=4

H’RK H@ES




B S s

CRrREDITS

Authors: Andrew Bates, Jackie Cassada, Ken Cliffe, Richard
Dansky, Robert Hatch, Michael Lee, Nicky Rea, Sion Rodriguez

yGibson, Ethan Skemp, Cynthia Summers and Fred Yelk

Additional Material: Phil Brucato

Developer: Justin Achilli

Additional Development: Robert Hatch

Editors: Ken Cliffe, Cary Goff and Ronni Radner
Art Director: Lawrence Snelly

Comic Book Art Directed by: Richard Thomas
Comic Book Written and lHlustrated by: Guy Davis
Layout & Typesetting: Matt Milberger

laterior Art: Jason Felix, Darren Frydendall, Leif Jones, David
Leri, Robert MacNeil, Chuck Regan, Andrew Ritchie, An-
drew Trabbold

Front Cover Art: Leif Jones
Front & Back Cover Design: Matt Milberger

e R A T e e

gt /30 PARK NORTH BLYD.
g SUITE 128
GLARKSTON, GA 30021
USA

GANE STUDIO

© 1997 White Wolf Publishing, Inc. All rights reserved.
Reproduction without the written permission of the publisher
is expressly forbidden, except for the purposes of reviews, and
blank character sheets, which may be reproduced for personal
use only. White Wolf, Vampire the Masquerade, Vampire the
Dark Ages and Mage the Ascension are registered trademarks
of White Wolf Publishing, Inc. All rights reserved. Aon,
Werewolf the Apocalypse, Wraith the Oblivion, Changeling
the Dreaming, Werewolf the Wild West, Dark Ages Compan-
ion, Dark Reflections Spectres and Kindred of the Fast are
trademarks of White Wolf Publishing, Inc. All rights reserved.
All characters, names, places and text herein are copyrighted by

White Wolf Publishing, Inc.

The mention of or reference to any company or product in
these pages is not a challenge to the trademark or copyright
concerned.

This book uses the supernatural for settings, characters
and themes. All mystical and supernatural elements are
fiction and intended for entertainment purposes only. Reader
discretion is advised.

Check out White Wolf online at

hreps/fwww.white-wolf.com; alt.games whitewolf and
rec.games.fip storyreller

PRINTED IN USA.

DARK AGES COMPANION

SPECIAL THANKS To:

Ethan "Where'd [t Go!" Skemp, for being unprepared for the
opportunity that super-villainy presents.

Larry “Net-dot-Crap" Skirt, for an infinite supply of
cyberdrivel.

Chris “Jar of Mustard" McDonough, for needing a mop and
some paper towels to address his... problem.

Richard “Shricking Yoda the Chimp” Thomas, for failed
Muppet substitutes.

Ash “Special Agent Dash Barnett” Arnett, for knowing the
movements of the INS.

Aaron “Stumbling Bob" Voss, for not “taking care of” the
dude in the parking lot.

Laurah "Call Around” Norton, for learning that I just don't fit
into a size medium Madonna costume.

Scanned and published on
rpgbookz. dyndns.org
by [pljm3u




TnBLE OF CONTENTS

INTRODUCTION | 29
CHAPTER ONE: COMBAT 33
CHAPTER Two: CHINITE Roaps o1
CHAPTER THREE! BLOODLINES 65
CHAPTER Four: DISCIPLINES 17
CHAPTER Fives MATTERS OF FaITH 113
CHAPTER SIX: DARK MEDIEVAL EaroPE 139
CHAPTER SEVEN: INFERNALISM 163
ApPPENDIX: BESTIARY 187

...‘yf"* TABLE OF CONTENTS




. .l . . rlull..l. - .-Irrrrr . . ..._.. /,_. 4_. ._, .__
-f.,,.; ,,y/wxfﬂwfwffsﬁﬁz%%?




The Dad: Wikedicoval voodd is o huge
and spravaling thing 3 is aliving entity),
cife voith tuntold adventuee and it arne
iousiy voaits those vobo voould face its
vangers. (his vealin is sirmmultancously)
Ehrilling and dereadful, trnﬂrﬁfictut aro
tervible 3t offers vast treasiuwes, but then
are guarded by) the treachery), deceit and
rmachinations of arcient Cainites. Viore-
theless, {ﬂiﬂ? mwwtivates all vobo elhe out
an eristerce berve, for ol hope that at the
erid of the Long Viight, a revo mocnin
voill Davon YObether tbatfit'st alirrirmer a?
light shall ’x'anﬁﬁc solvationovberald the
corming of Yehenma, nore can say) Until
then, t;ﬂ: Derizens of the voordd struggle
ot theitr ovor revoards.

“yf—* INTRODUICTION




a8 4
Dark Ages Companion is designed to help your troupe
achieve those rewards. In this book you will find new foes to
confront, new abilities to learn, and new friends to meet. The
Long Night is not over, and there are winding paths yer to be
walked.

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

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

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

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

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

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

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

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

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

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

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




How 1O
sk THis Book

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

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

reason why you absolutely have to use new bloodlines or

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

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

know what you like.
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SPILLING Broop

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

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

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

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

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

NEW MANEUVERS

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

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

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

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

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

MEeLEE MANEUVERS

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

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

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

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

Roll: Dexterity + Melee

Damage: As per weapon

Brawt, MANEUVERS

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

Difticulty: 9
Actions: |

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

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

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

Vampires obviously cannot be throttled, although this maneu-

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

Difficulty: 7
Actions: |

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

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

Roll: Dexterity + Brawl Difficulty: 8

Damage: As Claw or Strike  Actions: |

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

Roll: Dexterity + Brawl Difficuley: 8

Damage: Strength + 2 Actions: |

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

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

SIGNATURE STYLE

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

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

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

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

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

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

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

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

~ .
STAPLING

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

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

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

WEAPON REACH

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

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

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

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

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

Two WERPONS

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

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

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

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

DARK AGES COMPANION
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MouNTED COMBAT

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

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

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

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

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

JOUSTING

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

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

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

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

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

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

TRAMPLING

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

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

Difficulty  Successes  Damage

to avoid needed
FHare PR 0 6 MRIRERI

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

Trampled by

- 6dice
7 dice
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SIEGES

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

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

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

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

-

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

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

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

PERILS OF WHAR

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

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

INCENDIARIES

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

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

Boiling Oil

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

Boiling Tar/Pitch

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

Heated Sand

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

Greek Fire

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

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

CAINITES AND
OpreN WARFARE

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

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

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

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

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

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

LEAD ap

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

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

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

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

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

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

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

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

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

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

WIiInNDs OF FATE

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

¢ Vision-obscuring smoke; and

¢ Disoriented troops that mistakenly attack their allies.

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

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

,,
THE RULES

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

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

INITIATIVE
Initiative is based on Dexterity alone; characters with

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

ACTIONS

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

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

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

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

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

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

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

EFrecTS OF ACTIONS

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

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

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

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

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

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

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

CreEATIVE USE OF DISCIPLINES

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

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

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

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

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

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

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

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

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

e T = _— - .

Mrm C rmnm AND TORPOR

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

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

DraMaTic MOMENTS

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

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

FEEDING

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

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

FRENZY

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

ExamMpLE oF PLay

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

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

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

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

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

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

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

protecting the baron

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

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

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

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

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

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

That's the end of the first turn.

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

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

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

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

HFTERMATH

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

CONCLUSION

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

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

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

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

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

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

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

* Disciplines that do not have instantaneous effects

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

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

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

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

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

¢ No attacks can be dodged.

CHAPTER ONE: COMBAT






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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

keep himself at a distance, unwilling to be drawn too deep into ¥ -

the ways of social interaction. In cases where a feral chooses to \

become part of a group of Cainites, he often assumes a packlike ‘
mentality, looking out for other “pack members” while at the A
same time vying with the “pack leader” for dominance. The

v

feral will accept leadership only from someone whom he can /

respect.
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Morat QuaiLMms

Priests with military connections are nothing new. (Will-
tam of Normandy's half-brother, Bishop Odo, rode into bartle at
Hastings with a mace instead of a sword so that he “might spill
no blood.”) However, many clerics have grave reservations
about priests in arms, even in the service of the Lord. As mast
members of knightly orders are lay brothers rather than priests,
however, the issue resolves itself nicely; actual priests with
groups like the Hospitallers serve only as chaplains, doctors and
the like. Furthermore, growing emphasis on the knightly and
Christian duty of protecting the weak lends credence to the idea
of the Christian knight. “Noman hathany greater love than this:
that he lay down his life for his friends.” This is the passage used
as justification for holy milicary orders.

Life in a knightly order is not one of luxury and sloth.
Lazarene knights, for example, are uniformly afflicted with
leprosy, and the Templars have severe restrictions on their
wealth, attire (hair shirts were mandatory) and personal habits.
While kings and popes accuse the Templars of lasciviousness,
satanism and other sensual crimes, in the days of the crusader
kingdoms there is nothing soft about knightly existence.

% S
THE LEPER KNIGHTS

Descended from a nonmilitary order of Hospitallers origi-
nally established in A.D. 369 by St. Basil of Caesarea, the
Order of St. Lazarus was initially a systern of hospitals and
hospices for pilgrims to the Holy Land. Special atrention was
given to lepers by members of the order.

The order remains nonmilitary in nature until 1098 With
the fall of Jerusalem (and the order’s Leper House with it),
leprous knights of other orders are placed under the charge of the
Orderof St. Lazarus, As most of these knights are still moreor less
able-baodied, the protection of outposts and hospitals of the order
in the Holy Land inevitably falls to these chevaliers. At the end
of 1098, the society of those who have cared for lepers and
pilgrims is reinvented as the Military and Hospitaller Order of
Saint Lazarus of Jerusalem, a chivalric order.

Regarding themselves as men already dead, the knights of
the order are renowned for their ferocity and prowess in battle,
“The men who walked alone” and “living dead” are names
Lazarene knights have for themselves; death in the service of
faith is infinitely preferable to the slow ravages of disease. With
concerns of self-preservation essentially banished, knights of the
order gamer respect from both the Christian king of Jerusalem
(Baldwin IV, himselfa leper, isanoted patron) and Salah el-Din
himself. It is Salah el-Din who, after his reconquest of Jerusalem,
allows the poor of the city to exit the walls through the Gate of

' St. Ladre (Lazarus), and to seek safety in the order's hospital,

The oeder establishes its seat of power at St. Jean d'Acre,
: acquiring land outside the city walls as well as portions of the
) region near Caesarea. Hand in hand with the erection of
churches and fortresses in this terrirory is the recognition of the

order as a sovereign, temporal power by the pope and others,
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With the majority of the order's men-at-arms killed ar
(Giaza in 1244, and the rest attaching themselves to St. Louis
IX of France's disastrous Egyptian Crusade and Syrian expedi-
tions, the era of the Lazarene knights in the Holy Land is
coming toan end during the 13th century. St. Jeand'Acre falls
ta Muslim forces in 1291 and with this sethack the order's
presence in the Holy Land is ending.

e

S ﬁ"hﬁ:‘]
The NosreraTu CONNECTION
The sabrigquet “lepers” (and the ease with which clan
members can slip into La rene hostels unnoticed) make
the Nosferatu and the i f St. Lazarus a natural
combination. The cc:mhhﬁnm of religious fervor and II
| disease present among the h_.-pe[ knights echoes perfectly |
the afflictions of Nosferatf vampires, who see themselves
as patrons of the Hospitalless. Many of the Lazarene troops
are sustained by Nosferaty vitae, which provides a partial
explanation for the “walking dead's” reputation for super- ||
human bravery and prowess, The most noble, pious and
tatented leper knighrs can often expect the Embrace.

Two of the order’s masters, Fra® Gerard and his
successor, Fra' Raymond, have been Embraced by the
Nosferatu as reward for services rendered. Since their
“demises,” these two leper knights have continued to
work with the living members of their order, albeit in
segret. Fra’ Raymond now dwells in Constantinople,
along with a good partion of the order's strength. Fra'
Gerard's whereabours are unknown, bue he has been | |
seen ut St. Jean d'Acre rnbte than once.

While marty Lazartue knights are aware of their
order's associationwith the Naosferatu, ww few under-
stand the exact natuge of that relatignship. Most of
those whodoare either niemabers of t I}Ercurrf-m master's |
inner circle, or are former TEH'IPI&T& who were in-
volved in that order's dealings with the Ventrue.

THe KNi6HTS TEMPLAR

The most infamous of the knightly orders, the Knights
Templar, supposedly dabbles in magic, Satanism and other
less-than-Christian pursuits. However, the Templarsare among
the best disciplined, most fearsome and wealthiest fighting
forces of the Dark Medieval world, and Templars are held in
high esteem by their Muslim opponents.

As breaking ranks is grounds for expulsion from the order,
Templar troops are often placed in the rear of crusader armies.
This placement is significant because the Seljuk Turks fre-
quently attack theiropponents' flanks or rear. Such tactics are
unknown in Europe (where shield-wall bashing and knighely
skewering of lightly armored infantry is the rule). Command-
ers of crusader forces counter these maneuvers by guarding the
vulnerable rear with troops who are urterly steadfast,

N
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ORIGINS
The Latin Rule of the Templars, which establishes the

basic tenets of the order, dates to 1128. Translated and
madified into the French Rule in 1136-1137, the rules and
regulations of the order are expanded to 686 articles by the
time of the execution of Jacques de Molay, last grand master of
the order. The tenets include (unsurprisingly) poverty, chas-
rityand obedience, as well as commandments regarding conduct
on and off the field of battle,

A Muslim arrack on a band of pilgrims in the Holy Land in
I 1191sthe impetus for the formation of the order. A group of nine
knights, outraged by this attack, respond by swearing oaths and
riding for Jerusalem. Quartered in what was once the “Temple of
Solomon,” these nine are known as The Military Order of the
Knights of the Temple of Solomon. Bemnard of Clairvaux’s
support (it was he who drafted the Latin Rule) enables the order
to grow mapidly; the combination of glory and salvation is
particularly appealing to young sons of nobles who stand to
mherit nothing in Europe. The clamor to join the order grows so
loud that membership is restricted ro the sons of knights.

TEMpLARS AND MiGic

Historically, the Templars' esoreric Rule, extreme
weerecy and open communication with the lslamic enemy
makes them suspect in the eyes of many othee erusaders. In
addition, the vast wealth of the Templar banking empire I
| ATEracts envious eyes, tml!.n._"!mg those of Philip IV of France '
arul Pope Philip, whom Philip IV hiolds in his, pocket,
Accusations of homosexual acts, defecation upon the Cross
and witcheraft are levigd @t the Knights Templar, and the
| nrderls.qmtkh hruke[‘: Thrm:dsm-:nfm:min temple in
Paris is conveniently ednfiscated by the tfown.) Rumors 'I

that the Templats dabble in magic (stories of insidious I
L:mtlrsui:trl.g are the mdet persistent, but there are others)

rtmah‘i to thisday, bufpi'ocf of any sort is lacking,

’ Tn the Durk Medigval world, there is a significant
oceult aspect to the uiher circle of the order. Most
Templafs are unaware "of the presence of the Cabal of III
Pure Thought at the heatt of their order, and as such
have no inkling of any. magical doings: On the other
hand, those who rank master or above might well know

'| the truth, and either fight, ignored or abet it. .

BANKS

Among the nonmilitary aspects of the Knights Templar is
its establishment of a consistent, reliable banking system
throughout Europe and the Middle East. Since the order has
heen granted certain liberties by the Holy See, temples operate
as independent entities, and no king dares lay a finger on the
wealth conrained within. A pilgrim can deposit his gold in a

Paris temple, receive a chit good for the money, and redeem
that chit for gold in Jerusalem. Only the Templers' steeling
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reputation for honesty allows this system to flourish; there is
no doubt that any money put into Templar hands is both safe

and retrievable.

Tue VENTRUE CONNECTION

To the Ventrue, wealth, military power and indepen-
dence from the Lasombra-infested Church, are exceedingly
attractive aspects of the Templars. The Ventrue flock to the
Templars, seeking potential childer and financial opportuni-
ties. While some temples are inaccessible to the Cainites due
to the strong faith of its attendants ( Templars are lay clergy,
and most are quite pious), others are safe houses for Ventrue
secking to travel from Europe and Jerusalem. While stories
abound that the Templars guard the blood of Christ, in truth
many Templars guard blood of a different kind.

ArMs AND ARMOR

A Templar knight's tools of the trade are mandated |
by the Rule of the order. Each akes identical weapons
and armor into battle. Standard Templar armor includes |
| a triangular, curved shield, 2 mail helm surmounted by a

solid helm, chain mail on the legs, and addinional pieces |
of metal guarding both shoulders and feer
’ | Basic Templar weaponry includes: a straight, two-
edged sword; a short, spiked mace (also called a Turkish )I
‘ mace); a long dageer and two knives,

Each Templar is permitted only three horses,
though knights who are friends with the master might

possess four,

THE SOVEREIGN MILITARY
AND HospPITALLER ORDER OF
St1. JOHN OF JERUSALEM

Like the Lazarenes, the Hospitallers originally were hos-
pital administrators with an eye toward the care of pilgrims on
their way to Jerusalem. Created around 1080, the order is
recognized by the Holy See in 1113 as being devoted to the
careof the sick and poor. Military and more formal Hospitaller
functions accrete the group rapidly. Before the close of the
| 2thcentury, the order’s new role in coordinating the defense
of Palestine and Syria supersedes its original purpose.

While not so thoroughly entangled in the financial world
as the Templars, the Hospitallers do receive massive endow-
ments in Western Europe. These properties are managed to
fund the order's activities in the Holy Land. This coordination
of efforts in the West and East enables the order to create an
intermational structure that allows it to survive the final

expulsion of the Catholic orders from the Holy Land in 1291

The Hospitallers engage in bitter dispures with the Knights
Temphar throughout the Dark Medieval period. While the
rivalry is usually abandoned in the face of the Saracen toe, it
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is interesting to note that when Philip IV of France eradicates
the Templars and confiscates their property, he hands some of
the spoils over to the Hospitallers.

TreuroNic KNIGHTS

A very real temporal power, the Order of Teutonic
Knights establishes the first western-style government in the
Holy Roman Empire and replaces collapsing governmental
structures in Livonia. The Teutonic Knights also have exten-
sive European and Levantine holdings, and play a major role
in the Baltic Crusades.

These knightly orders recruit almost exclusively
(unsurprisingly) from the German-speaking peoples of Eu-
rope, and in most cases operate in a fashion similar to that of
most of the other orders. It is only in eastern Europe — in
Prussia, Livonia and briefly in Hungary — that the Teutonic
Knights attempt to set up working governments.

UDAISM AND
YSTICISM IN
THE DARK AGES

The Jewish population occupies a unique and precarious
position in the Dark Medieval world. As biblical prohibitions
against usury (theoretically) limit the entrance of Christians
into the banking field, Jews become the moneylenders of
Europe and are indispensable to any king or nobleman looking
to put an army into the field. The most spectacular example of
this phenomenon is William the Conqueror's mercenary-
fueled victory at Hastings. The gold to hire those troops came
from the Jewish moneylenders whom William had specifically
invited to settle in Normandy.

On the other hand, the Church, the nobility and the
peasant population are all aligned against the Jews of Europe
for religious and political reasons. Rulers looking for quick
financial fixes exile the Jews from their domains and confiscate
their property and possessions. Convicted of the crime of
killing Christ, Jews are the victims of pogroms, persecution
and the odd crusader looking for an easier foe than a well
armed Saracen.

In spite of this antagonism, the Jewish community flour-
ishes and sets down deep roots in places as diverse as Kiev (seat
of the brief-lived Jewish Khazar kingdom), Prague and Spain.
Jewish ghettos spring up in many major European cities,
particularly those with reputations as centers of learning and
commerce. From Florence to Vilnius, the Jewish presence in
Europe is established as a permanent fixture.

Among the developments in Judaic thought and culture
is the formalization of the school of mysticism called Kabbalah,
2 study of the holy books of Judaism in search of the true, or
sparitual, universe (also called the En Sof, or “incomprehen.
sible™). While Jewish mystical traditions have differed from
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those of more mainstream religious thought for thousands of
years, it is during the 12th century that the name Kabbalah is
applied to the most prevalent schools of mystical thought.

A WHRNING

Kabbhalahgal
that has eve f"i

ries. Fu

ing, brtathing mystical discipline

hr-:n.tgl'wl & centu-
dlgm

f ._I‘_- -

I} study, Kabl F; Misor ‘contra-
diction a vess the ion of
the angels .I acl, originally identifi meﬂﬂ

pent, and "'n e, once adent with L e Light

of God." There is HReompl
of Kabbalaht'

pE 100N
Ation

f study, debate, '. :

and outside m ve created # targe body of
|I| interpretation of the ori Hebeew texts. What is
presented héreisa brief ,pcnmi Kabbalah,

with notes on other prominent aspects of Jewish mys-

ticism, including gemamia, golemsand amulets

What Is Kassaran?

Atitscore, Kabbalah is a spiritual and symbolic search for
the meaning of existence. The core question that every
Kabbalist seeks to answer is; If God is perfection, why is His
creation (the universe) imperfect? Hand in hand with this

query is the idea of achieving or, more accurately, returning to
the perfection of God.

According to Kabbalistic thought, this universe is one of
many that God created (and allowed to be destroyed), though it
is perhaps the longest-lived of any. While God is synonymous
with the spiritual universe, a certain portion of God's 10 qualities
are missing from critical sections of this perfect existence. These
qualities have been removed by God through a process called
fimitzen, of contraction, in order to create points of imperfec-
tion within the perfect universe where imperfect, physical
universes can exist. Our own universe, for example, was suppos-
edly created by God when, in a certain section of the En Sof, he
replaced Law with Kindness. This wasdone toengender free will,
as opposed to preondained obedience to divine law.

Beyond this, Kabbalah breaks down into a series of
emanations through which our universe was created. Called
the esher sephirot, these qualities or spheres are sometimes
assumed to be balanced by evil or destructive forces called
Qlippoth (shells). The arrangement of the sephirot is likened o
a tree, and the Tree of Emanations (Etz Khayim) is the
overriding metaphorical image of Kabbalistic thought.

On an exceedingly simplistic level, Kabbalah is the study
of the Tree of Emanations, its components, and the way in
which they interact in the four levels of the physical universe
The effects of the Qlippoth are also important in Kabbalistic
study, but the emanations are in many ways at the core of
much Kabhalistic thought

.
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THE SEPHIROT ARE!

Keter (Crown) — the projection of En Sof into the
physical universe

Khokhmah (Intelligence) — also known as the
“father sphere”

Binah (Wisdom) — called the “mother sphere”

The remaining seven spheres are all denved from Benah,
and represent the seven days of creation. The first six of these
spheres are also known as the “active™ spheres. They are

Khesed (Kindness) or Gedulah (Greatness)

Din {Law) or Gevurah ( Power) — also sometimes

identified as Pakhad (Fear)
Tiferet (Beauty) or Rokhim (Mercy)
Netzakh (Victory or Endurance)
Hod (Glory or Majesty)
Yesod (Foundation) or Traddik (Righteousness)
The last of the spheres s Malkhut (Kingdom),
which s also known as Knesset Yisroel ( The Commu

| mity of lsrael) or Shekhinah (God's

While all of these spherss, being qualitics of the
L!H-II‘I-L'} AlE IT'I‘l-l..'E"'..H'.‘I!"‘fIi.‘. ']"I'.."p ]"i.l'- £ !"1.'1.'” l:-ih';:-"fl:l.'l..i t"'l.
scholars. The first three are often grouped together as the
“intellectual triad.” Khesed, [inand Tiferet are grouped as
the "moral triad,” while Netzakh, Hod and Yesod are the
“natural triad,” due to their proximity to Malkhut, the

physical universe. Triangle imagery and tree imagery are
often used when describing the emanations.

Female Aspect).

I{HHHILL 1sT*~~. IN THE
Dark MEDIEVAL WORLD

Kabbalah, a study of the qualities and emanations of God,
is a religious pursuit. Requiring a knowledge of biblical Hebrew
(as well as Aramaic in many cases) and a visceral understand-
ing of Judaism, Kabbalah is exclusively a Jewish field of study.
In addition, religious prohibitions forbid women or men under
40 (under 20, according to some sources) from studying
Kabbalah. While these rules are sometimes honored more in
theory than in the observance, the vast majority of Kabbalists
that characters are likely to encounter in the Dark Medieval
world are observant, middle-aged, male Jews.

Kabhalah, despite its links to traditions of Hermetic magic,
is not a solitary scholarly pursuit. While meditation, trances and
other hallmarks of mulriple magical schools all have their place
in the practice of Kabbalah, Jewish religious thought demands
debate and community. The hermir, spending his days in solitary
religious contemplation, does not fit the Kabbalist identity. The
Kabbalist, secure in the communirty of his peers, studies, argues
and works with others in the heart of the Jewish quarter of his
city. Many famed Kabbalistic scholars, starting in the late-12th
century. attract followers and duciples and, trom Shvic lainds 1o
Florence, Kabhalistuige schools emerged

CHAPTER SIX: DARK MEDEVAL EUROPE

>

)




D =

In other woeds, the notion of the lone Kabbalist, cackling
to himself in the wilderness as he casts gemamia, 15 entirely
inaccurate. Any Kabbalist of note is likely to be found in the
heart of a city, surrounded by a supportive community and
knowledgeable, skilled peers. Furthermore, since Kabbalah is
a religious pursuit, students are extremely likely to have True
Faith. Many Kabbalah masters ( Baal Shem Tov, or “Masters of
the Good Name") are also reputed to be able to work miracles
and wonders of healing, effects which resemble those avail-
able to some devour Christian priests with True Faith

KABBALAH AND VAMPIRES

A combination of fpctops makes it nigh impossible
for any Cainite 1o b€ peoficient at Kabbalistic study. The
base requiremants — male, Jewish, proficient in Hebrew |
— apply w bly 3 tiny fracriin of Edrope’s mortal, let
alone 'n.'.‘rrnplhrc,p.ﬁlhthn Biblical mumctions against |
the drinking of bload make it even more unlikely for a
practicing Kabbalistto survive long as a vampire. There ‘
is also the face that most Kabbalistic texes have nor yer
been translated from IJ"IL:HI:I..;IH 18 m.ian: L“:L in centers

t Jewish worship — places with high Fairh ratings

Some vampires mughthe aw are of Kabbalah, though
| thewr information might be garbled by mistranshar
prejudice. Amulets and seals are the one aspect of
| Kabhalictic magic that is known to non-Jews. As for the
more esoteric fields of study, charactet knowledge is lefr
H o Storyteller discretion. Remember, however, that
long years bl perseCigion abd migusl distrust have
made most Jewish t:m.mitm indlar. Ivis not likely
that a dweller in'd Jéwish gherto Wikl converse much
with a stranger, and he s even leis ]'Ll:ﬂh' to take a

| stranger to meet the local rabbi or Kabbalistic sage.

OFf JEws aAND BLoop

Christian myths have grown up around the uses and

abuses of blood in Jr.'d- ish ritual since the crucifixion. The most
virulent and prevalent rumor involves the notion that Jews
use the blood of Christian babies to make matzah (the ritual
unleavened bread used in the Passover holiday). Outraged
citizens have stormed Jewish ghettos seeking evidence of this
myth on many occasions. They often found planted fakery or,
more rarely, vampiric havens. The most famous golem, cre-
ated by Rabbi Loew of Prague, was given life to defend the Jews
of Prague against exactly this sort of treatment.

There is, in fact, a strong association with blood in
Judaism, specifically rﬂhnm, to the Kashrut, or dietary laws
Ihe Kashrut describe “clean™ ways of slaughrering livestock
that must be followed in order for the meat tobe kasher. Ritual

butchers, called shochets, are responsible for ._:" ling these
rraditions, among which s the idea that anima e
-:m.'!'-'*.-'- “-5:11::._'55‘ c | | TE I thveir | ]
Irained. Furthermote, the use of blood as a foodstuff s fork
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den to Jews. Judaism also involves many commandments, or
mutzvot, relating o menstrual blood: A woman undergoing
menses is to be removed from her community for a week, then
given a ritual bath (mikvah) before being allowed 1o retumn
home.

Obviously, the religious injunction against blood as a
foodstuff has serious implications for any Cainite of Jewish
extraction. While assimilationist Jews exist (the so-called
“court Jew” phenomenon is prominent by the time of the
Crusades), the vast majority of European Jews are highly
traditional and would look upon a hunger for blood as anarh-
ema. Observant Jewish vampires, assuming the instinct for
self-preservation s dominant in their existences, are likely o
follow the shochet model and drink spilled blood, rather than
feast directly from vessels.

Complicauing matrers is the role of Lilith in tradinonal
and Kabbalistic myth. Linked with the Qlippoth, the “giantson
the earth,” and with demons who supposedly ride the winds of
the night, the Lilith myth has decidedly vampiric overtones
{and actually features guite prominently in Cainite lore). Jews
of a more mystical bent who undergo the Embrace are hikely ro
drrlrh‘ I!}u‘ll.’ new states 1n terms of the |,lE:l|:| ||'|'.I|'| 1-:1.| SETVICE
ro the {Jllt{":"h-'!.r'l As these “shells” are set directly painst the
emanations of Kabbalistic thought, vampires who sce them-
selves as servants of Lilith, and occasionally take steps down
the Cappadocians’ Road of the Bones, or penitentally adhere
to the Road of Heaven

b'&lnlge. the members of
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The two most i nkg between the ||
Cappadocians and schola bhakahy consist of a ||
place and aperson. The hotrie of one of the
most influential Kabbalistic Scaderdies. The atademy is

located near one of the seats of € .ap;&h:mn power. Here,
tradle in the details of dedeh is carriéd out face toface, and
certain scholars ¢laim that much of the cadification of
Kabbalistic thought that the Getwa school has produced [
is inspired — or altered < by Cappadocian insights.
The other documented link between Clan
Cappadocian and Jewish mysticism comes in the per- ||
son of Lagarus, an Egyptian Jew Embeaced in the first
century A D. While Lazarus himself is now a recluse,
the connections he made with his fellow Jews in
centuries of thanatological study remain.
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AMULETS AND PHYLACTERIES

Une of the more accessible aspects of Kabbalism and
Jewish mysticism 1s the manufacture of amulers (the Hebrew
word for these was later adapted into the vernacular as the
word phylacteries). Drawn from the biblical commandment in
Deuteronomy (6:6-9) which calls for Jews to bind the words of
the Lord on the gates of their houses and before their eyes, the
original amulets were meruzot (nailed to the doorframes of
every Jewish home) and tefilin (small wooden boxes contain-
ingscriptures, worn during prayer ). As the distinction berween
mystical and holy has blurred in the Dark Medieval world,
these religious items have taken on added significance. The
belief has developed that these devices ward off demons, and
the addition of names and other passages into the amulets are
commonplace. This practice is not ignored by the Christian
community, and a thriving trade in phylacteries (as the non-
Jews refer to tefilin and mezuzot) now exists

As amulers acquire more and more myseic properries,
their creation moves away from the traditional efilin, Instead,
appropriate passages from scriptures are included, in hopes of
drawing upon the qualities of the names or passages sealed
within. A classic example s an amulet for protection during
childbirth; such an

ngels who once « umn.i Lilith (whao
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An .m‘:u!,;—t can alw

of the trio of
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» be used o control supernatural
entities il the name of the creature 1o be controlled is nscribed
upon it. While angels and demons are typically the entities
controlled through this sort of manipulation, it is entirely
possible that vampires can be as well. The power offered by this
sort of amulet is imperfect; strong enough to offer protection
and a degree of control, but hardly granting a dictatorial
authority. Indeed, one school of thought holds that angels
obey those who hold their seals not out of need, but out of,
respect fprany mortal capable of learning an angel's true name.

Hand in hand with the notion of amulets is that of seals.
Seals are usually in the shape of protective triangles or squares.
Biblical passages and individual names are placed within, and
the letters of certain names are often rearranged (echoing the
teachings of the gemamia). The line between seals and phylac-
teries is often blurred, and many amulets are marked with
protective or preventative seals.

Note: The six-pointed star, or mogen David now popularly
associated with Judaism, is not used as a magical seal during the
Dark Ages. Rather, the seven-branched menorah serves as the
symbol of Judaism and as a mystic symbol and seal during the
| 2th century

GEMATRIA

According to Kabbalistic thought . the T
interpretation of Gaod's plan for creanon. It is folly to assume
that the I
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ON Tue CREATION AND
(IseE oF AMULETS

|| The creation of an amulet requires both time and
investment, and those capable of manufacturing effec-
tive amulets are fewgind facberweeri Tn order to create
an effeghive The pupose of thee arule ust first
be des ribed \ 1 . ate Bl iRt iy true
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of the ; ;tlc!'m:nt containing the
|i magical phyase or name being sealed inside the box.
To raf :

&'&Ctuf théc reative process, the
arnﬂn‘fl'u..m: Iy lw:ﬂ‘!i’ Hearth Magw {Ipﬂ:llh‘ ition:
Kabbalah) and Tntelligence # Occult, with the diffi- |
culty determined 1::'1 the potential power of the amulet
being created. Hnurttmn withour some True Faith can
create a working amulet.

The beneficial effects of wearing an amulet are
nullified if the amulet itself is not being worn. An
amulet tucked in a purse still has protective powers; one
thar is left on a desk elsewhere is useless.
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Writing therefore is magical. Each of the 22 letters of the
Hebrew alphabet are assigned a numerical value, and is
identified with one of the 22 links between the sephirot. Each
word also acquires a numerical (and thus magical) value. By
cakulating the numerical values of words and phrases and
finding correlations with other words, Kabbalists perform a
sort of divination about the true nature of the universe. For
example, both Pharaoh and the name of the demon Ashmodai
have the same numerical value; in the minds of Kabbalists,
links between the two are established, and through this
coerespondence with an earthly ruler, Ashmodai is granted
the position of one of the kings of the demons.

Gematriais the name of this numerical magic, and irisa very
serious matter. Many Kabbalists will not set out on an action
without casting gematria for the venture ahead and seeing what
correlations they are able to discemn. Gematria can also be cast for
others, usually using the subject’s name or hames.

Note: Each letrer of the Hebrew alphabet, in addition to
having a numerical value, correlates to a host of other items:
planets, days of the week, facial features, and so on. The
interpretations that are garnered from extensive letter asso-
ciations can be both exceedingly complex and quite accurate.

THE TETRAGRAMMATON

God has many appellations, but His true name isunknow-
able by mortals, since it is sacrilege, according to Jewish belief,
towrite something truly holy down on something that might
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be destroyed. Name magic is an important part of Kabbalah
(the Torah is often referred toasanother name of God) and the
series of names given to God all reflect single aspects of the
divinity. The most common rendering of a name of God,
YHVH (often mistranslated as Yahweh or Jehovah) is known
as the tetragrammaton. Kabbalists frequently link the letters of
the tetragrammaton with the emanations, or work with them
to create other names with different numerical values.

THe NAME
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Cappadocius himself is involved In this project.
The Antediluvian and several of his childer-play an
active part i researching the name of God, and their
work has recently Hﬂnchcd out into various aspects of
the Lilith legend, ﬁgtn'rs of the Grav :mhbe[‘t currently
search for a stone tabler, inscribed iy QﬁHﬁm that
will reveal the true name of God.
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ANGELS AND DEMONS

Angels and demons, representatives of the two trees of
existence, are an integral part of Kabbalistic thought. There is
no doubt that angels and demons are a part of serious study
even in the world of the Cainites.

According to the Kabbalistic paradigm, angels and demons
are not independent creatures of good or evil, but animate
aspects. Their names give emphasis. The name of Samael, ruler
of demons, literally means “Blind to God,” while the archangel
Gabriel's name translates into *Strength of God.” Each angel and
demon also has associations with colors, directions, and either
emanations or Qlippoth , which renders each of them as a
collection of attributes. When a Kabbalist calls uponan angel, he
is not asking aid of a specific being, but calling for the aid of that
aspectof the divine that the angel represents. Beseeching Raphael
(Healing of God) for aid is to request mercy and healing; calling
upon Gabriel is to ask for strength.

While such prayers are answered on occasion, they are
never answered by the descent of an actual embodied angel.
Rather, the supplicant simply finds himself with sudden re-
serves of the ateribute he seeks. However, this sort of prayer is
answered rarely, and calling upon the sephivot is likely to draw
the attention of those with links to the Qlippoth.




(GOLEMS

Thie Kabhalistic universe is full of creatures that may or
may not exist: the shamir, or rock-devouring worm; the takhash,
orunicotn; and the adne hasadeh, human figures with umbilical
cords that lead down into the earth. All of these creatures have
been sighted, though not necessarily by authoritative sources,
in the Dark Medieval world.

However, the Kabbalistic creature with the widest re-
nown is undoubtedly the golem. Created from river clay, and
prayed over by a minyan (10 men gathered for prayer), a golem
is a statue of a man imbued with life. Thar life lasts so long as
the word emet (truth) is carved into the creation’sforehead. As
soon as the inscription changes (reports vary as to whether the
word needs to be destroyed or simply modified to met —
“corpse”), the golem sinks into a deathlike slumber.

While active, the golem is the perfect servant. Tireless
and steadfast, it follows any and all commands to the letter.
Many golems are created to guard Jewish ghettos, to patrol the
perimeters of the areas from sundown to sunrise in an effort to
keep out malefactors. Others serve as bodyguards, or as
unsleeping guardians of specific sites,

Golems supposedly echo the hearts of those who creare
them, soif the man who breathes life into a golem s pure ot heart,
the golem remains pure throughout its existence. Should, how-
ever, there be the faintest hint of hatred, greed or any other
negative emotion embedded within the breast of the creator,

rion 4

I Know

SAMPLE GOLEM STATISTICS
| Physical: Strength 10, Dexterity 2, Stamina 9
Social: Charisma 0, Manipulation O, Appearance |
Mental: Perception 3, Intelligence 1, Wits 2

Talents: Alertness 2, Athletics 3, Brawl 5, Dodge 3, Intimida-

|l Skills: Melee 3, Stealth |

ledges: None

Disciplines: Golems are considered to have the equivalent
of two dots each of Fortitude and Potence.
Willpower: 10 (0 to resist the commands of the golem's creatot)
Health: Golems have 10 Health Levels, rather than the
[ normal seven. A golem takes no dice pool penalties for being
| injured, unless a portion of its unnatural anatomy has been
physically removed. Aggravated damage does not apply toa
golem; fire, fang and other normal sources simply don't do
much toa golem's clay form (although the golem still sufters
nonaggravated wounds). In addition, a golem automarically
regenerates a Health Level every um.
Note: Overanxious players may simply charge inagainse a golem
| and make a beeline for the creation’s forehead, thus rendering an |||
| impressive and dangerous foe inert. Should a character attempt
this maneuver, the Storyteller should immediarely request justi-
fication for the character'sknowledge of golems — the intricacies
of Jewish mysticism are not exactly common currency.
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that flaw manifests and breeds within the clay. Sooner or later,
the golem rebels or goes insane, and must be destroyed.

A polem also grows a tiny bit each day, making it increas-
ingly difficult for the creature's creator to eradicate the word
on its brow. According to some legends, the day a golem grows
so tall thar its creator cannot reach the inscribed emet to
remove it is the day the golem goes berserk.

The methods of golem creation are closely guarded.
Golems require a tremendous amount of work, dedication and
prayer to create, so are extraordinarily rare. A rabbi must hew
a life-sized starue of a man from clay, a minyan must pray before
the ark of the covenant in the local synagogue for a fortnigh,
requesting that YHVH breathe life into the creation, and the
word emet must be carved into the golem’s forehead

The finished product has clearly defined capabilities. Golems
are incredibly resistant to damage, and are inhumanly strong
One was reputed to have held up the collapsing roof of a palace;
others have subdued human wrongdoers easily. While golems
are never crafted with weapons, a single blow from the fist of one
of these automatons will shatter a wooden door or fell awarhorse

Striking the word emet from the brow ot a golem is never
an easy rask. While the clay of the creation’s forehead is st
and smooth to its crearor, a golem’s tlesh 1s rock-hard o all
others. It poes without saying that a golem will resist this sort

of assaulr with all the resources ar s JHIN =1

FHERIES
There was a time when meadow , grove and stream,
The earth, and every common sight,
To me did seem
Appareled in celestial light,
The glory and the freshness of a dream
It is not now as it hath been of yore;—
Tum wheresoe'er | may,
By night or day,
The things which | have seen | now can see no more.
— William Wordsworth, “Intimations of Immortality

from Recollections of Eatl\-' childhood™

Enchanted forests, mushroom rings, magical pools, green
harrows and stone forts — throughout the Dark Medieval world,
these are known hotder markers between the human realms and
the lands of the fae. Here, magical energy abounds, Glamour
rules over reality, and the good folk preside over their eternal
courts. From these magical dwelling places, facrie kings and
queens lead their courtiers on nightly hunts. They sweep across
the land in search of mortals — or Cainites — to taunt. [f their
quarry gives merry chase and evades them until dawn, the
capricious fae may reward her with a facrie treasure o curse her
for robbing them of the anticipated finalé of their sport.

The fickle fae are enigmaric and dangerous when crossed
Their passions run wild and hot. What the fae feel, they
experience with bone-jarring intensity rhat can consume a
mortal or Cainite courageous enough to interact with them

DARK AGES COMPANIKNN
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Because faeries are immortal and live in the dreams of
Arcadia as well as in the physical world, the years can pall if
they have nothing with which to entertain themselves. This
is one reason they delight in tormenting, tricking or rewarding
others. They long to play a part that allows them vast scope to
experience strong emotions. Some, like the boggarts and
brownies, achieve this vicariously, watching their chosen
mortals during the day and churning butter for them (or
turning it sour) as payment for the show at night. For theirown
amusement, some fae prefer to cause emotional reactions in
humans. They appear in various guises and provoke mortals to
greed, anger, fear, love or laughter. A few fae experience
mortal life directly, undergoing a change that replaces mortals
with themselves, weaving Glamour about themselves so the
change will go unnoticed.

Many set up elaborate dramas. In the dramas, each fae plays
a role mimicking that of nearby humans. They create a town
made of moonbeams and illusion where they enact complex
scenes with great solemnity — made all the more enjoyable by
h.in.tnﬁuu UNSUSPCCTING 1K wtals (or Camites, though this s less
common) and serting them down in the middle of their play wirh
no explanations. The fac consider the raulting madness evinced
by many morrals as the epitome of bumaoe. Malkavians who have
fallen prey tosuch tncksinvan by emeree etnergized and pleased
with their new insights

Unlike the Church's depiction of them, most tae are not
Jeliberarely cruel, evil or treacherous The majority of the
good folk are merely curious and careless. Some, especi illy
those of the Unseelie Courr, can be extremely dangerous and
callous. Their tricks are designed to hurt rather than embar-
rass: their illusions meant to lead a mortal into deadly danger.

THE DivisiON

If mortals fear the fae, however, they have only themselves
to blame. Once, the good folk gave freely of their gifts o
humanity, but morrals began demanding what had once been
offered. The fae felt justifiably angry and began to cut their ties
to the mortal world, spending more time within the borders of
fabled Arcadia. As facrics grew more distant, many people forgot
theirkind deeds and remembered only their pranks. With the rise
of the Church, the faeries found themselves cast in a new role
altogether — minor demons sent to torment and seduce the
faithful. Their changeable natures and penchant for illusion
made it all the easier for the Church ro blacken their names.

Unfortunately, the fac contribute to their image in other
ways as well. A wrathful sidhe knight, for example, might be
mistaken for a fallen angel, while redcaps are close enough to
most people’s conceptions of flesh-cating demons. Aschildrenof
the Dreaming, faeries also take on characteristics assigned to
them by popular belief. Finally, many faeries have grown angry
ar mortals influenced by the Church, who no longer correctly
propitiate them. These fae may deliberately assume apparent
demonic |111.l|f|tl-:.'~:- when interacting with such humans.,
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MEebpievAL PRACTICES
AND BELIEFS

Most peasants (and more than a few nobles) step carefully
where the fae are concemned. It s well-known that the good folk
will savagely avenge any slight or wrong done to them, no matter
how small. Mortals can offend faeries without meaning toot even
knowing they have done so, and that only increases the tension
Because it is so easy to unintentionally cause offense, mortals
have compiled lore and developed certain pracrices to minimize
the possibility of doing so. The following represents knowledge
that mortals (and most Cainites) bebieve they know about the fac

It is known to most peasant women that faeries go about their
business invisibly, and that one might be passing by ar any time
Throwing out the wash water or the slops without calling out to
the good folk beforehand could well result in an innocent taerie
being splashed

pigs, sheep, chickens, geese and other

- a deadly insult. Likewise, as faeries, and cows,
Jomesti

share names, it 1 common Practice to point at any animal being

1 i
animals often

called so that a faerie of the same name is not compelled toanswer
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Whether a house is blessed with an obvious helper such as
a boggan or not, it is probably kept from harm by at least one
faerie acting as a guardian. If good things happen, it is due to
the faerie's favor; if something bad occurs, the faerie keep it
from getting worse. It is only fair, then, to leave a dish of milk
and a little bread and honey outside the door at night so the
faerie knows the household appreciates its efforts.

Those fae who are not placated can dry up the milk in a
cow's udder, make chickens stop laying eggs, rot the grain in
the fields, break weapons and equipment, foul well water,
bring bad smells into the house, cause accidents, start fires,
cripple children, steal the crops, lame horses, make women
barren and lay curses on generations of family members. Some
folk are even lured to their deaths through clever illusions.
These are the dire fates that mortals seek to avert when making
offerings to faeries.

REMEDIES

Sometimes, despite theirbest efforts, mortals (and Cainites)
incur the wrath of the fae. If rich gifts or heartfelt apologies fail
to move faeries 1o forgiveness, the only choice left is o wand

nesell and one’s home from the .:.l-l_Jr folks' VENEZCANCE The

sovereign remedies outlined may or may not prove effective. The

CHAPTER SIX: DARK MEDIEVAL EUROPE

.ia'& o W



v A,

elfiectiveness usually depends on whether the fae is amused or
offended when she encounters these ProCihes MNonetheless, thee
common folk rruly helieve in their efficacy. They believe thae:

e Salt sprinkled across the door and window sills will
prevent faeries from entering the houschold, as will ashes
strewn across the hearth in a circular pattern

o (Cold iron will wound facries ternibly, and an iron weapon
or tool left lving across the doorway will discourage their entry.

o [ arrying a small piece of 1ron when Pong ol l‘l‘['ﬁfl‘.’-
facries, as does humming a holy melody.

» (rosses, ringing churchbells and the host are all sover-
etgn remedies against faenes, because, being minons of Hell
(o1 50 it is believed), they cannot abide holy power. Nor can
faeries tread on holy ground. One is therefore safe ina church

¢ Christian graveyand

o Calling out Christ's name robs facties of any ability to
trick a person with illusions, and holy water causes such
llisions toJisappear ina puff of smoke. The former placesone
Lineerously close to using the Loed’s name i van of Jone

frivolonsty, however

Tl 5, e faeries have beoo hristian Aneghrs and

sd holy orders, mortalsstull believe that Chiri s ian symbaols
wvd Beliefs comscare and deteat any tac. Most e are ne more
raid of. or rerolsed By, the cross than are m ML

i LAl BT e LA

FAERIE PRACTICES

While mortals may be contused about cerrain faerie

practices, they are actually comect concerming a tew of them
— though the fae usually have far different reasons for what
they do than humans or Cainites can fathom. Some of the

most common knowledge is detailed below

FAerie RATHS

* The Belief: Evervone knows that faeries live in pagan
burial mounds, where they -..1l'-¢-.1L with the dead and sometimes
bring forth plagues upon the land.

¢ The Truth: This is both true and false. Many faerie
raths (great carthen mounds, often covenng ancient stone-
works), are indeed tombs, though that was not their original
purpose. Many were intended to carch and direct sun- or
noonlight dJown a passageway to illuminate the dark intenior
on certain special days of the year, Great chieftains were often
entombed within such works as acknowledgments of their
hetvic deeds. The fae may have wondrous castles or whole
lands within such structures, but these are like small pockets
of the Dreaming that touch upon the physical world, and are
not an actual partof it. The fae do notactually reside inside the
mouands, but -|!.r:*|;_1~1Jm' them mn anorher re ilm. This s deh
nitely nor something the [ark Medieval mind grasps

STEALISG CIILDREN

e The Belick: Tt i+ connmony koomdedee that Rabies o

-

the faeties, who leave foul-tempered, sickly changelings in their
place. The poor babes are used to pay the faeries’ tithes to Hell,
The only way to recover a child is to have prayers recited over the
changeling, touch it with holy objects, or, as a last resorr, whip it
soundly with a rowan branch, threaten it with cold iron of bum
it in the fire. The facrie cannot stand such torments and deserts
the household. The faerie’s pact with the Devil thus broken, the
child instantaneously retums to its home.

e The Truth: Facries do steal children — and adults when
the mood takes them. Births among the fae are infrequent, and
habies provide years of joy to a faetie mother in Arcadia. Further,
the absence of a child provides a fae with a perfect opportunity
to slip in and become a baby, experiencing all the joys and
sorrows of growing up. The immortal fae have plenty of time,
afier all. Many babies are indeed chosen because they seem
peetty, merry, smart of sweet. Only the best will do for the fae
Mothers who ignore or larm their children may also lose them
torthe fae, who have special feelings for children. Bapuized or not,
v child who is mistreatad has a chance of being raken

Threatening or harming a facne changeling, though it may
he the only way to retrieve a captive chald, is a very dangerous
ffair. It the vaking of the child s ruly unwarmantad and the
hanecling 5 oxo homid o lerate, other e may forgive

fistraught parents for trying to recover their child. In any other
reumstance. any harm done to the changeling will be visired

renfold upon the household that condonad it. Further, the fair
I

folk will assume the people to be unworthy of having children
Mot only will the captive be kept, their other children mav he
raken as well, or the woman cursed with barrenness.

It is not unknown for adults 1o be kidnapped by the fae
Thev may be taken for a night or an eternity, but there is
usually something about the mortal that leads the fair tolk ro
notice her. She may sing or play an instrument so beaurifully
that the fae feel they cannor continue their existence without
hearing her again and again — for centunies. He may be so
handsome that the facrie maiden takes him away and becomes
his bride. Or the one taken may simply lack a sense of humor
and becomes the sport of a gang of pooka determined to make

him laugh — or make him die trying

Darker motives are also at work. Redcaps sometimes take
rravelersalong the road, forcing them toattend grisly feasts, often
as the main course. Some malicious facries steal children and
assurme their pi.n &5 o torment Parcnts with endless crying,
«reaming and breaking things. The Unseelie have been known
to engage in human sacrifice from time to time, and those of the
Seelie Court whisper that perhaps their datker brethren do pay a
tithe to Hell in retum for some unknown gift.

AckNOWLEDGING FAEriE HELP
o The Belief: Thanking a facne for his help s both
wm.F.;h'::.i siid necessary if he 15 not to be tended

. “1-.' [ruth: Acknim e 1;-|i_' Jebt to
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honey lett out for them. Some tacnies become irate when
humans offer them more permanent gifts such as jewelry,
helieving it shows the mortal's own vanity in thinking he has
11|'|.f§"ll'..-“' N '---=r'|t| IO O rer L0 One Of ':’-1. IMagic 1 ].'.'. -.-".1:. I
understand that the mortal is simply trying to thank them and
accept it as graciously as possible. [r all depends on the fae
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CURSES
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¢ The Truth: The fae may be fickle, touchy, difticult to

Fl't'-ur.: ind e isily bored, but they are irely N just within their

I Al g

o codes of behavior. Minor annoyvances and sSmall inconvie-
nIENCes may o laid Lo humans or Cainites at a taerie s
T

whim. There is usually some reason behind doing so, bu
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rses may cause all animats Lo mstinctivery shy away it

path of a hunter, or make the lord's household guards unable
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Those great curses that aftect entire family lines, last for
centuries, cause direct harm, or kill may only be invoked
against those who have caused grievous harm to the fae
Backed by the full force of the Dreaming, these termbile
maledictions can destroy a mortal or Cainite, make him and
his heirs laughingstocks, undermine him politically or so-

1 + i
cially, or simply ruin him financially

il =
Fair Fouk TYPES
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Sleep safe, my baby
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‘Baloo Baleerie™ (Hebrides cradle song)
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mortals have identified several types of faeries, among them a
number of elemental fae of the waters, mountains, fields and
forests too numerous to derail, Though in many cases, these
mortal labels are inaccurate (or at least incomplete), they form
the basis for what maost Cainites know abour the fae as well,

There are eight types of facries that are best known ro the
Dark Medieval world.

* Boggans

These feisty fae are known as hard workers. They can
perform miraculous deeds in a single night. Boggans were
ofiginally found among the settled Germanic people, and they
reflect the pride such people take in having well-ordered
homes. Boggans often help with the housework and chores.
Homes that boast a boggan in residence are unusually well-
kepr and prosperous.

* Nockers

Nockers are noted for having both bad tempers and foul
mouths. Found wherever the Earth yields up gems and coal,
nockers are superh miners. If morral miners show respect for
nickers arsd leave out bread and honey for them, these quarrel-
some fae will somerimes “adopt” the moreals and assist them in
firding rich veins or by digeing through particularly difficult
stone while the miners are not there towitmess rhe feat. Unhappn
nockers can break tools, cause cave-ins or foul the air in their
caves, poisoning miners and driving them away,

* Pooka

Pooka are known fur their ability to change shape, Most
mortals lump pooka in with shifter faeries (see below), and
consequently fear them unreasonably, Nor do mortals usually
realize that pooka have anaffinity toone particular type of animal
and that this is the only shape they can assume. Pooka do love ra
play pranks on mortals and supematurals alike, though unless a
pooka is virulently Unseelie, such jokes are rarely dangerous.
Moxe often they are merely embarrassing. Pooka are incapable of
telling the truth, a factor that also leads others ro distrust them,

* Redcaps

Ever hungry and foul tempered, redcaps hate mortals
(and most Cainites). Probably the single most feared race of
faerics, redcaps are noted for grouping together to atrack
unwary travelers. Their name comes from their practice of
dipping their caps in the blood of their victims as they
consume the unfortunares’ flesh, Some Malkavians claim that
redcaps are related to Cainires.

. Sat'frai.

Little is known concemning satyrs, except in Greece.
Those who have any knowledge concerning these goat-legged
fae know them as mythological beings of ancient Greece
whose lusty passions lead them to seduce young virgins. Most
would be very surprised to meet an actual satyr.

* Sidhe

These talland beauritul fae are best known in Treland. They
rule all the other Fieries and the kingdom of Arcadia. Divided

DARK AGES COMPANION
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into Seelie (good) and Unseelie (bad) courts, all sidhe are
powerful magicians and fearsome warriors. Their flaming swords
can easily sever a Cainite's head from her shoulders: when in the
rhroes of their wrath, they have been known to do so.

. Siuagh

These elusive fae shun the light and live in deep caves.
They have been seen in such far reaches as Scotland and
Russia. Secretive in the extreme, not much is known about
sluagh. They, on the other hand, seem to know everything
about everyone else. Many Cainites believe sluagh are related
to Nosferatu.

* Trolls

Huge and muscular, these gigantic fae are found most
often in Scandinavia, Germany and the British Isles. Fierce
warriors, trolls serve as guardians for the other fae, particularly
the sidhe, and are rumored to be the guardians of faerie
treasures. A swing from one of their mighty war axes can eleave
a Cainite in two. Many mortals believe that trolls will turn to
stone if they are abroad when daylight comes.

More information on these faerie kith may be found in
Chapter Nine of Vampire: The Dark Ages.

OTHER FAE
Though | am old with wandering
Through hollow lands and hilly lands,
| will find out where she has gone,
And kiss her lips and take her hands;
And walk among long dappled grass,
And pluck wll time and times are done,
The silver apples of the moon,
The golden apples of the sun.
— W. B. Yeats, “The Song of Wandering Aengus"

some faeries are indigenous to specific locales of the Dark
Medieval world. Many are thought to be singular beings, while
others band together and are known as “trooping faeries.”
Generally, singular fae tend to be more powerful than indi-
viduals within groups. Both are becoming increasingly rare as
their groves and secret glens are invaded and the Church
makes inroads into the hearts and minds of the people. Many
withdraw further from the world, leaving for Arcadia.

HLFAR

Also called elves, these Norse fae are often mistaken for
a version of the sidhe. Alfar are the fae least likely to be
encountered on Earth as they usually dwell entirely within
their own realms of the otherworld. Whenever someone meets
an Alfar, he can be certain that the elf is on a significant quest
or mission. Such fae usually have powerful faerie treasures and
potent Glamour (faerie magic) with which to protect them-
selves. Alfar are most often found in the lands that will become
Norway, Sweden, Denmark, Finland, Russia, Germany and
Austria. There are two distinet types of Alfar, each of which
resides 10 its own realm




The light elves (or lios alfar) live in the kingdom of
Alfheim, a sunny, fair land of fertility and bounty. They love
the sunshine and are tall, with fair hair and light eyes. The lios
alfar adore bright colors, love animals, and excel in helpful
magic, agriculture and husbandry. Some alfar women are
noted spinners and weavers whose tapestries are treasured as
artworks beyond compare. The light elves are noted musi-
cians, poets and dancers, and sometimes may be induced
through gifts or flatcery toofferamortal a drink of Poet's Mead,
a potent brew that bestows the gift of lyrical genius.

Their clothing is usually elaborately embroidered and
they wear their hair in neat braids. Warriors among the lios
alfar prefer chain mail and long spears, axes and swords. Some
use elf-shot, which is an arrow wound abour with spells and
ripped with a substance that causes those hit by it to fall into
il I.'ECQE‘:‘. L'[h:l"lil]'LfELI .ﬁ!ffp.

Those who fall prey to elf-shot cannot be awakened
except through the efforts of others. The quest that must be
fulfilled ro awaken a victim of elf-shot is determined at the
time the arrow is made. Such quests usually involve Jong
journeys in search of strange or difficule-ro-find ingredients
(stichas rraveling to the easternmaost lands of the world to find
the jeweled serpent who guards the well of life, and begging for
a drop of the well’s water), Whatever the journey and its
dangers, it must be possible for heroes to fulfill the terms
within a reasonable period of rime (a yearand aday is popular).

The dark elves dwell in Svartalfheim, a dusky land found in
the caverns under the earth. Twisting tunnels give way to open
lands under adarkened, starry sky, where the elves reside in crystal
palaces. Because they are puissant miners, smiths and sorcerers,
the dark alfar prefer darkness to sunlight, which hurts their eyes.
The svartalfar prefer deep, jewel-toned colors set off by perfectly
cut and polished gems set into gold or silver, Dark, drab mining
and smithing gear is preferred as work clothes. Most have black
hair and black eyes and many among them have some deformity
(a hunchhack, clubfoot or twisted hand). Those who do not
appear to be physically deformed often suffer from occasional
bouts of madness or possess extremely dark hearts or cruel natures.

Svartalfar also prefer chain mail, swords and spears. The
elf-shor they use is not tipped with a substance that causes
sleep, but with one that causes sickness (and sometimes
death). Furthermore, it is rumored that the dark elves may
breathe deadly poison upon mortals who offend them. No one
knows whar the dark elves require in exchange for the anti-
dote to this poison.

The svartalfar take great pride in their smithcraft, fash-
ioning amazing and beautiful items. Whether jewelry, armor,
weapons, or useful household irems, many are infused with
faerie Glamour, giving them potent magical dweomers. One
of their grearest delights is fashioning magical rings thae bring
trowible or disaster to the wearers (moreal or Cainite). A ring
cither casts some Glamour over a morral, catsing her to act in
a way contrary to her nature, or it bestows power upon her.
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Some rings that give power may wrest themselves from a
person once she is dependent on their power, and disappear
(only to reappear elsewhere and tempt someone else). Others
levy a cost whenever they are used, such as making the owner's
heart grow colder, changing her gradually into an ugly hag or
destroying something else the person values (money, other
jewelry, peace of mind or even the love of her betrothed).
According to some tales, the svartalfar created the fetter
that chains Fenrir, the dire wolf, whao is now tethered until the
end of the world. Light as a ribbon, the leash is made of six
impossible things, among them the sound of a cat’s foor fall and

the breath of a fish.

It is difficule to say whether the alfar are good or bad, for
they can be both. Generally, the light elves are seen as more
helpful and tolerant of mortals (and presumably, Cainires).
The dark ones are seen as evil, twisted and less willing to aid
mortals. It is believed they would have more in common with
Cainites. Notwithstanding these reputations, it is possible to
encounter an angry alfar of the light whose wrath makes many
vampires tremble, or a svartaltar whois kind and generous —
especially to anyone he has taken under his protection.
CorrnGE FAERIES

Many names are given to cottage faeries, depending on
the local language. Called bvobachs, booakers or cottagers through-
out much of Europe, they are known as domoviyr in Russia and
duendes in Spain. Cousin to the brownie or boggan, they
perform many duties around their chosen households. Most
cottage faeries remain invisible when anyone is present. Those
who have been seen are said to be very different from boggans.
Rather than appearing as short and somewhat stout, cottage
faeries tend to be slightly smaller than humans, with thin
bodies and long fingers and toes. Hair and eve color varies.
They all have a preference for sober, practical clothing.

Some perform various household chores — from milking
cows to bringing in fresh rushes for a floor. So long as no one
catches sight of them as they work and as long as some small
token of appreciation (a dish of milk, a bit of honey) is left out
for them, cottage faeries make life much easier for those whose
homes they occupy.

Some cottage faeries disdain household duties, but guard
their chosen homes from outsiders — be they friends or foes of
the family. They can become difficult when their jealousy
keeps friends of a family from entering a house. Those who try
to enter are assaulted by flying cauldrons, utensils, tools and
anything else thar the faeries can throw until the offender
retreats outside, Unless the visitor means harm to the inhab-
itants, howewver, cottage faeries rarely cause actual damage to
those they see as trespassers,

A few cotrage faeries, especially domoviyr, help their
chosen households by stealing whart they need from neighbors
and travelers. Thus the famly may awaken to newly gathered
eges taken from the farm next door, a pie stolen from another
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neighbor's windowsill, or aniding horse ( with tack) taken from
aslecping traveler staying at an inn. Cottage fae do not take
kindly to suggestions that su h items be returned

A few cottage facries are jealous, hateful beings who move
mto houses and try Lo Jr*-[nw EVETYONC 1N them. Their usual
protective and helpful natures somehow become twisted into
madness. They are noted for throwing fumiture around. These
fac are highly dangerous — even to Cainites — and have been
known to seriously injure (some say, kill) vampires who have
aken shelter for the day in seemingly abandoned dwellings.

Cainites will most often meet cottage facnies in their roles
as guardians. While not usually considered the most powerful
of fae, cottage faeries have a number of tricks (invisibility
among them) that allows them to match wits with vampires
and win. Cainite lore rells of an unfortunate vampire who tried
tofeed from a person living in a house ¢ laimed by a cottager
The faerie’s potent illusions tricked the Cainite into the fire,
where ir s said his ashes remain to this day.

Tue ERLKONIG

This singular facrie, somerimes called the by erg, 1s found
wherever alfar are known. The Erdkonig (which means “ell
kimg™) is 2 tall. regal elf who wears a golden crown. He usually
dres<es in ¢ lothing to match the season — pale green in spring
dark green in summer, orange or gokl in autumn and white in
winter. Some say that the Erlkonig 1s the master of the wild
hunt. As such, he ndes a facric steed through the air, with
tacne hounds belling, horns sounding and courtiers shrieking
as they track an unfortunate victim through the nighe. If
SOMmEOne ;-unuu:d by the wild hunt escapes it until dawn, she
is free 1o go

Usually, the Erlkonig works alone as a portent of death.
When he appears to one who is about to die, his visage depicts
thetype of death the person faces; if the Erlkonig grimaces, the
death will be painful, while a peaceful look portends an easy
death. While many claim that once someone sees the Erlkonig,
her death is inescapable, others say the elf king always ofters
the person a reasonable chance to escape. Sometimes, the
condemned must answer a riddle or solve a puzzle. Other
tines, she must defeat the Erlkonig in some sort of challenge
(combat, storyrelling, extemporaneous poetry) in order to
survive the experience. To some, this sad-faced fae appears as
a sobdier. As he approaches, he holds up a bloody red hand and
indicates that he wishes to fight a duel. If the person accepts
the challenge, he inevitably loses, and is doomed to die within
a formight

Many say that the Erlkonig is the king of the lios altar, a
good-hearted being whose job it is to collect the souls of the
dying. Others claim that he is one of the svartalfar, who steals
the souls of those he condemns, using them to increase his own
power, [t isunknown whether any Cainite bacing Final Death
has ever seen the Erlkon: 4
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GIANES

The name gianes is ltalian, but these wise and dangerous
fae are known as skogrsa, spinners and weaver facries in places
throughout Europe, Russia and Scandinavia. They usually
appear as unattainable young and beautiful women, older
ﬂrﬂﬂkl ok hf[l"' Wormen, of @“'l!‘i. Rﬂfl:l'ﬁ ELATIES A5 me h“ man
male form. Those who do prefer to dress in long concealing
garments with hoods.

Gifted with powerful prophetic and rime magic, weaver
facries are able to provide potent divinations. By staring into
their spinning wheels as they turn, they are able to foresee the
future for whomever provided the materials for spinning.
Some gianes use other divinatory methods, such as interpret-
ng Ihf Waves t'f!fﬂll"l.:l I.'."'[ i.I IET{"IHF: stoneésina I'";Kﬂ. O W dt{hlli_ﬂ_:
leaves blown by the wind. Whatever method they employ,
Il'l WEYET, I ﬂl“'-.l'!'!i- in‘l-l-:l‘l'ﬁ'i-'i moton uf‘urnlf: =00t

The gianes' predictions are always accurate, though some
aspects of them may change due to actions taken to prevent
them. The gianes never sweeten their prophesies; only those
who want '.|".- |||*|'r.|r|‘||w!1|.xi H'.IT!"I iEi-'-HLl .1.*-;; Til'i.'l'l'l abour the
future. Furthermore, their oracular gifts come with a high
price. In return for their knowledge, they always ask for
- lI"'.".L'th'I'_' sfrange ll"!dT RTINS TASY CT 'IJ'..'_!"I i
;':. wes the one
this as a gamie; they don't intend tor anyone to get hurt

v et, but whaich

went to fetch it in mortal danger. The glances see

Gianes have been known to make predicuons tor Cainites
who ask nicely enoughorwho can be required to gift the faeries
with something mortals have no chance of obtaining. Con-
versely, at least one Cainite has found herself the rarget of a
persistent hunter who was required by the gianes to fetch a
vampire's blood in return for a prophecy,

Tue Hac

Known to some as the Blue Hag, to others as Black Annis
ot the Lady of Death, the hag is most often described as a single
individual. The name hag derives from the words hekau (the
Hebrew word for “wisdom”™) or hagl (a Norse word meaning
“sacred grove”). In either case, the term denotes a holy or wise
woman o priestess who knows words of power and who can
predict the future. Often depicted as being from Scotland, the
hag can be found as far away as Egypt and the Holy Land.

An old woman in tattered black or blue garments, the hag
walks ar night and carries a staff carved from holly. A carrion
crow rides on her shoulder, Reputed toknow the fate of anyone
she meets, she is often depicted as wearing a veil, implying that
no man is permitted to know the manner of his death. In
Brittany and France, the hag is known as the Korrigan, who
appears as a lovely, desirable woman by night and as a hideous
crone by day. Some say if a suitor truly cares for her and does
il h‘pLh_‘ILq'H_‘ her i-u, ;_]M\, wh{: hr-,}_lh'u.:i ]"H;.!utlrul l” I]"H: rime
Many believe that the hag is not a faerie at all, but an avatar
of the three-fold poddess in her crone aspect




Legend depicts her as bad tempered and easily angered; if
she touches anyone with her staff, they will die. Cainites may
simply enter torpor (though the sun will then kill them if they
aren’t under cover by daybreak). Those who treat her with
respect may escape this fate and may even find fortune. To those
who please her, she has been known to give cryptic clues thar
lead to buried or lost treasure, or advice that saves them much
grief. Her knowledge and wisdom are legendary, and those who
seek her toleam that knowledge are rarely rumed away. She does
require a price, however. Depending on her mood, the gifts
offered her, the respect shown her and the reason someone wants
her knowledge, she may ask for something as easy o find as a
wooden comb, or as difficult to obtain as a small pink flower thar
grows only on the highest peaks of the Carpathians

The hag 1s most powerful during the winter months,
following Samhain, and she buries her staft during the summer
months, reacquiring it each year on Samhain Eve. It one can
find her stalf, he is believed to gain power over all humans
Though

that may even be effective on vampires, her blood s sald 1o be

1 [ { 1
she herself knows many healing herbs and unctures
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SHEPHERDING " AERIES
| .}I-.' ling facries af 5-':1 Vi IN O EVETY Cuiour that
L‘-:;i % Dt il .1.= ‘ _ L Ared '..;;'.':.q.'.:.'..*.":'n Ce]
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poats, some specialize in other domesticated animals such as

o
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cows, horses or pigs. Known as the gruagach in the British Isles,
vasily in Russia, Yann-An-Od in Brittany and by other names
throughout Europe, shepherding facries usually test mortals to
see if they are worthy of having animals under their care
Rumored to be shapeshifters not unlike pooka, shepherding
faeries in actuality, rarely (if ever), assume animal form. Some
take the shape of grotesque-looking old men or women, but
most often they appear as normal shepherds, goatherds, pig
herders, goose girls or grooms. Whenever they do take on
animal form, it is usually to test herd owners or caretakers
whom they suspect might be mistreating their creatures
These fae can be beneficial or harmful depending on the
behavior of mortals with whom they interact. Some appear at
3 stranger’s door and beg admittance to the house. If allowed
nside and made welcome, they reward the kind host by
protecting that person’s herds or flocks, If refused admittance,

thev have been known to set fires or steal animals in reralia-

When a shepherding faerie assumes responsibility for a

| or tlock, the fae protects the animals from predarors
1 - r p SCATCE
' | I | [l % i- :'. | |l.:-
jured o wls and assist in birthings. Shepherding taeries
i N D K AT1 I [ | k '|:"l-' ¥ A Ll
et 1 rCaret il '.u; ed an E.'.i!TEl.'-.'! increase the

o g i E

CHAPTER SIk: I}.r’HH MEDIEVAL EUROPE

R
.iai& -, N 159




-

available food in older pastures if new ones aren't available.
Furthermore, they make certain that water sources used by
their flocks are clean and free of obstructions (like hidden,
broken branches under the water) that might cause injury to
amimals drinking from them.

While they understand that people keep herd beasts for
their usefulness (be it wool, milk or meat), shepherding faeries
punish those who mistreat animals. They would not harm
someone who slaughtered a pig for its meat — that is, afrer all,
the beast’s purpose — but should that person starve or beat the
animal, he would incur the fae's wrath. The faerie is usually
content merely to steal the entire herd and add it to his ever-
growing tlock, but occasionally, an enraged fae may curse o
even attack the careless or cruel master.

Though their main concemn is with the animals, some
shepherding faeries rake it quite badly when good masters are
harmed. They go beyond protecting or avenging animals to
performing the same services for the humans who own the beasts
Should such people fall prey tovampires, for example, an angry fae
who warches over a flock might go to bartle on a victim's behalf
SHIFTERS

While all fae are dangerous when crossed, certain facries
don't seem o have & good side to their personalities. Most of
these extremely dangerous fae hate all other ereatures and seek
ta harm them ar every opportunity. Though most of their
victims are humans, some have been known to tangle with
Cainites who get in theirway or annoy them. Most such fae are
known as shifters because of their ability to assume other
shapes, and because of their alien natures.

Unee such fae were mere tricksters, but, angered by
mortals' rreatment of their faerie kin, many have become
killers. Known as ieles in Romania and eastern Europe, lutin in
France, and paingjainen in ltaly, Germany and Austria, and
sometimes linked to kelpies in Scandinavia and the British
Isles, shifters take on various forms to lure the unwary.

Some may look like normal humans and sing or dance to
entice victims to them. These forms are always flawed in some
way. The faerie may look like a beautiful young girl, but she

may be covering a long cat’s rail under voluminous skirts, or bar

wings under a cloak. Some may also take on forms that seem

better than possible, becoming (for example) a handsome

young man who is a perfect physical specimen. In both cases,

the fae use their Glamour to blind mortals to their real shapes,

which are often hunched and ugly. The shifters who take on

these forms seduce their chosen victims, visiting them night

after night once they have initially met. They feed upon both

the creative energies and the blood of their paramours, weak-

ening them daily until the people die. Rumor tells of a Cainite

who fell prey to a shifter and was reduced to a husk by this

psendo vampire, just as if he had been diablerized. It is also said

that the faerie acquired his victim's Cainite powers

o
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Orher shifters prefer more outrageous forms, appearing in
such guises as large, upright cats, sea horses, mountain ponies,
and surprisingly large hounds. Many of them, such as the cars
and hounds, speak to their victims, persuading the hapless
dupes to follow them. The evil faeries promise to show where
treasure is buried or swear that the king of the faeries will owe
the person a favor in return for assisting them in some labor.
Once in private and away from any witnesses, shifters attack
and devour a gullible fool.

Those who become sea horses and ponies do not speak,
but appear as enticing as possible, trying to lure someone into
mounting them foraride. The journey they then take the rider
on is a hellish nightmare. Sea horses grab hold of an adventur-
ous rider and drag him to the bottom of the sea, drown him,
then feast on his flesh,

Pony shifters mightalsobe called nightmares, for they run
away with a rider, magically holding her so she cannot fall off,
then race over the roughest and most frightening terrain they
can find (such as along slender and treacherous mountain
trails high in the Alps). Pony shifters delighr in and feed from
the terror of those who ride them. At theend of a journey, they
throw their victims off, laugh and run away. They mark the
riders, however, learning their particular “feel.” That night
and every night thereafrer, they send virulent nightmares to a
person, drinking in the resulting terror. If the dreams are not
stopped, the person eventually dies of exhaustion and fright

The final type of shifter assumes the form of an inanimare
object and causes trouble, Such shifters have been known to
take the shapes of farming tools, wagons, barrels, and even
clothing. Tools then move themselves, sometimes appearing
among a neighbor's possessions and causing arguments about
ownership, or charges of theft. Wagons roll away unexpect-
edly or break down when loads are placed inside them. Barrels
spring leaks, and clothing ewises around the person who dons
it, tripping her, wrapping her tightly or even binding her toa
tree,

A favorite ploy among these types of shifters is to assume
the shape of gold nuggets or other valuables. They incite greed
among potential owners, then slip away and into someone
else's purse or disappear just as the person prepares to pay for
something with his newfound wealth. These shifters seem to
gain whatever sustenance they need from the irritation and
anger they engender. While not as dangerous as shifters who
devour their victims, they can still cause considerable trouble.

o

WHEN Fair MegeTs Four,
(Freries AND CAINITES)

For the most part, faeries and Cainites tend to travel in
different circles. If vampires don’t go looking for the fae, they
probably won't be bothered by them. Still, there are certain
vampires who acquire a taste for exotic blood or who believe
the sluagh may know some vital information. These Cainites
may seek out the fae for good or ill, Their reception dependson
what type of faerie they seek, what kind they find, what they
want and how they approach the fae in question.

A more disastrous situation for a Cainite might occur if
she unwittingly drinks from a mortal whom a fae considers to
be under his protectivn. The fae make jealous guardians and
would consider such an action a blatant attempt to steal the
mortal in question, Such affronts do not go unpunished, and
the Cainite might never know what hit her or why.

Some fae are more tolerant of Cainites than others,
believing vampires to be distant kin. According to faerie lore,
vampires were once fae, bur their bloodlust consumed them
and made them into what they are. Many pity their fallen kin
and, if itrered or cajoled, might aid them

Other faeries find the presence of vampires extremely
distasteful, seeing them as terrible reminders of what might
befall them if they ever give in to their baser instincts. These
fae shun vampires whenever possible and seek to force them
away from their territories if [hf'.',' stray oo close,

The most sensitive faeries feel pain when in the presence
of vampires, These immortals feel the icy hand of mortality
stretching out toward them, freezing the laughter in their
hearts whenever they encounter vampires. They flee Cainites
and seek to kill them if the vampires follow.

One exception to all these is the Malkavian clan. Many
fae consider the Malkavians the only acceptable Cainites,
recognizing their madness as the vampires' attempts to em-
brace their fae heritage again and emerge once more into the
Dreaming that lays on the other side of madness.

The fae have many Arts that they use to annoy, embarrass
or even kill Cainites who displease them. The profusion of
Glamour and strength of their magic during this time makes
them more than a match for any single vampire, and possibly
for a whole group. Smart Cainites walk softly around the fae
and speak respectfully.
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- Revelations 12:12

1Berond the sar lq:ftmn]af the Oruech
lies o voodd of total daduess To the
Dok Wikdievoal 1mind, the forces of Sa-
fan ave a veal and potent threat, and
these fears ave rrnbe roanifest throuah
the scherres of inferralists, vobo seel fo
bring theiv bafurrmastersinto the voodd

CHAPTER SEVEN: INFERNALISAM

S TS



- 4
D =

Jif THER HELL
) »~ I'HE ROADS TO

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

PRIDE

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

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

DESPAIR

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

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

PERVERSITY

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

lGNORANCE

It is possible for a character to be so thoroughly tricked

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

LasT FOR POWER

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

TRICKERY

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

i
SUPPLICII

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

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

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

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

tified.
THE DOWNWARD SPIRAL

A character falls into a Supplicium whenever he makes
pact witha demon, increases his power in Dark Thaumarturgy,
gains an infernal investment or otherwise opens himself ro rhe
influence of Hell and tts minions.

%
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The Storyteller, as the tormenting demon, runs a personal
passion play for the victim of the Supplicium. This play
confronts the victim with his sins and forces him into further
damnation. This passion play should involve a direcratrack on
the character's weaknesses. (Note: We said the character's
weaknesses. This should never be an attack on a player's
personality. Supplicii are always roleplaying experiences, never
excuses for psychological bullying.)

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

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

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

CONSEQUENCES

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

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

INFERNALISTS

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

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

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

THeE BLack PucrivaGe
AND THE Devie's Mark

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

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

CINHOLY PLACES

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

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

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

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

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

(UNvoy Reucs AND INFERNAL Farr

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

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

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

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

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

CLAN INFERNALISTS

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

Assamite

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

Brujah

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

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

Cappadocian

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

their tasked of corruption — but rumors aver the existence of

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

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

Followers of Set

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

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

Gangrel

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

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

Lasombra

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

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

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

Malkavian

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

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

Nosteratu

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

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

Ravnos

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

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

Torcador

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

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

Tremere

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

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

Trimisce

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

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

Ventrue

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

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

reduced to a barren wasteland before his reign is done,

Via DiapoLis

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

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

Baaur

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

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

Tue First War

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

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

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

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

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

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

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

Tue GREAT WAR

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

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




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

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

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

The war raged for nine days and nine nights as Shaitan

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

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

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

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

Twue Banu Topay

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

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

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

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

SaaLoT

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

Maost accounts of the war have been lost with the Second
City, and those that remain are consigned o allusions in mem-
oirs and the ramblings of scholars and elders. All agree that it was
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a bloodbath, led by S
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hnishod, most of the Salubri had been decimated, and the losses
from all allies had been costly. But Saulot was not finished.
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Salubri’s fate. Saulot turned his attention to hunting the Baali
see the traitor to their clan destroved. When
ramors began attributing Baali presence among the Gnostic
sects, Saulot went after them with flame and sword. This
would never have gone on for so long, but for the burning
hatred shared by the other clans. Brujah in particular stood
with Saulot in this, and arranged for his allies to see abour
“mvestigating” the Gnostics. The bloody purge was mysteni-
asly ended by Saulot's command, and none to this night
widerstand how or why it began or ended,

aulot's chosen warriors. OF those, none

out,. driven to

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

short a time. In dating the appearance of the

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

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

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

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

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

wholehearredly.

Via DoLorosa

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

DARK NGES COMPANION

THE SALUBRI WARRIORS

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

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

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

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

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

DemonNic Pacrs

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

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

closer to Hell's power.

PacTs

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

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

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

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

— inscription on a gravestone, Yorkshire, England
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ALTERNATE
OcCcUpATIONS

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

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

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

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

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

INVESTMENTS

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

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

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

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

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

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

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

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

e ———— — e e —

I'RANSFORMATIONS

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

\ . _ | Armor: (1 pt Investment)

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

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

Claws: (1 pt Investment)

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

Flame: (3 pt Investment)

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

Flights (3 pt Investment)

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

Limbs: (2 pt Investment)

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

Poison: (1 pt Investment)

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

be made for each Blood Point imbibed.
POWER

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

Dark Thaumaturgy (varies)

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

Disciplines (varies)

Demons can teach Disciplines ro vampires. Each rime a
Discipline isincreased through aninfernal investment, it may
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be raised only one level. Raising Disciplines costs the charac-
ter a pact equal to the new Discipline level +3,

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

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

Attributes and Abilities (varies)

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

Life (one point per year of life)

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

Servants (varies)

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

WE HR‘EL
CALLED LEGION..,

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

CRINE AND SATAN

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

CHAPTER SEVEN: INFERNALISM
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LiuTH AND SATAN

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

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

SET AND SATAN

The Followers of Set know the tricks of demons very well:
indeed, they use many of them for their own purposes. This is
not to say that the Followers are servants of Hell. Setite
legends say that Jehovah, Christ, Allah and all the other gods
are but trinkers held up to pacify humanity, and that the
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various Jevils are merely terrors to frighten them. Their
dedication is to their lord Set and they will not be swayed from
his path.

T WYRM

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

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

~FOR WE ArRe MaNy

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




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

LUCIFER

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

In past ages he was given charge over the Earth and
humankind, but with the coming of Cheist and God's new
covenant with humanity he was overthrown and condemned
to Hell. By the 12th century, people have accepted rhat
Luciter is the enemy of God and man, dedicared to the
overthrow of the Earth. Luckily he is bound in Hell unul the
world's end.
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The idea of Lucifer as an antihero, a Promethean figure
that could be pitied or even praised, will not arise until the
17th century. In the Dark Medieval world he is the ultimare
foe, the pitiless fiend who seeks to trample all that is good
i']l_‘F'I-I.'_‘LI []'I. I']_!:'n fl-[':l"n-'f"l'l ]TH'H.'J\'I;,T‘_L ] IE" '|'-u ok h'l.?‘i.‘. o enter thl.' 'lﬂu'l.'lT]L‘I
and relies upon his servants, the princes of Hell, vo do his work.

THE ANTICHRIST AND
THE END OF THE WORLD

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

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

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

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

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

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

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

of !hl.' !'IJ'L‘[" stand forever

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

orders of Fallen Angels leading the unholy legions

FIRsT HIERARCHY

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

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

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

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

drift behind them

DARK AGES COMPANINION

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

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

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

Attack: Bumning Touch for five dice of aggravated damage

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

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

Dark Thaumaturgical Paths: Video Nefas 5

Blood Pool: 210, Willpower: 9

SECOND HIERARCHY

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

who whispers rebellion against authority and incites people to

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

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

THE HUNTSMAN

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

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

what else he has ro offer....

o 7 o

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

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

Attack: Weapon for eight dice + Potence

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

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

THIRD HIERARCHY

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

SPITE

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

THE DEMONS

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

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

i
FiEry DEMONS

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

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

STAR DAEMON

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

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

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

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

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

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

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

Thaumaturgical Paths: Cre Ignem 6, Rego Elementum 4

Blood Pool: *, Willpower: 10

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




AERIAL DEMONS

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

BELTEROTH, THE STORM-CHHSER

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

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

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

Attack: Claw for 7 dice + Potence,

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

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

Thaumaturgical Paths: Rego Motus 5, Rego Tempestas 4

Blood Pool: 15, Willpower: 7
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TERRESTRIAL DEMONS

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

The Buack MonNk

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

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

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

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

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

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

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

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

AQueEous DEMONS

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

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

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

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

Attributes: Strengrh 7, Dexterity 3, Stamina 6, Charisma 4.
Manipulation 3, Appearance 0, Perceprion 3, Intelligence 2, Wits 3
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Health Levels: OK, OK, OK, -1, -1, -1
-3, Dhspelled

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

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

Disciplines: Fortitude 5, Obfuscate 4, Potence 7

Blood Pool: 20, Willpower: 5

SUBTERRANEAN DEMONS

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

"

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

(GERGIMOTH, A GNOME

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

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

Appearance o2, Perception 4,




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

Attack: Crush for 15 dice + Potence

Abilities: Brawl 5, Discover Treasures 4

Disciplines: Fortitude 5, Potence 3,

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

Blood Pool: 15, Willpower: 8

Bounp DEMONS
Least among infernal powers are bound demons. These

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

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

s -

FAMILIARS

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

Familiars need to be fed the blood of their master weekly
or they will wither and die
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Attributes: Strength 2, Dexterity 4./
Stamina 3, Charisma 2, Manipulation 2,
Appearance 0, Perception 4, Intelligence 3,
Wits 4

Health Levels: OK.OK, -

1, -1, -1, Dispelled g s t
Attack: Claw for 3 =" || !
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dice (possibly poison as /| o S bed

well for 3-5 dice) o

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

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

Bleod Pool: 5, Willpower: 5

CuUsTtones

These minor beasts are bound to guard a place and s

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

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

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

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

Abilities: Brawl 5, Stealth (wair patiently) 5

Disciplines: Fortitude 3, Potence 4

THE INFERNAL
IN THE DARK
MepiEvarL, Worp A

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

— N4

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

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

Bar

strength |, Dexrerity 3, Stamina 2

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

Attack: Bite for one die

Abilities: Alertness 3, Dodge 3, Stealth 2

Blood Pool: |

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

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

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

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

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

Cow/Bar

strengrh 33, Dexterity 2, Stamina 3/5

DARK AGES COMPANION

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

Attack: Bite for three dice/gore for six

Abilities: Alertness 2 (Brawl 3)

Blood Pool: &

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

DEER/STAG

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

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

Attack: Nonefgore for five dice

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

Blood Pool: 5/7

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

Hare

Strength 1, Dexterity 3, Stamina 2

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

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

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

Blood Pool: 3

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

Hawk/Crow/RAVEN/OWL

Strength 2, Dexterity 3, Stamina 3

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

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

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

Blood Pool: 2

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

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

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

Blood Pool: 4
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ered an ideal hunter and guardian: it knows its duty and
performs it without fault. Though the hound is considered
dirty and stupid by some, no one doubts its skill — or temper.

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

Lion (EUropPEAN)

Strength 4, Dexterity 3, Stamina 3

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

a

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

(Dodge 3, Stealth 3)

Blood Pool: 9

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

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

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

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

RAaT

Strength 1, Dexterity 2, Stamina 3

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

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

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

Blood Pool: 2

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

SHEEP

Strength 2, Dexrerity 2, Stamina 2

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

Attack: None, though rams can gore tor three dice

Abilities: Alertness 2, Empathy 2

Blood Pool: 3

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

SWAN

Strength 2, Dexterity 3, Stamina 3

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

Attack: Wings for two dice; bite for two

Abilities: Alertness 3, Brawl 2, Empathy 2

Blood Pool: 3

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

WoLr

Strength £, Dexterity 2, Stamina 3

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

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

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

APPENDIX: BESTIARY
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Welcome to the Long Night, childe. Come and
learn the secrets of an ancient race that comes alive
after the last rays of sun have fled the sky and that
hides in the darkness or at the foot of the children’s
beds. A whole new world lies within, just waiting
to unfold before your unbelieving eyes. Run with
the Children of Caine through the moonless nights
of Dark Medieval Europe, learn their lore and solve
their mysteries — for you have become one of them.

includes:

New bloodlines that met their ends at the
hands of the Inquisition and their mystical
N Disciplines;

Expanded information on the Roads

: all Cainites follow;
+ A plethora of information on Dark
V.4 Medieval Europe, including paganism,
3 Kabbalah and dread infernalism.
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