souls, and infernal
gods such as Hecate and Hades, to rip the soul from the
victim’s body and hurl it into the outer darkness. The
magician then completes the spell some time later that
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WHo HAS WHAT

The character profiles in Chapter Three tell which powers and rituals each one of the Twelve knows.
The descriptions of each power and ritual also say what characters know them. This table pulls the
information together for ready reference.
Horoscopic Forecast (Auspex 6), Supernal Awareness (Auspex 7)

Abdalkutba

Anastazi Ruthven  Lesser Trigger (Thaumarurgy 5)
Bufo Beast Walk (Animalism 6)
Cret

Danika Ruthven

Greater Scrying (Thaumaturgy 6), Lesser/Greater Trigger (Thaumaturgy 6), Platonic
Split (Thaumaturgy 7), Servitor Sending (Thaumaturgy 6), Whips of the Erinyes
(Thaumaturgy 7), Soul Disjunction (Thaumaturgy 8)

Drowning in Earth (Thaumaturgy 6), Greater Scrying (Thaumaturgy 6), Lesser/Greater Trigger

(Thaumaturgy 6), Servitor Sending (Thaumaturgy 6), Storm Hound (Thaumaturgy 6)

Demetrius
Drenis
Eshmunamash
Hill

Compel Passion (Presence

7)

Enigmatic Text (Dementation 6), Psychic Double (Auspex 5, Obfuscate 3)
Raise the Dead (Mortis 6), Corpse Projection (Auspex 5, Mortis 6)

Greater Scrying (Thaumaturgy 6), Lesser/Greater Trigger (Thaumaturgy 6), Ser-

vitor Sending (Thaumaturgy 6), Platonic Split (Thaumaturgy 7)

Mabhtiel
Pentweret

Dream Combat (Valeren 6), Psychic Double (Auspex 5, Obfuscate 3)
Portrait Link (Thaumaturgy 5), Greater Scrying (Thaumaturgy 6), Lesser/Greater

Trigger (Thaumaturgy 6), Servitor Sending (Thaumaturgy 6), Surfeit of Serpents

(Thaumaturgy 7)
Zamra

night by pointing at the victim and saying a final magic
word. If the ritual succeeds, the victim falls in torpor while
his soul whirls away.

System: This curse duplicates the effect of the Auspex
power Astral Projection on the victim — and breaks the
silver cord that normally links soul to body. The victim’s
soul is lost in some distant part of Earth or the spirit realm.
Finding his way home to his body is left as a challenge for
the victim’s player... assuming no one destroyed the
victim’s body.

THE PDACT

The Pact protects Hunedoara Castle from the world
and the 12 pacters from each other. As usual with demonic
pacts, the demon and Cret, the principle sorcerer, negoti-
ated the benefits and obligations of each side. Cret did his
best but the demon knew the old sorcerer was rushed. It
forced the Twelve to accept a number of provisions they
did not have time to think through. The demon did not
think them through either, and now regrets them.

By itself, the demon lacks the power to conceal a
castle so completely. The Pact enables it to call upona far
greater occult power — the Curse of Caine, embodied in
the twelve pacters. For all practical purposes, the demon
possesses eight dots in every vampiric Discipline pos-

Dynastic Power (Dominate 7)

sessed by any one of the Twelve, exceptfor Thaumaturgy.
However, the Demon can use these powers only to
conceal and defend the castle.

Anyone who looks at Hunedoara Castle sees a briar
patch (Obfuscate 8), even if they look through a video
monitor or take a picture (Chimerstry 8). One feels no
desire to poke around the brambles (Presence 8). If
anyone were ordered to do so, the Demon would create
a false memory of an annoying tramp through the weeds
(Dominate 8). Of course, the demon knows about every-
one near the castle (Auspex 8).

Ifanyone found a way toattack the castle, the demon
can employ its borrowed Disciplines to defend it. It
deceived the Tremere Council of Seven with a blend of
Obfuscate and Chimerstry illusions to make them think
they destroyed the castle. In succeeding centuries, the
demon subtly used Obfuscate, Dominate and Presence to
steer battles away from Hunedoara. If some powerful
opponent did find a way to pierce the castle’s veil of
illusion, the demon could mobilize armies of wildlife
(Animalism 8), call oversized Arms of the Abyss and
fearsome shadow-creatures (Obtenebration 8), or drive
attackers insane (Dementation 8). Any attacker who
actually stepped into the castle would technically touch
the demon, and so become subject to whatever ghastly
mutilations a fallen angel could imagine (Vicissitude 8).
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The demon also possesses the crucial power to
defend the Twelve from each other. Any attack by
one pacter upon another affects the attacker as well
as the victim. If one of the Twelve is destroyed, his
killer also meets Final Death.

None of the Twelve may leave the castle, on
pain of breaking the Pact. The demon insisted on
this condition to keep the Twelve under its meta-
phorical thumb. The original Twelve agreed as a
necessary hedge against betrayal and accidents. If
some freakish circumstance took a pacter out of the
castle grounds against his will, the Pact grants him
10 minutes to return before the demon imposes the
sanction of Final Death. This incidentally breaks
the Pact. Servants suffer a weaker version of this
ban: They may leave the castle on errands, but the
demon can destroy them if they try to leave for
good. Guests may leave any time they want... aside
from the Sclav sleeping in the doorway, blood
bonds of loyalty and any curses imposed by the
Twelve.

Once per year, on the anniversary of the Pact,
the Twelve must renew the contract by offering the
demon a human sacrifice. The sacrifice must take
place between dusk and midnight. All 12 pacters
must attend. The officiating vampire cuts the
victim'’s throat and pours the victim’s blood into a
fire. Each pacter also sheds a drop of his own vitae.

If the sacrifice does not take place in the
allotted time, or all 12 do not attend and affirm
their desire to continue the Pact, the demon can
claim their souls. The Pact does not take account
of special circumstances such as a pacter com-
pletely claimed by the Beast and no longer able to
speak. On the other hand, the Pact includes some
ambiguous phrases that enabled the Twelve to
replace a member who lost her human intellect.
The demon demands that each of the last year’s
pacters appear, blood and soul, to renew the con-
tract. When the pacter Vanth lost her mind and
the capacity of speech, the remaining pacters per-
suaded their accidental guest Bufo to diablerize the
mad Methuselah. Thus, Vanth’s blood and soul
attended the ceremony although Vanth herself
was dust. Some of the Twelve believe the terms of
the Pact permit less drastic means of replacement
as well.
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High in the
ROImanian mountains

Hidden from time and prying mortal eyes, Hunedoara
Castle lurks amid the mists of the Carpathians. Home to
a cabal of scheming Inconnu, the castle is the site of
hideous rites. Who do these terrible rituals empower? Or,
worse, who might they protect? Secrets revealed — Lair
of the Hidden is a setting sourcebook and chronicle that
examines the plans of a forgotten cult of Inconnu. It
covers the cult’s aims and goals, as well as presenting a
terrifying haven of powerful elders for players’ characters
to explore — should they dare.

Lair of the Hidden includes:

e A horror tale that winds through the catacombs of a
Carpathian castle

e Information on the elusive, Inconnu

e A chance to support or befoul the plans of elder
Kindred that involve the coming of Gehenna
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