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EMpPFRORS AND HINGS,
ARFEBUTOBEYED IN THEIR SEVFRAL DROVINCES,
BUT HISDOMINION THAT EXCEFDS IN THIS,
STRETCHETH AS FAR ASDOTH THE MIND OF MAN!
A SOUNDMAGICIAN IS A DEMI-GOD.
HERE, TIREMY BRAINS TO GET A DEITY.
— CHRISTOPHER M ARL OWE, THE TRAGEDIE OF DOCTOR FAUSTUS

Since the night God handed down his Curse, Caine snd his progeny have soughta way to circumvent it— short
of actually redeeming themselves in the eyes of God. Now in the Final Nights, however, a cabal of vampires and
mages has found a way to negate God's will. Join us in this, one of the final chapters of the World of Darkness, as
we present a morality play in which man not only exceeds himself, but damns others with him.
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The mierely improbable we can do today. The impos-

sible takes a little lomger.
— Erherite motto

Everything is true; nothing is forbidden

— Hassan |-Sabbah

STRANGE DAYS ARE UPON US, A new star
blazes in the heavens: barriers between worlds are
falling; corpses of the unburied dead have risen to seek
human victims: 3 cosmic reckoning 1s at hand. The
impassible is slowly becoming possible, and the legend-
ary is becoming real. These are the End Times, the Final
Nights — for all those who doubt such rhetornie, you
need only open your eyes

This book offers an |tI'||‘Lh‘wl1"I1.' SUOY, © '|!ll'p1|1 ot
modermn horror. It is o tale of damnation and redemp-
tion, of hope and madness, At the center ot it all, the
unthinkable happens: A vampire becomes mortal again.
This is not some chance occurrence or urban legend
that allegedly happens in a forgotten comer of the
world. I is witnessed, itis verifinble, it is brought about
by a conspiracy with means and motive — and it has

consequences for all those who walk in shadow and
darkness.

You, in the role of the Storyteller, must decide on
the particulars. More importantly, you will have the
chance 1o decide who this redeemed soul is. In the
pages that follow, elaborate webs of conspiracies un-
ravel, in which many different factions, chantries,
coteries, and onranizations have been pursuing rhis
goal for centuries, Three conspiracies are closer to this
goal than any other: one led by a Giovanni, one by a
New World Order rechnocrat, and the third by a
Celestinl Chorister. Other, smaller groups contest for
contral of vital resources — with so much eftort, it is
inevitable that one will succeed

Detonated in vourchronicle, thisevent canchange
the World of Darkness forever. In physics, every action

INTRODUCTION
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has an equal and opposite reaction; this event will send
shockwaves of chaos and alarm throughout the super-
natural world. You must decide how close your players'
coterie or chantry is to ground zero ar the time. If their
characters are living mages, they will bear witness to the
eradication of the boundary between the worlds of the
living and the undead. The Masquerade will shatter,
and hideous truths will be revealed. If your players'
characters are vampires, they may rush o prevent this
event, or they may struggle to deal with the conse-
quenceswhen it occurs. Or perhaps one of them may find
redemption... and pay its rerrible price.

Many of the conspirators involved are visionaries
who pursue the impossible on a regular basis; whether
vou think of them as mages, rechnocrats or Tradition-
alists is up ro you. The world is full of possibilities, but
you are the ultimate arbiter of its reality. There is no one
absolute “canonical” storyline for this book: instead,
we'll give you a host of choices, and you must decide
which one to present to your players. More precisely,
their heroes will be at the heart of the story, and they
must deal with the consequences. They can save the
world. .. or advance its destruction.

Sound impossible? Good. Making the impossible
real is one of the themes of this book. Ancient creatures
and cosmic visionaries may think they understand the
world they live in, but when world-shaking events
occur, they must face their fear of the unknown. Once
you believe in one impossible fear, far more fabulous
achievements become easier. The end is nigh — this
book offers you a chance to bring your chronicle one
step closer to Gehenna. The sky's the limit. Mastery
over the limits of reality may even bring a few idealists
closer to Ascension. With each new revelation of the
End Times, we have brought vou closer to thar world's
destruction. Before this tale is over, the heroes of your
chronicle will have the chance to leap into the abyss —
and see if it destroys them.

RBecoNnsiDeER

Think back to the first time you played Vampire,
the night you first considered this simple question:
“What if vampires were real”™ (If you haven't played
thar game, you'll have even more to think about before
you launch your own Red Sign chronicle.) By asking
that one question, you opened yourself up to a thousand
others, Every aspect of human existence changes when
a mortal undergoes the Embrace. He tums from the
human, daylight world to walk in darkness forever.
Findinga home, companions, money, sustenance, grati-

w

fication — the mortal equivalents become tainted one
by one.

Understanding all these changes depends on the
next question: “What happens when a mortal becomes
a vampire” If you've played World of Darkness games
long enough, you know the answer in countless permu-
rations and variations, possibly as though you had lived
through such an experience yourself. Now consider a
different question: “What if a vampire became mortal ™
It such an event were possible it could bring an end 1o
centuries of suffering... or it could bring new horrors
never before ex [’ﬂl:rit'nvr.'t.‘d. What |111p|1;:|1,1. to the
Kindred's Masquerade when a mortal knows everything
about their society, because he used to belong ro it? If
one of Caine's childer is redeemed, can he return to a
normal lite, or must he flee from shadows forever after-
ward? One question leads to a hundred others, and a
hundred permutations of triumph and despair.

Who could possibly bring about such an impossibil-
ity? In thiscase, it'sa cabal of willworkers who restructure
reality on an almost daily basis. When we speak of the
impossible, consider what mages might do. What hap-
pens when a mage holds power over life and death? s it
possible that he may be corrupted by that same power?
Does it give him power over the undead. .. or would it
make him their slave! What would the elders who
benefit from the Camarilla and Sabbar do when outsid-
ers offer their followers an escape! Whenever a mage
defies crearion, it has a habit of punishing him for his
hubris. In our story, several chantries of mages probe the
limits of reality, perhaps pushing it to the brink of
destruction. The very forces of creation may push back
in ways they couldn't possibly anticipate. If they aren't
careful, they may summon something they can't put
LIU“.'I'I..

THe REDEEMED

A fateful hero stands at the center of this story —
we'll call her the Redeemed. At the start of her story, she
aspires to overcome a curse that has enslaved her kind
tor millennia. Some claim it is as old as the Biblical
legend of Cainand Abel, the children of Adam and Eve.
Vampires, in a vain artempt to put the horror of their
existence in a context they can understand, speak of
“Caine" as the first of their kind, cursed by God Himself
to suffer for all etemnity. Our hero is well versed in this
story, for all of her kind are indoctrinared with this lore
from the moment of their first Embrace.

That story is considerably different from the ones
mortals tell. In countless legends of vampires, the act
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that creates such a monster is one of damnation. Vam-
pirism bestows “immortality,” but with a terrible price:
the need to feed on the blood (or souls) of lesser
creatures, In certain legends, the forces of righteousness
repel the vampire. Whether represented by the sight of
the Christian cross, or some other manifestation of
“true faich,” it should vary from one story to another.

Humaniry has accumulated strange tales about the
Damned, desperately trying to define what they have
glimpsed in darkness. In some legends, vampires are the
result of a divine curse, perhaps as punishment for an
atrocity the vampire committed while alive. In other
myths, vampirism may be bestowed by malefic, infernal
of demonic powers—all who feed on blood are servants
of these dark powers. Whether tormented by angels or
demons, the hope of Heaven lies outside this monster's
grasp; he must suffer for all eternity without the hope of
redemption. Perhaps his destruction may bring about
his own oblivion... or perhaps it is the beginning of an
eternity in Hell.

The Redeemed defy all these speculations. Real
vampires are acquainted with personal horror, watch-
ing as their former lives erode and vanish piece by piece.
It is the result of a personal choice, one made by the
vampires who chose them to share in their curse. For
Kindred and Cainites alike, it is a legacy passed from an
existing vampire toa chosen victim. The victim must be
killed — drained completely of her blood — and then,
as the victim dies, nourished with a taste of the vampire's
vitae hlood. He becomes her sire; she becomes his
childe. It is a marrer of circumstance, or if one dares o
say s0, a quirk of fare,

No God intervened; no higher power passed judg-
ment. When the Redeemed became entangled in this
Embrace, she may have pleaded for her master's power,
or she may have been oblivious. Her sire may have
punished her for some real or imagined slight, or he may
honestly have thought of it as a gift. Butwhat fate awairs
her when thar backhanded immortality comes to an
end? What happens when a vampire's soul — so obvi-
ously extant, scrurinized by so many supernatural ralents
— when that creature is destroyed ! Does some dark fate
await, is it consigned to oblivion, or was it shartered at
the time of her Embrace!? For those who have heard this
story countless times before, still more questions wait to
be answered.

Redemprion offers the answers.

And once it is found, another question must follow:
Can orher Kindred follow the path to redemption? This
book offers up several initiates who will risk everything

S

tor blaze this trail. Or if you like, vour players may offer
up one of their own. Redemption offers a faint ray of
hope in & World of Darkness. Consider the horrors that
lie ahead, that hope may be all that will sustain them.

THEME

One of the themes of this book is hope. As the
saying goes, darkness cannot exist without light. One
casts the other into sharp relief, defining and detying s
upposite. AsGehennaapproaches, the world will plunge
into darkness, but if all of creation is destined to spiral
toward annihilarion, there must be some hope of es.
cape. Without it, there is no free will, no point in going
on. No matter how we tell this story, our heroes are
doomed and the outcome is ultimarte defear. The Re-
deemed is ane soul who has triumphed over evil, and
her fate will inspire or condemn all who hope to follow
her example. Perhaps she may even delay that catastro-
ph.: — pr avert it entirely.

Moon

Depending on your preference, the mood of this
chromicle ¢an be conspiratorial, philosophical, or
Lovecraftian, By c:un.&pll‘ﬂmrlal, we mean that a vast
network of mages and Kindred have allied to bring
about one vampire's redemprion. One approach to this
ook is to have your protagonists unravel the web of this
conspiracy strand by strand... until they reach the
center, and realize the monstrous truth that lies there.
The first act of redemption will send tremors not only
through this web of lies, but throughout the world.
Follow any one of these conspiracies, from one contact
or conspirator to the next, and you'll find the madman
or visionaryat the center who secks the power to change
not just one soul, but the world.

When we say philosophical, we mean that thisstory
is about more than mere physical conflicrs, like killing
vampires of a rival sect or draining mortals of their
blood. The events of this book may challenge the
charmcter’s ideas and ideals. One cathartic event will
soomn refure all the characters know, and we encourage
vou to have them reconsider that world. Religious
implications, political repercussions and scholarly out-
rage result. Whether the protagonists of vour chronicle
are aspiring elders or Traditional scholars, all who bear
witniess to this ace of redemption will find their ideas
and politics called into question. They may join the
conspiracy seeking it, or form their own to stop all who
would dare take such risks. If the Ritual of the Red Sign
cannot be stopped, then the troupe’s chamcters will
have to deal with the consequences of this event.
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in great detail the largest conspiracy of vampires (and
related creatures) that is close to finding redemption,
one led by Ambrogine Giovanni.

Chagtss T Mg Pt et LB e
ments and philosophies that realize this one cathartic
evenr. As a impanion to the Previous cha prer, it
details the largest and most successful conspiracy of
minges pursuing this goal, one led by a rogue technocrat
trained by the New World Order.

Chapter Three describes the Ritual of the Red
Sign, offering various ways to either define it bru adly or
break it down in mechanistic demil. It addresses the
story from a more holistic view, describing many types
of conspiracies seeking redemption — along with the
potent ial CONsequences of their actions.

Chapter Four offers staristics and backgrounds tor
the characters who compose these conspiracies. You
may bring in them into your game as complex coteries
and chantries, or vou may use them as tools to advance
the story in your own preexisting chronicle.

1

Chapter Five gathers the ideas of the previous four
chapters together, showing Storytellers various ways to
bring them into their chronicles. This isn't an epic
“hackstory” your characters must watch from a distance.
We'll show you ways to get your coterie or cabal closely
involved, and we'll offer vou a host of options for
unraveling this web of intrigue in vour existing chronicle.

Monre HuMAaN THAN HuMAN

This baok ends with a discussion of how societies of
vampires and mages may be affected should the ritual
actually succeed. Redemption is more than simply re-
rurning flesh o life, The soul, the spirit — something
ephemeral and unquantified has prevented the ritual
from being performed before now. You must ultimately
decide: 1s the Redeemed merely a man.. . or has the fact
that he has returned from a lengthy and rorturous
existence as a vampire made him more than mortal? Has
his soul been purified. .. or has some oversight created a
monster lurking in a human form ! We offer choices; you
decide the truth. The future of the World of Darkness
lies in your hanids,
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Gioddamn this master race

that we're bom

Goddamn this howling wol]

that we're serving

~ New Model Army,

“You say that you have news of ouwr wayward brother,
Ambrogmp!”

Stlvin rIun’Lf:.".']. 'é-l_-l':[“ull:'r!i,li as he did “L hated mang
reports o Luma Criovanni The worman was a r.ETl:u.'JruJ" old
hag, who almost looked her true age of fower centuries and
change

“It would seem that he has fallen m with a group of
mages. He has also put together some sort of cabal of
powerful vampires, Camanilla, Sabbat and smaligned. They
dappedr o b workimng toward some sort of s:nnnf ritnal
designied to reverse the Embrace.”

“Mx, my,"” the ancient ruuommy sittimg m frong of him
chicked. "This does sound most mteresimg.

"Yes, old one,” Silvio agreed, suppressing a shudder

For a time, there was silence. Luna seemed to be
comtemplating something. Then: “We will send Benedict to
protect Ambroging. After all, dealmg with mages and
whamot can be quite demgerous.”

“He will noe like that.”

“Me will not refuse.” That statement carried a core of
stieel in it. “He will accept Benedict as his bodyguard or he

‘Master Race”

will be called back to Venice to answer for his actions. | am
sure that he would like that even less.”

“He will know that we are watching him, He will be
caveful what he says or does around Benedice. And he will
trv to elimmate him, "

'Of course he will. However, Benedict will only be our
most obvious spy. We have other resources at our disposal
And in the end, Benedict is expendable.’

Silvio nodded. He knew that, in the end, so was he

“We will watch from a distance, Should Ambrogmo
fail, omly he will suffer the consequences. Should he suc-
ceed , it will be easy for us to step in and seize conrol. Showld
he die, well, then we will fmally be vid of him." There was
a pause. "You are dismissed. Put together a report on those
vamrres with whom '!'I.Tl'li"’rlig'ﬂ':”ﬂ.'i-.'-lH'iiﬂ'r.”rﬂf'lﬂl! COMENALE 10
keep an eye on him,”

After Silvio had left the room, Luna leaned back,
shaking shightly. Being possessed by her grandsire ahways
weakened her. She wondered what had been so imporeant
m Silvio's report that it required the personal attention of
Augustus, but she decided that she was better off not
knowmg.

Charren One: A Unoea Bt (Viwews)
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Vampires are cursed.

Caine was cursed by God to wander the Earth in
eternity, and his offspring are cursed with the Beast
inside, with undeath, to watch all they love and hold
dear witherand die. They are denied the light of the sun,
the mste of good food, the pleasure of sex, the feeling of
their heart beating within their chest. Darkness and
damnation is all the world holds for them.

Of course, in these modem nights, only a very few
young Licks really think like thar. God is dead and
nobody really believes that the tales of Caine and Abel
and the angels of the Lord are anything but stories
designed to explain the unknown. None is bound to any
tare but that which they make for themselves. With the
nights of the city lit by neon signs and streetlights, who
cares about the sun! And are deathlessness and powers
beyond mortal ken not payment enough for the loss of
a beating heart! Is the sensual rush of bloodletting not
ample replacement for food and sex! Certainly, too
many vampires, be they Kindred, Cainite or something
else, think so.

They are fools.

This"immortality” is not a gift and the powers granted
by thee state of undeath are but a reminder of the truth; that
the race of Caine is forever and always cursed,

There are those who seek a release from this curse.
Those who look for an alternative to the blind accep-
rance of damnation, who desire a return to the mortal
life they once held. For as long as humans have searched
forimmortality, some vampires have, ironically, searched
for the ability to become mortal once again. Thissearch
stretches hack through the eons, to the very first whis-
pers of the fabled state of Goleonda. For millennia, this
wias a lonely road ro walk, something attempted by a
lone vampire or a tiny group dedicated to the single goal
of defearing His curse.

But no longer.

A conspiracy has risen among the race of Caine, a
group of vampires united in a single, apocryphal goal —
o unlock the secret of the vampiric curse and find a way
to restore life to the undead. It is a hlasphfmuus and
pechaps impossible goal, true, but one for which many
vampires stand ready to risk their souls and defy God
Himselt.

ANENDLESS QUEST

The search for a return to life is probably as old as
the first vampires. Stories tell us that one of the mythi-
cal 13 Antediluvians, commonly called Saulor, quested
far into the East in order to find a way ro defear the curse
that had been placed upon him, and that he returned
with many secrets, among them the key to Golconda.

Through the ages, many vampires have, for one
reason or another, rried to retum to at least asemblance of
their former selves and more than a few have tried o
reverse the curse altogether. Rumonrs, stories and half-told
tales of both success and spectacular tailure permente
Kindred society even in these modern nights, though most
such stories are told as cautionary tales to wam those who
would delve into mysteries best left undisturbed.

Yet, despite warnings and seemingly insurmount-
able odds, there are still those who, for various reasons,
Iy o undo the Embrace. For some, this is a [Hrrmm.nl
quest of redemption, fueled by a genuine desire to return
to thar which they once were. Others are driven by
curiosity, that very human instince thar has killed far
more than just the cat. Then there are those who hope
for power by learmning how to transform a vampire back
into a mortal. A few of the searchers are insane (or mt
least appear thus to others) and some are bored and
jaded, believing thar learning this final secret might
bring some passion and excitement back into their
unlives. Whatever the reason, there rliw'.l','.'-i have been
vampires who tried to challenge the status quo of their
existence. Many were the ways employed by those who
sought to undo or lessen the curse. The search for the
state of Golconda was chief among rhose. However,
blood sorcerers among the Kindred looked w their
rituals and spells for a solution, while others delved o
ancient tomes and went in search of stone tablets
whereupon soul-altering secrets were reportedly re-
vealed. And then there were those who went in search
of artifacts of great power or of places of mystery and
magic, hoping that these would aid them in their quest.

For several millennia, this was something generally
undertaken by either a single, questing vampire or by a
small group. No great gathering of vampires ever united
in order to try and unlock the mystery that is the
vampiric condition. However, this changed with the
ascension of Clan Tremere.

THE TREMERE PDROJECT

In the 1 1th century, a house of mortal wizards Jdid
the exact reverse of what so many vampires had tried
throughout the ages; fucled by a desire for immortality
in the face of waning magical power, they turned
themselves into vampires. The ramificarions of this
deed echoed through vampiric sociery, but this was
nothing compared to the shock that hit the newly made
clan itself. The Tremere found their magic warping and
changing and they lost much of the power they had
possessed when they had been mortal. Almaost immedi-
ately, the leader of the House of Tremere assigned some
of the most leamed members of his house to determine
why this was so. They soon surmised that truly powerful
magic required a living soul to fuel it and becoming a

The Rep Socw
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Hiowies ||||-|| { |-:|._L_|-. faded into the back-
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survival. Other things rook precedence and it was only
with the torming of the Camarilla, and the relative
e clan, 1
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stability that this promise | tor 1AL Lhe project
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could once again be approached with anything resem
Etrius himself rook an interest
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e AppPron il of the most MWL riul members of the clan
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The number of Tremere working on the project itself is
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So far, the Tremere project has been mainly magi-
Jin nature. Those involved have studied the resules of
Kindred doine scientitic research into the nature of
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it was a magicil ritual that transformed the original
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mvolved with the Project believe that blood sorcery is
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'he main reason for the Tremere's desire to find a

way to reverse the Embrace is the hope that this will

dlow those of o hetr members who were wizards betore to

nce again wield thewr potent magic. As the Final
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to occur with alarming frequency, the Tremere are

letermined o seize all opportunities to increase their
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(GOLCONDA

For those who believe itimpossible to ever return to
their lost lives, or who believe it to be a step on the way
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to returning, the state of Golconda is desirable. This
state of being, described sometimes as a balance with
the Beast, sometimes as a denial of it, is considered
nothing but an empty dream by some and a quest akin
to the search for the Holy Grail by others. Certainly,
many vampires have heard of a vampire who has met
someone who had talked 1o a vampire who had reached
Goleonda, but little in the way of hard facts corrobo-
rares (L. Hu'.-.-uvur. MOsE SOUrces seem o apree [hﬂ‘t
Golconda lessens the grip thar the Beast has on a
Kindred'ssoul. [t is also clear that the path to Golconda
isa hard and difficult road ro walk. Srill, there are always
seekers of this elusive state.

ATTITUDES TOWARD THE QUEST

There will always be vampires who, for some reason
or another, want to return to whar they once where.
While most give up, adjust or commit suicide rather
quickly, enough questing vampires continue their
searches out there that opinions have formed in the
various sects and clans.

THeE CAMARILLA

It is ironic that, while the Camarilla “party line” is
that vampires should call themselves Kindred and cul-
rivate their connection to humanity, the general opinion
among those in power in the Camarilla is against any
attempt at returning to thar humanity.

Some of this undoubtedly stems from ancient mem-
bers who still remember the customs thar applied to the
nights before the Camarilla, where any artempt toundo
the curse of Caine was considered heresy. However,
much of it also stems from fear — fear of what a rival
coulddo with the power to rurn a vampire into s human.
The mighty lords of the Camarilla shiver at the thought
of their enemies wielding such a potent weapon against
them. A third concern is the Masquerade — a morral
with all the knowledge about Kindred society and
history (and weaknesses) that a Kindred would possess
is notsomething that many Kindred are keen on seeing.

Those Kindred who express an interest in the
passibility of becoming mortal again are usually mocked
by their elders and told that it is a fool's errand, More
persistent searches into these forbidden secrets might
find themselves steered away more or less gently, while
those who seem to have some hope of actually succeed-
mgmight be “disappeared.” Needless to say, the Tremere
keep their research into the possibility of reversing the
Embrace very secret. Of course, the same can be said for
almost EVEeTY other Tremere project.

THE SABBAT

It probably comes as no surprise thar the Sabbat
considers this whole subject perverse and any member of
the Sword of Caine who seems interested in the possibility
is a target for insults ar best, and violence at worst.

f course, there are those among the Sabbar who
have considered the offensive potential of anything
that could turn a vampire back into a mortal. However,
these Cainites have also realized that the cost and effort
that would be involved in such a project makes it far too
expensive when compared to mass Embraces and brain-
washed fanatics.

In short, those few among the Sabbat who are
genuinely interested in discovering a way to retum to
lite operate in even more secrecy than their Camarilla
Counterparts,

THe INDEpeNDENT CLANS

It is extremely rare for any Follower of Set or
Giovanni to want to become mortal again. The Serites
usuzlly chose their childer c :1r1:f=.1||,1.' and do their best ro
indoctrinate them after the Embrace, teaching them
that their new condition brings them closer to their
dark god. The Serites view other vampires’ attempis
with interest, however, and it is not unheard of for a
Setite ro offer help to someone questing for their lost
humanity. The result is seldom what the poor vampire
was hoping for.

The Giovanni are usually just as careful as the
Followers of Set, if not even more so, when it comes to
selecting childer. Also, the childe-to-be is generally
informed of what is abour to happen prior to that acrual
Embrace and many of them know about vampires
betore being considered for the Embrace. This means
that there is less of a shock connected 1o the transition
and that a newly made childe can more easily adjust 1o
her new condition. In addition, the ¢lan’s fixation on
death greatly helps its members adjust to being undead.
Where the Giovanni sometimes run into trouble is with
their more catholic members. Those few who maintain
asrrong belief even in the face of the family's degencrate
practices will sometimes decide that their only hope of
redemption is a return to mortality. Such members are
usually watched with curiosity, and any significant
results they make are added to the knowledge of who-
ever supervises the surveillance.

Among the Assamires, a desire to return to mortaliry
ts rare, but far from unheard of. Muslim members are often
told that the Qur'an once had a passage thar promised
vampires the same redemption offered the djinn. The
reachingsof loyalty to Hagim generally drive any desire for
humanity out of those who believe them. However, there
are still some who desire to undo the curse. Previously,
these seckers were ignored unless their acrions caused
trouble for more powerful members of the clan, but ur-
Shulgi seems to consider the rejection of the blood of
Hagim something of a personal insult.

[t is unlikely thar there are any Ravnos left who
have time to quest for mortality. The disaster that hit
the clan still echoes deeply in the remaining members.
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Should any take up the search, it will probably go
unnoticed by those lefr, and remain the intensely
personal matter it is to most other Kindred.

RUMORSOF pUWEH

For those vampires seeking a retum to humanity,
many rumors circulate reparding people, places and
items that could potentially aid them in their search.
However, like rumors of Golconda, the Antediluvians
and other mj.'ths and ir:grnds of the Kindred, these tales
are sketchy ar best, with much more rumor than veri-
tiable tact.

* The Gem of Golconda: This large, oval dia-
mond in an archaic cur is said o have come from India
in ancient times, when almost all of the world's avail-
able diamonds were mined on thar sub-conrinent.
Rurmors say thar avampire carrying this diamond on his
person no longer needs to use blood to awaken every
night, but instead only every week. However, it is also
said thar the possessor will be drawn toward the Pach of
Humanity and those already on it will feel moral
impulses stronger than betore,

* The Book of the Living: In ancient Egypr,
important people were buried with a so-called Book of
the Dead, which was an instniction in how to navigate
the Underworld. Persistent rumors abound about a
“Book of the Living” or "Book of Life," which purport-
edly contains several secrets of resurrection and revival
known to Egyptian wizards. Some speculate, however,
that this is merely a rumor started by the Setites in order
to prey on those seeking a return to mortal life.

¢ The Holy Grail: Most vampires just laugh when
the Holy Grail is mentioned. It is a myth, they say, like
the myth that vampires are the cursed spawn of Caine.
A few elders, however, recall a rumor from the Middle
Apes: 3 rumor about a knightly order of vampires said
o possess the Grail and o practice a so-called “Grail
Embrace,” which ts whispered 1o alleviate the eternal
hunger that vampires suffer and bring the person who
is given it closer to Gl

® The Well of Mirth: Ever since the Middle Ages,
some members of Clan Malkavian have considered this
well, located in the Teutoburger Forest in the north of
Germany, to be a holy site. In small doses, the warers
have hallucinogenic properties, but rumors say that a
vampire drinking deeply from the well will revert o
heing a mortal again, either for days, weeks, months or
permanently, depending on tale. Those who seek out
the well seldom return however, and it is whispered
that ancient Malkavians guard the magical waters with
the aid of faeries and less knowable allies.

¢ Teotihuacdn: When the Aztecs tound this city,
it was abandoned, but strangely untouched by time.
They did not settle, as rumors about strange gods and

ghosts roaming the city persuaded them o move on.
Much later, archaeologists have been at a loss to ad-
equately explain why thiscity, which at its heighr would
have rivaled Rome at its peak, was empty when the
Aztecs arrived. Historically interested members of the
Sabbar have examined certain findings and carvings,
however, and have found whar they believe 1o be
representations of vampires, mage-priests, magical ritu-
als and the sun. They believe that the Tlacigque bloodline
(which the Sabbat supposedly exterminated) or the
priests of Teotihuacin might have known certain ritu-
als that could either tim a vampire into a mortal or ar
least allow them to walk in the sun. Such rituals appar-
ently required human sacrifice.

¢ Cathayans: The strange, enigmatic vampires of
the Middle Kingdom talk about chi and the balance of
the cold Yin chi of death and the hot Yang chi of life,
The Children of Caine, they say, are strongly Yin-
imbalanced, far removed from the chi of life. According
to the Cathayans, a vampire who is Yang-imbalanced
would be much closer to a mortal. Those Kindred who
have looked into this have noted thar Cathayans de-
scribed as Yang-imbalanced are, indeed, warm o the
touch and without any pallor. As such, some of those
who search for a return to lite have tried learning from
Cathayans or experimenting on them. Talk of strange
jade objects that, supposedly, should be able to channel
Yang chi into the owner also occasionally arises among
these would-be Sinophiles.

* The Thin-Blooded: In these final nights, some
vampires' Blood is so weakened that they are hardly
vampires at all. They can walk abour in daylight wich far
less chance of bumning to death than those of stronger
blood, and they seem to be able to consume food -
some talk assigns the thin-blooded with evien being able
to bear children. Thus, it is hardly any surprise that
Kindred who seek to learn how to retum a vampire to
his mortal state take a strong interest in the thin-
blooded. This usually takes the form of experimenting
on one or more unfortunate high-generation vampires.

* Demons: It seems a fact that demons exist and
that they are more than willing to make pacts with the
Children of Caine for their souls. More than one story
circulates about distraught vampires tuming to the
infernal in order to reclaim their mortality. Almost all
of these stories, however, are distinctly Faustian, and
are cautionary tales rather than suggestions.

A CONSPIRACY OF
SINNERS

It has been mentioned that the quest for a way to
return a vampire to the mortal stare of being is a lonely
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road, The Tremere Project epreésents the only signiti
cant group ettort toward this goal. Or at least, it was so
until a tew years ago.

Recently (quite recently, as vampires reckon time ),
a secret cabal of vampires has sprung up, a conspiracy
ucross the boundaries of sect and clan. A group united
in a single goal unlocking the secret of God's Curse,
detying Him and tinding a way to reverse the Embrace
And this group just might succeed where others have
failed because of one important tace: They

| FE Rl B e
on their side

Maost vampires have only heard rumors abour mages
[hey are said to be very powerful, with spells thar can
literally rewrite reality. As such, it is conceivable thar
powerful mages might be able to undo the Embrace and
retuin a 1'-|'||.|'|F"|r".' [ L) |'II.F 1-'|‘L||-'r SEaLe | |"""|'|-'|."'¢'|'r LTS
Il..'l'l.i" i hl.'-” W .|E1.'|il.|:1'\- .|||.'.| rt'll'i! LT .:|| ||"- "-.lrl'n l'lll!_:ll.
not as antagonistic toward vampires as Lupines, mages
nonetheless keep their distance from the Children of
Caine, who are wise to repay in kind. As such, it is easy
o understand why there has been no “ream-up” of
mages and vampires in the past. And it does mise the
question, why would mages involve themselves in Kin
dred aftairs and help vampires undo the curse! (The
answer to this question can be tound in Chaprer Two.)

THeEBIRTHOFA Ci INSPIRACY

Un the vampiric side, the conspiracy began with a
number of disappearances, kidnappings of certain vam-
pires by what appeared to be a group of technologically
inclined mapes who were, .!‘I'-F"'-I:I.I][l'l.', interested in
cXperimenting w 5=..L|1. AMpIres H wever, the o MEPIrAcy
itself was not really borm until Amby wino Litovanni, n
'l‘.'i_']l']ﬁ.rh".'ﬁ‘“ ."Ha_.lll"'.l.l[ ||.|h.| "",,'.l.||.i'||i'[ .E||1,'| |'|il.|.|:|l..i[ l!:-rr_'
came into contact with one of the mages. Ambrogino's
actions had drawn the attention of this mage and the

LWey ITeet “]H':H I.||1' TT1EI0 |I.I|'|. [.lL'.i‘. to Teveal |'.;'- I:'ll s il

COnSIMuCHng 3 nitua that could reverse the Embrace to
Thl' OIS L -I'III'I.'.I:I'H'II "'l.r1||‘r."__-n|u WS IIHTII_'III.'.l |"-. rh.-
1--'-'--q|'|!i!'-. (1l S ill I Proxject _||_r||'.=|1.' :-111-.1.t'-i||1'.:. it
because he was at all interested in returning to mortal
lite, but because the power represented by such a ritual
was oo much for him o pass up. He pur his immense
knowledge of vampires and the occult ar the nl|-~|'-| sal of
l:l'.rl"l'r'l.'l.l IO Oorganize a group ol

the project and vo
vampires that would help hinance that project and
provide insight into the nature of vampires, as well as
test subjects, artitacts and tomes that might prove
usetul,

Ambrogino immediately set his rather large net
work of contacts to work seeking our vampires from all
| |_|!|'-| 'L'-'I'.Il |'|||_:!|i |':|.|.".|_ SO =0T ol interest in "\.||F"¢'| LT -
Ing the creation of this ritual, as well as calling in favors
and boons owed ro him by various vampires. At first, he
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passed it oft as merely a theoretical question, an experi-
ment carmied out only in thought. If a person showed
interest, Ambrogino met with them in person, little by
little revealing more of hus plans. His goal was first and
foremaost toally himselt with powertul members of both
the Sabbat and the Camarilla. Although subtle, it was
not long betore Ambroging was able to meet with a few
prominent Kindred and Cainites and gradually draw
them out on the subject of returning to life. Some
vampires expressed interest, others indifference and a
few seemed shocked at the very concept. In the end,
Ambrogino was able to estublish a small but powertul
and influential cabal. He set himself up as head coordi-
nator (being intelligent enough w know not to call

himself the leader of the conspiracy), as well as chief

liaisom to the mages.

However, something has happened thar Ambrogino
is less than happy about. Somehow, one or more of the
powerful members of the clan residing in Venice have
gotten wind of his current endeavor and has sent a
bodyguard for him, a certain Benedict Giovanni.
Ambrogino recognizes Benedict as the spy that hesand
knows that Benedict has, on numerous occasions, acted
as an assassin for the clan. So far, Ambrogine fears todo
anvthing but accept Benedict's “protection,” but he has
hatched several plans to remove this unwanted guard-
1A,

Currently, the conspiracy is a small, core group of
very diverse vampires who, for one reason or another,

have joined the cause of unraveling God's curse. All of

them have their own agendas, as is always the case with
the Children of Caine, but for the moment, they seem
able to work together in order to see the ritual through
to its completion.

THe HEART OF THE CONSPIRACY

Three Kindred stand ar the center of the vampiric
side of the conspiracy. One of these is Ambrogino
Giovanni. He is an old and powertul vampire whose
ambition and lust for power has driven him since from

before his Embrace. He has all but divorced himselt

from the elders of his clan, instead pursuing his own
inscrutable goals, Ambrogino is involved in the whole
thing out of sheer desire for power and knowledge. He
cares little for the supposed curse of God, the ramitica-
tions of what the CONSPITACY 18 about 1o attempt or
anvone involved but himsell. While Ambrogino is
intelligent, shrewd and knowledgeable, he is also over-
confident and a bit roo clever for his own good. He has
plans to screw over everyone else involved and fully
believes that he can outmaneuver any vampire or mage
who gets in his way.

Ambrogino's main contribution, in addition o
being the instigator of his side of the conspimey, is toact

asa linison berween the various tactions involved in the
conspiracy. He also contributes tunds and knowledge,
as well as putting his own considerable magical skills to
use. Finally, he is involved in organizing various digs
and expeditions for artifacts and tomes of lore,

Natacha Dimitriva Radocara is the second central
figure in the conspiracy. She 15 a Venrrue and the
current primogen of that clan in St. Petersburg and a
very influential Kindred. After the Shadow Curtain tell
in Russia, she moved quickly and decisively in securing
St. Perershurg for the Camarilla, with the help of several
top members of the sect and, according to rumors, the
approval of the Inner Circle. She hasextensive contacts
among the movers and shakers of the Camarilla in
Europe and Russia, a lot of influence over Kindred and
mortal affairs in her part of the world and a grear deal of
status. She was one of the first Kindred to respond when
Ambrogino carefully sent out feelers. After meeting
with the rogue Giovanni, she became the chief Camarilla
member of the conspiracy and began cultivating con-
tacts among lvory Tower luminaries all over the world.

Her fellow conspirators believe that Natacha is
involved in the conspiracy for much the same reasons as
Ambrogino: ambition and lust for power. In reality,
however, she has a combination of apocryphal curiosity
and the boredom of the ages. She is truly curious 1o see
if the Embrace can be undone and whart the result will
be, and it is something to occupy her. She revels in the
secret conspiracy, hidden from the leaders ot the
Camarilla and taking place right under their noses in
SOME Cases.

Hﬂfﬂ{'hﬂ L"I.'lnmhl.ﬂﬂ!‘i Ly Ihl_“ l.li.'ll'l.hl."lrn.'ll."lr' in miany
ways. First and foremost, she is a financier, putting her
vast fortune at the conspiracy’s disposal. She s also
recognized as the leader, or possibly CEO or Chairman
of the Board, of the Camarilla side of the conspiracy.
Also, her contacts within the ranks of the archons and
._-'Lmﬂn_g "l."arll'.ll.lﬁ Fﬂl.'ll:ﬁh rl'l'll.i I."rll'l'lli.}ﬂl."l'l hunl: h{ ll."'LLI {I"H'.

conspiracy in several ways, from increased secrecy 1w
gaining more members. Finally, she is able to supply test
subjects by having her city's scourge and sheriff round
up thin-blooded and unwanted Kindred and handing
them over to either Ambrogino and the mages or those
vampire thaumaturges that work for the conspiracy.

The last of the central vampires is the Lasombra
Percival, the Archbishop of Guadalajara. Percival is
one of the Cainites heavily involved in examining the
mystery of Teotthuacdn (see above). In fact, Percival
was s0 ohsessed with unlocking the mysteries surround-
ing the ruined city that he was rarely found in his city,
instead letting a council of bishops govern the Cainite
affairs there. Percival and Ambrogino knew of each
other before the conspiracy, as Percival had contracred
Ambrogino's help from time to time. Ambrogino be-
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lieved that the idea of constructing a ritual to reverse
the Embrace would appeal to Percival and he was quite
right. Percival joined the conspiracy as soon as
Ambrogino offered the possibility.

Orthers believe that Percival is involved because of
the dual purposes of academic interest and the desire o
add a new weapon to the Sabbat's arsenal. In fact,
Percival cares nothing for the Sabbat. His interest,
however, is quite real and much more than academic.
Percival is insane and believes himself to be on a grand
quest. Before the conspiracy, he had only a vague idea
whar this quest was, but he believed that Teotihuacdin
held the answer. When Ambrogino guardedly revealed
his plans to let a group of mages attempt to defear God's
curse, Percival’s insanity blossomed and he knew he had
his purpose. Like the Holy Grail, this ritual would be a

worthy quest for him. Percival has only a hazy idea of

what he will do when, and if, the ritual works, but for
now, the quest is all that matters.

Percival’s contribution to the conspiracy is much
like Natacha's: leading his fraction, hiding the ¢on-
spiracy and its purpose from prying eves of higher-ranked
vampires and financing, though he cannot approach
the resources and influence that Natacha commands.
Percival is also involved in arranging digs (particularly
in Teotihuacdn, though Ambrogino believes this to be
adead end), acquiring books and artifacts and in supply-
ing test subjects, especially thin-blooded ones taken
trom the swelling Cainire popularions of Guadalajara
and Mexico City.

Ambrogino, Natacha and Percival are recognized as
the de facto leaders of the conspiracy. However, a number
of other members are almost or equally important,

Rutor is an outsider Tremere, interestingly enough
quire similar to Ambrogino in his relationship with his
parent clan. Rutor has long had contact with a few other
rogue Tremere and this, combined with his
thaumaturgical knowledge, made him a valuable addi-
tion to the conspiracy. Ambrogino and Rutor had
crossed paths a few times before and with Natacha's
offer of sanctuary and resources, Ambrogino was able ro
bring Rutor over. Although it was first a mercenary
arrangement, with Rutor serving as a sorcerer-for-hire,
he gradually became a more and more integral part of
the conspiracy. Ambrogino doesn't trust Rutor, but he
must admit that he and his fellow Tremere are a valu-
able resource.

Shortly after joining the conspiracy, Rutor was
contacted by yet another malcontent Tremere by the
name of Andrew Stuart, Andrew brought with him a
great deal of occult lore and a surprising expertise in the
Kindred condition. He quickly became Rutor'’s right
hand in the project and is responsible for a good deal of
the progress made. However, unknown toanyone in the

conspiracy, Andrew is in fact a servant of Etrius. He was
involved in the Tremere project dedicated to finding a
way to undo the Embrace, and when Etrius learned of
the conspiracy (how he did so, Andrew has no idea), he
chose Andrew to be an infiltraror because of his subter-
tuge and interpersonal skills. Andrew's orders are to
assist Rutor in any way possible and to report back 1o
EI’I‘i:LL'-. An'ljfl"“' 15 L'Il]"t" I‘I.'|"":|I. I"HI A% Imore '.'Inl.:l mume
progress is made, he has felt the seed of doubt take room
within him. He was quite religious in lite and although
he had a crisis of faith upon his Embrace, he has never
doubted that vampirism is the result of God's curse on
Caine. Now, with a real chance of the ritual working,
Andrew wonders whether or not vampires (or mages for
rhat matter) should really tamper with God's will.

Rutor's involvement with the conspiracy started as
a purely professional relationship, but as he learmned
Imre itﬁd maore Eth'U.[ “'hiﬂ [I'IL" l.,'."nl.l HI.'I'\Hl WS iHh] L E LY
that it was a possibility that the ritual might succeed, he
took an even greater interest. Finally, Ruror decided
that he wanred o become mortal again. A revenant
before his Embrace, Rutor thinks thar he could become
significantly more powertul if returned to thar state,
with all his knowledge and experience intact. He has
also hit upon the rather strange idea that he will
hecome, orart least could become, a mage it made mortal
again, because of the Tremere blood in him.

Rutor supplies the conspiracy with magical exper-
tise and experiments. He has a small group of a dozen
outcast and rogue Tremere, including Andrew, who
work tor him, either in return for money, protection,
instruction or all three. Only three of these, once again
including Andrew, know of the conspiracy and its final
poal, the rest just carry out their experiments without
asking (though not always without wondering and
possibly even investigating).

Duality, a Tzimisce, is also a viral part of the
conspiracy. It is a templar for Percival and a practicing
koldun. Duality lends its Koldunic Sorcery to the con-
spiracy, supplying a different and more spiritual angle
than that offered by Rutor and his Tremere. Interest-
ingly enough, Rutorand Duality seem to be able to work
together without ripping each other’s heads off, not
eVl ".fl_'l‘l‘l'.ll]}f.

Dhuality s also the head of a small cult of vampires
and mortals. The rest of the conspiracy believes this to
be little more than a combination mystery and blood
cult (and for the mortal members, this is all ir really is).
In realiry, the culr is dedicated ro Eﬂritluitm about
Ciehenna — the destruction of the old world and the
creation of the new, with the cult members as central
figures. Duality itself firmly believes that the Eldest of
the Tzimisce clan will defear all other Antediluvians
and usher in a reign of flesh and spirit. Ie also believes
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that the Tzimisce Eldest will not consume its childer,
except for the traitors, but instead infuse them with its
essence, making them more than mere vampires. In the
end, the Eldest will be a god and its followers will be like
angels. Duality supports the creation of the ritual be-
cause it believes that defeating the Curse of Caine will
be one more step on the way to bringing about Gehenna.
The members of Duality’s cult, The Cult of the Revela-
rion, work on digs and in finding occult artifacts and
tomes that might be helpful. The Cainite members also
help Percival in gathering rest subjects. The cult has
about 10 Cainite members and roughly three times thar
in mortal and j_:}h il tollowers.

Finally, Philippe de Marseilles is a Toreador elder
and member of the primogen of Marseilles, He is some-
what known among Eur 'r|:':r."» elders as a secker of
Golconda and this was the reason Ambroginoe ap-
proached him in the first place. Philippe seemed quite
interested in the possibility of restoring humanity to a
vampire, and when Ambrogino explained further,
Philippe instantly volunteered. In fact, Philippe has
offered to be the first person upon whom the ritual is
used, once it has been suitably tested. In addition to
being the first real subject, Philippe isanother financier,
drawing upon the influence he has built up over the
centuries in one of France's premiere ports,

Philippe is one of the few members of the con-
spiracy motivated not by a lust for power or morbid
curiosity, but rather by a genuine desire to become
mortal again. For more than four centuries, Philippe has
sought a release from the curse inflicred upon him. He
has spent a fortune seeking out clues about Golconda
and has personally gone in search of places, people and
items said to be able to restore a vampire's mortal life,
Philippe 1s Christian, but he has no idea why God would
curse him and he is determined to make amends. He
believes that once he is mortal again, he can gain
absolution and save his soul.

The conspiracy has a few other core members,
mostly powerful or influential members of the Sabbat or
Camarilla. Ambrogino has been careful not to involve
any other Giovanni (except for Benedict, who was
involved against Ambrogino's will) and he does not
trust the Followers of Set or the remaining Ravnos. The
conspiracy also has a few ancillae and neonate members
who are often given the grunt work of participating in
digs, liaising with non-conspiratotial members of the
cace of Caine or traveling around the world in search of
artifacts and tomes of occult lore. All in all, the con-
spiracy has maybe 45-35 members who are fully aware of
what the end goal is, though even Ambrogino is not
entirely certain of the number.

Many of the members of the conspiracy are moti-
vated by a lust for power. As is typical for vampires, they

w

ignore the peril in which they place their souls by
rampering with God's will in the name of ambition.
Like Ambrogino, they care only tor whatever power
that the ritual might give them. This is the greatest
weakness of the conspiracy: that many of its members
are determined to sell-out the rest once the ritual is
completed. Interestingly enough, most of these ambi-
tious vampires have only a vague idea of how the ritual
would bring them power. They simply assume that
anything that has the ability to undo something as
fundamental as the Embrace must be a source of great
power. Also, they seem to ignore that the mages who are
involved will be central to repeating the ritual. Most of
rhmn ASSLTTe rhﬂ{ Iht"‘,.‘ wi“ hl: :IH:: tid |‘-Ii“'|.' OF TAnpu-
late the mages into doing their bidding.

Curiosity is another strong motivator. Several Kin-
dred of a scientific or occult bent consider this whaole
process deeply fascinating. In the manner of true seekers
of wisdom, few of them stop to consider whether or not
they should be doing what they are doing. The end
justifies the meansand to gain great insight, one must be
willing to make grear sacrifices. Most of those involved
due to curiosity seek 1o learn more about the undead
condition and the Curse of Caine. In fact, some of them
seek to discover the very truths of Noddist lore. Surely,
if # group of mortal mages can undo the Embrace, then
it cannot be an act of God. Or so it is hoped.

Finally, some conspirators are involved because
they truly seek redemption. These are Kindred who
have niot been able to reconcile themselves with their
new existence and who are willing to risk potentially
everything in order to become human again.

(One thing that characterizes most of the members of
the conspiracy is a tendency to be blind toward what the
ritual is really supposed o do: cancel the curse God laiid
upon Caine and, by extension, all vampires. Most vam-
pires have real trouble believing that Caine was truly
cursed by God. Even elder vampires have toadmit that the
Biblical God seems less and less likely to exist in the face
of the scientific evidence that seems 1o come along in
these cynical times, and those Kindred Embraced in the
last several decades have generally had a secularized
upbringing. However, these Kindred ignore the face that
science also denies the existenice of both magic and
vampires — and that they are using magic on vampires.

A Trammor N THE MIDS]

Themistocles is an ancient Brujah scholar. He is
known to a very few Kindred as an incredibly knowl-
edgeable vampire who is in possession of one of the most
expansive libraries in the world. Ambrogino was quite
interested in bringing Themistocles into the conspiracy,
in order to add the knowledge contained in his mind
and library to that of the conspiracy (as well as getting
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a chance to read some of the volumes himself). He
approached Themistocles openly and was quite frank
about what he was up to. He hoped o pigue the
scholar's curiosity and desire for knowledge and knew
that Themistocles, being an autarkis, would have rouble
exposing the conspiracy should he so desire. It seemed
that Ambrogino’s gamble paid off, as Themistocles,
after due consideration, joined the conspiracy and put
his library and expertise at its disposal.

In reality, Themistocles joined with one thing in
mind: stopping the conspiracy and preventing the ritual.
A deeply religious man, Themistocles believes thar the
Curse of Caine is laid on the physical body, which is the
realm of the Demiurge or Satan, bur that it cannot
touch the soul, which is under the protection of God,
who rules only spiritual affairs. Themistocles is horritied
by the thought of developing a ritual that can reverse
the Embrace. Men, and vampires, are not meant to
mingle in the affairs of the Rulers of Creation. The only
way a vampire can earn redemption is to remain pure in
spirit, no matter how corrupt her flesh becomes. Toturn
a vampire back into a mortal is worse than a simple
shortcut to redemption. It is to deny thar vampire an
opportunity to redeem herself by denying the corrup-
tion of the flesh.

Themistocles is not certain how he 15 going to stop
the conspiracy. He searches for allies within the con-
spiracy, others who might have joined in order to stop
it, as well as among those few contacts he has. As time
grows short, he becomes more and more desperare and
willing to take chances in order to prevent the ritual
from being completed. In the end, Themistocles is
willing ro arrack Ambroging, the mages involved orany
other he believes might be crucial to the success of the
ritual, even if it means his own demise.

METHODSAND RESOURCES

The conspiracy crosses boundaries of both clan and
sect, claiming members from the Camarilla, Sabbat, inde-
pendent clans and even one or two from the anarchs. As
such, communication and secrecy are especially vital. A

lot of commumnications between members take the formof

messages delivered by ghoul couriers or relayed by inde-
pendent vampires. Face-to-face talks are rare, except
between conspimey members of the same sect and even
then, security is tight. Ambrogino has graciously offered
the services of a few wraiths, but many members are
uncomfortable with using HI]I.HIH as messengers (or whio
don't trust Ambrogino that much), Andrew Stuart has

aught Rutor and those who work with him a ritual of

communication that uses enchanted mirrors. What no
one else knows is that Etrius and his servants are able o
liS[En | B8 l|.'§Il Cominumacat iﬂn 1.:|l'|"l3 '“-"i.'h thl‘.‘ﬁﬂ' TS,
Sometimes, the conspirators talk over scrambled phione

lines, using code phrases, bur this is kept to a minimum for
fear of exposure.

Thﬂ‘ MesiInces Tl'li" |.'|.':IL" CONSPIrAacy L'I'I'I'I’Imfiﬂl..'l‘l are
quite impressive and not just monetary. Several Kin-
dred (and a few Cainites) with influence in mortal
-h'l.]l:ﬂ."t"f SUP™ L ht" LCOMISIITRCY . :"i"lll.li.'h ot l'I"I £ Ty -'"'I:l-.i
influence goes toward helping the mages, who are
generally not as well connected as their undead part-
ners-in-conspiracy. The rest goes toward funding the
vampires' OWn projects.

Manpower (or neonate- and ghoulpower) is an-
other resource. Several of the conspiracy members have
brought their childer into the conspiracy as well, or
command said childer withour explaining why. A large
number of ghouls are also available, as many of the
m&:‘n’ll"'ﬂ'ﬁ dale l:"'t. I.'lliti:l'll I.'ﬂ-lﬂ.l[.{h generatuon Illilillfllll'ﬁ
a large stable. In thisregard, it is primarily the Camarilla
Kindred whosupply the conspiracy, though Duality and
its fellow Tzimisce have been able to offer the services
of a handful of revenants (a few Bratovitches as puards
and some Obertus researchers),

The conspiracy also has access to quite an astound-
'.E'I:'Ij;! AImount {1f h’lfﬂ: Pk!‘j H.I'I;l'.l LITTI:T-iII'.,:[."i.. 1111..'“1]5!“ IIL']L“"iL | I.I"'rl_ln'
has scrolls that are said to have been rescued from the
Library of Alexandria. Ambrogino's collection of oc-
I'.:I.!]T tOomes 15 one l'lfrt' I'H.II II-I.T'IL"‘.‘uT ['Illl'."i--h{l;.‘ it Trr‘.n'u: FL"{_'.F"I;'ITII ry.
Andrew Stuart has managed to "borrow” some interest-
ing books and the conspiracy has enough funds to
acquire any book thar can be bought. Of course, the
mages involved are no slouches when it comes to tomes
of magic and hidden secrets. As for artifacrs, Percival
h':lF- I'I'Hl.hi!j.!l‘lj iy I.J.ﬁl_':ll"lh H hTI'IJIl[ L'l.'lllll.,!'l.'“l.'lln 1.'If ri.l'”:-ll
items from Teotihuacdn and several of those conspiracy
members interested in the occult donared items from
l.'|'1.|.‘il‘ ‘I""I."I'!'il.ll"l:“l l.l“l]ll'l.'l"i.”“- HI."-"I\"I."‘"-’I."T. rht" L'l.'ll'l.'-upll"ill;"r' i."r
still organizing a number of more or less archacological
digs, expeditions and outright treasure hunts and thefts
in order to procure items they feel might be of some use,

The magical resources of the conspiracy come mainly
from Ambrogino, Duality and Ruror and his people.
Some of the other members are blood sorcerers of some
kind, including an Indian Ventrue and a Serpent of the
Light with knowledge of blood magics. The conspiracy
has also contracted outside help, in the form of the
Setite Ankh-sen-Sutekh and the Assamite Giilcan
Ostadasadli (see below).

Finally, influence in Kindred and Cainite sociery s a
major resource for the conspiracy. Before joining the
conspiracy, Natacha had cultivated a large nerwork of
contacts among high-profile Kindred, including archons,
European princes and primogen, servants of the Inner
Circle and even a justicar or two. She expanded this
network after she joined the conspiracy and managed to
bring in a few new members through it. Such a network is
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rreat boon for those members of the conspiracy who
need 1o mavel a lot or who an enyaged In activiry that
.:.-l_'l'i .i'.-"'-'- Interest |::'- (R LN L ||||'|"'||-|'|||]ll . |.':I|-."'\-L' L=
eacts allow Natacha to procure research subjects.

Experimentarion on vampires is one of the corner
stones of the conspiracy. Thisexperimentation is mainly
Jomne on thin-hlooded impires, o on vampires whom
o '-'--'” Miss -"-||'.|.= i Laintt) .""l. oW ||I.-\.|I.'r -1['I-.I e
powerful Kindred have also been used. These were
cither Autarkis or convicted of some crime against the
[raditions in their city and condemned to Final Death
At .l'l.l has used her contacts to tell a number of
Princes thit she is '--.'.'I||Ii.' L0 ThRy Cquante |'..|I'n|'-:-|n| v for
iy thin-blooded that their scourges are able to caprure,
15 well as any criminal Kindred sentenced to death. O
course, thin-blooded, clanless and criminal vampires
trom Natacha's own domain trequently end up as re
search subjects. And the conspiracy numbers more than
AT | rinoe *I'l-.l SCUUITEE GImonge 1Iis Ime |'|'|;|"I'|"‘"

Percival, with the |:-.'||'-- b Dhiality, has facilitated
COTERG = amaoig riu, movers and -.éu.:L.\r : of thie Sabbar
While Percival is not as influential in hissect as Natacha
1S 1IN ||l._'1.*-, ||l. 15 I ..'.._-rl :|.'|1. L4 I'l:'-L"l.'l fl:'._E I1l-| L -l1'.-»|-.|l |l:'llr |
worthy member of the Sword of Caine. As such, he has
bieen able to bring in a number of influential Cainioes
i detlecr InCuiries away tinom the ¢ ONSPIracy

|'-'.'L ivil is also involved in securing test "~'|||"|l..'l'5"\-
He has an easier time than Natacha, since the big cities
of Mexico reem with young vampires, many of them
thin-blooded, Pander or both, With the help of Duality
indd 1ts sect and a tew members of the conspiracy who
serve as templars or as members ot border guard packs,
Percival has heen able wo collecr several Cainites fon
CXlM Mmenation.

% IIII| res |ilr||!L'm1 o fesls are q.'l";'ll': .='| ill-.[r.'-hi LT
Lid li:! TINS5 T T |':'_'.I--I. III-.| |'.:I- |'l. .-|'i|-. i "‘-!ul-1 ANe Fiven
tor the MARCS, A8 they are the ones who will dL"m'l-'P the
Tin | ,’!rll.ll | ‘I-"-.'.'l."-l. I, H.I[--I 1‘.||]!:'|l,'-l||i.|'| |‘-|-|-|'-| ST -
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Ambroging, are quite interested in performing magical
experiments on vampires. As the Tremere found out
THLE 1.':|'ll | 1]I- !||"-.1r|.[ WS BVRN, ENNA .'||_|! TTRENEE TS .|'||-\.1 1|r|.EI'.E-_|
blood sorcery don't really mix, but many of the resules
that Rutor and his team uncover have helped the mages
fiy e ef -|r'|.i-.;7-1.l|:.| VITIPMITES, €3 |.1||1. Y i 1TV -
physical level

[he conspiracy is also mwolved in capruring
Cathayans, especially those described as Yang
imbalanced, though this is much more difficule and
dangerous than snatching thin-blooded vampires. Luck-

| | |*~| (L -!'a._'.: Wit l":‘.. ST '..tlll‘|".|f-._'*- .IIi.| L .Ifl"l.'l'..lll*-

Imn :I..II-': 1Il-.i.. L""l!"a."l.!.'l.:'-.. ||:L‘ "'-.I";.'l."ﬁli ciist ol '}II.' .l-.lli'll.'-hj

~tati -|..r-5_-r inte

tiy iuiru i o lew ol r||L [‘:lu'. iin. Natacha ]| 1% Lm'._] her

the conspiracy severil opportunities
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contacts among the archons to be handed over to her a
few prisoners of war who are no longer of any interest.
In addition, the conspiracy actually has two archons as
members and they have managed ro secure a few assign-
ments in Cathayan territory. Percival has it even easier
— it is well known that his templar is a Tzimisce, so he
has simply asked to have some captured Cathayans
handed over as test subjects for Dualiry.

As mentioned earlier, the conspiracy is also in-
volved in various ventures to procure artifacts and
books. Some of these ventures involve the excavation
of sites rumored o contain magicnli artitaces, some are
quests to locare mystic places (such as the Well of Mirth
mentioned above), while others are criminal in nature,
involving looting museums and breaking into privare
collections. The mages ger first right of refusal on any
books and artifacts collected. If they don't think they
will be useful, they are handed over to Ambrogino,
Themistocles or Rutor.

QUESTERSAND ASSOCIATES

Although the conspiracy has a number of powertul
members, it has found it necessary to recruit ourside
help. In addition, some vampires have become aware of
the conspiracy and possibly its ultimare goal and seek to
learm more.

As mentioned, Benedict Giovanmi has been as-
signed asa bodyguard to Ambrogino by the “concerned”
elders of Venice, Benedict's mission is, quite obviously,
to spy on Ambroging. He has also been instructed that
he might be required to kill Ambrogino, though this is
only to be attempted on directorders. Fornow, Benedicr
merely observes and passes along names and descrip-
tions of everyone Ambrogino meets.

Ambrogino is, of course, furious ar this arrange-
ment. However, he would be even more furious and
scared were he to know the truth. Benedict is, inreality,
a decoy. While Ambrogino’s attention is directed ro-
ward his unwanted bodyguard, ghosts sent by Benedict's
superiors spy on him, These ghosts have collecred far
more information than Benedict and have allowed the
Giovanni to form a halfway-coherent picture of the
CONSPiracy.

On the magical side of things, it quickly became
apparent thar diversity would be preferable. As men-
tioned, some of the members of the conspiracy supply
magical techniques different from Ruror and Andrew's
hermetic style (most notably Duality’s Koldunic Sor-
cery), it was deemed necessary 1o include more blood
magicians. Overriding Ambrogino's sharp protests,
members of the conspiracy approached Ankh-sen-
Surekh, anoldand powerful Follower of Set. A mercenary
by trade, Ankh-sen-Sutekh is known to sell her magical
skills to the highest bidder. Initially, she was merely

required to give a different perspective on the magical
experiments, using her Setite sorcery, However, Ruror
became impressed with her <kills and put her on re-
rainer, Although not privy to what the end result of the
experiments will be, Ankh-sen-Sutekh grew curious
and, using a spy network of ghouls, childer and loyal
Setites, she began investigation the conspiracy, What
she learned horrified her. While she cares nothing for
the fates of other vampires, she is horrified at the
thought of mere mortals holding the power to strip her
of Set's dark destiny. For now, Ankh-sen-Sutekh seeks
to learn more about the Conspiracy, t:r-i‘lt:u:m"'lr the
mages involved. Once she feels she has enough infor-
marion, .ﬁhl‘.‘ l||.l.-'l." ACE, thl 1““}1 Fl-hl!‘ i5 Nk et sure 'ﬂ-']:lilt .‘I-E'IL"
will do.

Despite efforts ar secrecy, the conspiracy has been
discovered by someone who has the potential to cause
it great harm. The Mouse 1s a Nosferatu antiquarnan and
information broker. Sitting in London in the middle of
5 | “-'L‘.'I"!‘lll- contacts '.an !.“:-l Irmants, ThL‘ MLMH.' ifi.!"'l.l:l.{ ol
the conspiracy mainly by chance, when he began study-
ing reports of archaeological expeditions by vampires,
thefts from museums and the kidnapping of several
neonates, Sometimes, the same names or faces popped
up and the Mouse decided to learn more. Calling in
IIEIUI._'II'H ATNOTNE Hli!‘i-ll.l'.'!rﬂtll in I'll "Il ll:'.lli.' 5;]""1""-':" iII'I.'I.J [i'.l.l.'
Camarilla, as well as sending out his own agents, the
Mouse assembled a hazy picture of o group of vampires
rl"l'd.[ “'l_'irlil..‘-l.l tllj.:-t."lht.‘[ “"i.:[l'i LS [H\.lr':l]'l.l SUMTRE “'H.IILli.II
goal. Apart from knowing that the group crosses secr
boundaries and seems quite interested in maintaining
secrecy, all the Mouse knows is a few names and faces.
He is, however, in an excellent position to learn more
and has taken steps to having one of his childer infil-
trate the conspiracy. Should he learn more, he just
might decide it is information worth selling.

In the first stages of the magical experimentation,
Rutor brought in an acquaintance of his, a Turkish
Assamite sorceress named Gilcan Ostadasadli. Rutor
believed thar Gilean's particular brand of magic might
be of help to the project. As it tumed out, Giilcan was
unable to add much to the experiments and she never
became part of the conspiracy, Rutor paid her hand-
somely to keep his experiments a secret and then sent
her on her way.

Unknown to Rutor, Gilcan has an extremely pow-
erful spirit being as her mentor. She was contacted by
this entity shortly after her Embrace and it offered ro
teach her the secrets of magic, Giillcan accepted and has
since been advised by this being (though outside ob-
servers might say that she is being possessed by it),
Apparently, this spirit has raken a great interest in the
doings of the conspiracy (and knows asurprising amount
abour these doings ) and so has ordered Giilcan to try to
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reclaim Ruror's good graces. The spiritenticy has taught
Giilcan some rituals that might be of help and all it asks
in return is that Gitilcan ensures that she is present when
the final rirual is being performed.

A few other vampires are either involved with the
conspiracy or have learned a great deal abour what they
are up to and pursue investigations, Those involved are
in general mercenary Kindred brought in to supply the
conspiracy with talents lacked by other members, or
vampires manipulated by certain members of the con-
spiracy, such as those scourges and sheriff who remand
captive Kindred to their princes, notknowing whar isto
become of those Kindred,

INVESTIGATORS

With a project of such ascale, it 1s impossible for the
conspiracy to maintain absolute secrecy, Several indi-
viduals have caughe word of something. None of them
knows any hard facts, but several people, independently
of each other, are investigating the conspiracy or events
caused by it

Martin Gireen, a Brujah, and Janet Trenton, a
Malkavian, are both archons under Anastasz di Zagreb,
the Tremere justicar. They are assigned to E branch, the
Camarilla equivalent of a supernatural affairs investiga-
ton unit. Here, they study occult and mystical events
that defy normal explanation. While on assignment in
Germany, Martin came across an escaped experiment,
a neonate Caitiff who had managed to flee. This poor
Kindred met with Final Death soon after, but not before
Martin had managed to examine the wretched creature
both physically and with Auspex, as well as listen to its
ramblings. Martin investigated the local area and found
an abandoned house with remnants of an occult cer-
emony (the conspirators had wisely abandoned the site
as soon as they realized an experiment had escaped). He
called upon the help of Janet Trenton, a sometime
partner of his, and she was able to form a hazy psychic
impression. When Martin reported his findings to his
superiors, he was ordered to continue this line of inves-
tigation, along with Janet.

Martin and Janet quickly became aware of several
kidnappings of predominantly young, weak-blooded Kin-
dred with few or no ties to others. Their working theory is
that someone or something is kidnapping Kindred and
experimenting on them, though they have no idea why.

Their investigation goes slowly, but they have the poten-
rial to become a real threar to the conspiracy.

On the Sabbar side of things, the decentralized
organization of the sect works to the conspiracy's ad-
vantage. However, n Harbinger of Skulls by the name of
Mordechai Ben-Nun has taken an interest in the doings
of Percival and his templar. Mordechai is himself some-
thing of an occult researcher, pertorming a number of
experiments on both Cainites and Carhayans, He first
became aware of Percival when two captured Cathayans
were sent to Guadalajara instead of Detroit, where
Mordechai currently makes his haven. Inquiries were
made and Mordechai came to realize that Percival was
up to something. He just wasn't sure what.

Although Mardechai holdsnoofficial sank in the Sabbar,
he is quite respectad and several Cainites are willing o do
favors for him in retum for instruction in occult secrets,
MNecromancy or the taste of Mordechai’s incredibly potent
bload. So far, Mordechai is merely investigating. He has,
however, leamed that Percival s apparently conspiring with
a Uiovanni, something that has made the wsually cool and
calm Harbinger quite hostile.

THose WHO W ATCH

There are eyes that the conspiracy cannor hide
from. Mighty vampires who sleep in the deathlike state
of torpor, yet do not lie idle but observe the world
through their powers. Vampires who are ancient be-
yond belief. Undead masters who have played the Jyhad
for millennia, moving vampires like chess pieces.

Withour all the fancy talk: Antediluvians.

Yes, some of the Antediluvians have taken an interest
in the conspiracy's project. The possibility that anyone, be
they mages or vampires, can break the Curse of Caine isan
event on par with the death of the Ravnos Antediluvian
— it is just as improbable that more mortals can defear the
will of God as it is thar an Antediluvian would fall before
anything but another vampire. Yer the Ravnos eldest has
fallen and now mages tamper with the very essence of
VAMPIric existence.

And so, some of the Anrediluvians stretch out their
minds and slowly manipulate events, some to prevent
the success of the project, some to speed italong. Should
the whole project succeed, it is a very real possibility
that it would become a red sign of Gehenna, as the
Antediluviansstirin theirdeathlike rrances, feeling the
ramifications of God's curse denied.
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Here is the rest to find whether your mission on Earth is
finished: If you're alive, it sn't,

Richard Bach

FrOM THE JOURNAL OF AGENT MANDEL
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That's nothing, In 1978, I was coordinati | s SN
- ﬁ_nl_;_o:_ B are other forces at work whose attentions
spec.isl s h Evrope whose sole could prove deadly. Like the Theory of

Purpo;a was to Lind tq_na ok the oceut whosa Relativity or the Theory of Gravity, many
I Mbﬁﬂlﬂmf I-P'Hﬂ'_PlE l""HﬂhT B of the lm.n'-t !all.-‘[].‘tlill..nlijl[ Jdiscoveries are
s introductions of ideas whose concepts
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W ARNING SIGNS

Since rime immemorial, mankind has
spawne «| seers and sorcerers ]""ﬂ"n"-‘l.‘-"-t.'.i of occult
wisdom and incredible power. Humanity's tear
of what it does not understand has ironically
forced most of these willworkers to remain as
carefully hidden from view as the Kindred do.
With influential sources such as the Bible pro-
claiming “Thou shalt not suffer a witch to live”
(Exodus 22:18), it has long been dangerous for
mages to reveal themselves to mundane soci-
ety. Before the forces of Paradox grew strong,
the stones and knives of the fearful and angry
mob compelled the Awakened to act subtly
or face reprisals. While master magicians
have occasionally made grear changes to the
world, even they must recognize thar there
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Even if they are often shunned and their works
generally unrecognized, more than a few mages have
nevertheless acted as protectors of the mortals around
them. Gifted with supernatural awareness, such ma-
gicians might see the spirits who reach across the
Gauntler to toy with the real world, or they might
pierce the arcane camouflage of monstrous predators
hiding among the herd of humanity, Possessed of
control over the forces of the world, some sorcerers
take action on their own, For some mages, the horror
of seeing their fellow man hunted by inhuman crea-
tures is too much to bear silently and Awakening is
akin to entering a nightmare. There is nothing like
carching a blood sucking fiend preying upon a help-
less victim in a dark alley to jar one into righteous
action against the offender. Tales of Celestial Cho-
risters striking down devilish beases of the night with
holy fire, Sons of Ether disintegrating alien infectors
with rayguns and Hermetic magi weaving powerful
wards against the fallen children of Enoch are hardly
unknown to the halls of Tradition chantries. Whether
they truly understand what they are fighting or
merely pigeonhole such threats into their own para-
digm, these crusaders pit their talent with magic
against the depredations of the curse of Caine.

For other mages, the certain discovery of differ-
ent supernatural powers in the world is just one more
step upon the road to power. If enchanted beings
from past ages vet remain in the world, mages intent
upon recreating the Mythic Age reason that perhaps
such beings may be key to invoking the past. Those
magi who crave omnipotence find that each secret
they master gives them that much more control over
the rest of the world. The desire for understanding
goes hand in hand with the acquisition of temporal
or spiritual might. Willworkers intent upon ridding
the universe of elements antithetical to their para-
digms seize upon examples of or knowledge about
these living — orunliving — relics in order to better
eradicare them. Of course any attempt to capture or
control an intelligent being, particularly one with
supernatural powers, is destined to cause conflicr.

The Red Sign engapes your players in one of
those conflicts. From the time of the Inquisition,
when vampires became painfully aware they were
being hunted, to the Cold War era, when those
Kindred near the lron Currain bore the brunt of
attacks by armed hunters, certain mages have waged
war against the Damned. In these Final Nights, the
secret wars unseen by mankind have made for strange
bedfellows. Never before have so many vampires
joined 50 many mages in conspiracy against their

own kind. This book proceeds primarily from the
point of view of Vampire: The Masquerade, yet
unabashedly crosses over into full-fledged Mage:
The Ascension territory. [f you are running a Vam-
pire chronicle, then you should keep themes related
ro Vampire preeminent in mind. On the other hand,
if you happen to be using this book to introduce a
vampire-induced apocalypse to your Mage chronicle,
then you have come to the right place. Whichever of
the games is the origin of your troupe's characters,
The Red Sign offers a potentially uncomfortable
look into the world of another supernatural being.

The Book of Nod predt-..'l.-.- the Final Hi:.:hta. when
the Antediluvians will rise up and devour the chil-
dren of Caine and bring about the end of the world.
For thousands of years, this dark bible has served as
a dire warning of Gehenna. Much of modern vam-
pire society refuses to acknowledge the book as
anything more than fables, but they remain victims
of the fear it has engendered. Each rime terrible
things have befallen the world, Kindred have won-
dered if they might join their mortal herds in tragedy.
The fall of the Second City, said to be Babylon by
some, ended any real hope of Kindred and mortals
dwelling together in peace. The sack of Rome dem-
onstrated that the mass of humanity had grown
beyond vampires' control. The Inquisition proved
that the Damned were not safe should mortals be
provoked. Renaissance achievements showed that
mankind could challenge supernatural might wich
Science. A pillar of fire rising over adesert of western
America announced thar a new order would con-
sume the world. The warning signs of the end times
sprang from the very herds upon which the Kindred
feed, and such signs cannot be ignored.

ANewWortnOnroen

Vampires have been around since Biblical times.
Many Kindred consider themselves the heighr of
the food chain, like the common mortal conception
of themselves. With years turning into decades and
centuries of feeding upon mankind, it is easy to
come to think of the teeming masses of humanity as
nothing more than witless cattle. Yer, the creative
spirit of Man has not rested and the firepower that
the mortal herd could bring to bear should Kindred
reveal their presence has become apocalypric in
scope. With the Blinding revelation of nuclear
potential, only the foolish and the mad can ignore
the growing threar of the most dangerous prey,
Unfortunately, Kindred society has no shortage of
tools and madmen.
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As the fear of atomic destruction gripped the
world's popularion, tensions rose higher and higher,
yvet were accompanied with a fatalistic understand-
ing that the most dangerous enemies could no longer
be <.u|n||.||.'ru] upon the battlefield, Instead of ex-
changing mortar rounds, the great world powers
began to trade diplomatic ploys. Rather than over-
run antagonistic armies in massed formations,
clandestine intelligence organizations mastered so-
phisticated games of seduction, lies, bribery and
secrets. Unable to bayonet an opponent squarely in
hattle, they turned to the silencer in an unlit alley.
Hamessing the power of gods, humanity ironically
turned to the same strategies as their undead preda-
tors. The Masquerade. The Cold War,

The world quietly, and sometimes not so quietly,
reoreanized according to back room deals, mutual
Jefense agreements, treaties of convenience and
warring ideals. Crypric names emerged as the leaders
of a new era: UN, CIA, KGB, NATO, NSA and the
Warsaw Pact. Aligned according to powerful beliefs
as to the best method of governing mankind and
immense efforts to demonstrate cultural superiority,
the nations and people of the Earth were manipu-
lated as though they were pieces upon a chessboard.
Although the primary champion of republican de-
mocracy, the United States, and the predominant
proponent of communism, the Soviet Union, never
rn-_:,lm'd direct h‘ in warfare, many ot the P licies and
practices of the world twisted around their contlict
While there are no significant parallels between the
ideologies of the contenders, scholars of Kindred can
certainly see the parallels berween humaniry's Cold
War and the polarization of Kindred society by the
struggle between the sects of the Camarilla and the
Sabbar. In both cases, |111||11|ch1 entities relatively
voung to the world managed to capture so much
global dominance that only their counterpart seemed
to present a solid threat.

One of the most dangerous features of this new
world order, for the Kindred, was the paranoid desire
to unearth every secret buried in another land, which
put veritable legions of spies into circulation. With
satellites scanning the corners of the Earth and mini-
cameras recording illicit activities on dark streets in
every major city, the world powers seemed intent
upon turning over every stone. For a creature of the
night, clinging to the underbelly of those stones, the
Cold War was not a welcome time. Scavenging for
blackmail and hidden pasts, unprecedented tracking
of border-c FOssInNes and ceaseless survei "HI"H.'.I:HI- those
in power served to combat an enemy's position in the
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world, For the Kindred it threatened to tear the
Masquerade away and reveal their secret existence to
a herd possessing the power to destroy the world.
Princes and justicars of the Camarilla soon declared
the long-dominated domain of high government
employees off-limits to their kind, hoping to pre-
serve the Masquerade against crirical discovery. For
the most part their plan succeeded, but elements
within Kindred society have long fought against the
authority of their elders and thumbed their nose ar
rules, even rules made with good reason. Eventually
certain forces took notice,

THeEWarLL Comes Down

Vampires are not the only mythical creatures ro
ride invisibly on the coattails of history. For millen-
nia, willworkers defied the confines of mortal
existence and achieved miraculous feats bevond the
ken of their fellow man. From shamans calling upon
godlike spirits to magicians evoking ancient Egyp-
tian sorcery, those with the ability to command the
torces of the universe put their mark upon the world.
Magic greater than the Disciplines vampires derived
from their founder's curse flowed from the lips and
fingers of generations of sorcerers. Such power can-
not be wielded without striking fear among common
men, and mages ultimately faced the same difficul-
ties their Kindred counterparts did. As populations
grew in size, ostracism and persecution posed greater
dangers to willworkers around the world. Unlike
vampires, however, mages faced a more direct threat
from the evolution of human thoughe. While science
suggested that supernatural beings like vampires
shouldn't exist, and therefore need nort be believed,
science calcified the will of the world against the
ways of the willworkers. As science contested each
ancient belief, it wore away those ideas and laid its
own truth bare for all to see.

Enlightenment isa source of power, whether one
becomes innately familiar with the formulas of phys-
ics or the formulas of Hermetic spells. As the stones
of the ancient world were turned over and torn
down, so rhe foundation of the modern world was
laid. Clad in coats of white and armed with instru-
ments of precision, the mages of a new era embraced
the arcane secrets of science and revealed their
power to the world. Composed of like-minded con-
ventions of methodology, this Order of Reason (which
would become the Technocratic Union) espoused
the ascension of the scientific principle and the
Grand Unification Theory. In 1315, their sympo-
sium of leadership in the White Tower declared war

upon the supernatural. Dedicated to the principle of

putting science above all other disciplines, the Union
sought 1o eradicate the artifacts of a supernatural
past, and certainly this included ancient predarors
such as vampires.

Humanity had been the prey of terrible monsters
for ages beyond reckoning, and the time had come
for this to end. Although many of their number held
this noble goal close to the heart, the Union did not
set upon this course entirely with altruistic designs.
Their principles threatened those of other mages,
whose primordial or mythic ways clashed with the
scientific method, and they were in danger of being
destroyed by those factions. Survival is a grear mori-
vator among mortals, and mortals armed with magic
are no exception. Nevertheless, the idealists who
most fervently espoused the truth of science during
the 14th century hoped to rid humanity of uncer-
tainty, fear and superstition. “No one should have to
tace the possibility of a bloodsucking beast attacking
him in the night," they reasoned. “Especially us.”

The Renaissance assured the ascendance of the
Union to the forefront of mage society. From the
voyage of Columbus to prove the world was round to
the ghoulish dissection of da Vinci's drawings of
human anatomy, man and the universe around him
seemingly took new form. With each new discovery,
the superstitions and practices of the mythic past
were summarily questioned and hopefully banished
to memory, or perhaps forgotten. As rime raced
onward, some vampires even took delight in this
phenomenon and played to the part. Figuring that
people won't seek what they don't believe, cerrain
Kindred encouraged the depiction of vampires as
nothing but make-believe. Armed with the inertia
of evolving science, tales of fancy such as Bram
Stoker's Dracula helped turn the nightly predarions
of a deadly horror into a figment of imaginarion
beneath the dignity of educated minds. Penny
dreadfuls became more feared for their poor writing
quality than for the truths they (knowingly or un-
knowingly) mirrored.

As a matter of self-defense, the methods of sci-
ence discounted the myths of the ancient world. If
the people of the world accepted science as the true
taith, then what power could abandoned gods and
shadow-bound creatures of the night possess! Hid-
den behind a wall of disbelief, Kindred spread further
than ever before, concealed within the masses of
humanity who invaded Africa, the New World,
Australia and Asia. Rendered a fairy tale, the Kin-
dred could move among the herd withour fear, and
they accepred the rise of radio, airplanes, machine
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guns, mustard gas and more without concern. But
ultimately, the mastery of the atom combined with
the runaway freight train of worldwide media o
threaten Kindred once again. Faced with weapons
not even the eldest could easily withstand, and the
risk that at any time the curtain might lift to reveal
their secret existence, the Camarilla in particular
demanded thar Kindred avoid detecrion at all cost.
Whether one believed that the elders concocted the
Book of Nod for convenience or thar it was real, the
Tradirion of the Masquerade certainly became the
core tenet of Kindred sociery.

Eventually, though, somebody somewhere was
hound to notice the truth. Those somebodies were
the membership of certain factions within the Tech-
nocracy. S0 successful were the propaganda
campaigns in favor of pure and untainted science
that even the Awakened members of the Technoc-
racy commonly believed their own party line so
strongly that the existence of things like vampires
came as a severe shock. Nonetheless, faced with
irrefutable personal experiences, those agents who
continued to enforce the Pogrom against deviant
beliefs could not ignore the facts. They had been
deceived by their own leadership. The enemy was
powerful and defied the accepred principles of sci-
ence. Many agents in the field handled innumerable
deviant tactors and soon L"I:'IHI.:II.{h tound their rargets
were as interesting to them as their employers. It
somebody is important enough to kill, then surely
they must have something critical to say. Of course
Control swiftly purged anyone tainted by contact
with devianrs, but the holes in the wall were already
there, and it seemed awfully late to stick a finger in
the dam.

THe Ren OpPERATIONS

Not exactly a one-of-a-kind setup, Operations
Red 1 = VI {or Red-One to Red-Six) were just one
example of the steps taken by the Technocracy to
continue the Pogrom during Cold War. Alerted 1o
unnerving levels of deviant activity by the previ-
ously unknown levels of surveillance, Control ordered
agents into the field to suppress and eliminate anoma-
lous factors from society. Given the armosphere
among un-Awakened mortals, many of these man-
dates were disguised as nationalistic actions against
opposing political parties. Posing as operatives for
intelligence nerworks like the ClA and NSA, Op-
eration Red agents had access to secrets beyond even
the ken of the American President. They could act
with impunity, expect lethal but discretionary force

to be applied on their behalf and disguise even the
most preposterous accident as a “Red Scare.” De-
monized by McCarthy, targeted by Reaganomics and
consigned to rest by the Bush Administration, the
Communists presented an incredibly easy rarger.
Nothing was more evil to the eve of the brainwashed
American citizen or ally, and even the suggestion ot
paranormal, unscientific studies into psychic activ-
ity was raken seriously enough to
Congressional funding.

garner

As its designation suggests, Operation Red VI
followed five earlier projects which failed miserably.
Operation Red I, alternately called Red-One and
Red-Eve, was designed by the New World Order as a
secret United Seares milirary intelligence brainchild
with the express purpose of discovering whether the
Sovier Union's experiments with cultural artitacts
taken from the fallen German Third Reich were
serious. When the KGB destroyed the cell in 1953,
the intelligence community's fears heighrened, de-
spite the lack of a single lead provided by Red-Eye
agents. Of course the spies and counterspies of the
superpowers were merely concerned with national
security. The Technocratic Union strove toward its
own vision of a supernaturally sterile world where
Science ruled all. Stalin died the same year, though
claims of Technocraric involvement are regarded
with derision by all but the most conspiracy theory-
minded mages.

Unknown even to mortal agents on either side of
the conflict, the fate of the first Operation Red
provoked bitter arguments in Control symposiums.
[teration X and the Void Engineers were particularly
upset that such investigations were drawing the
attentions of bright, skilled people to the symbolic
remnants of the past. Invoking mythic resonance
could do nothing bur disrupt the Time Table for the
future, they argued. The Progenitors argued in favor
of the operation, though other conventions contin-
ued to suspect that this was at least in part due to
their efforts to recoup the medical advances achieved
at the price of atrocity. The New World Order
convention, of course, was a strong advocate of
Operation Red 1 for its heightening of the NWO
paradigm as well as the potential for breakthroughs
that might recapture some of the secret society mys-
tique of their ancient crusaders. Ultimartely the two
Conventions with the most mercenary attitude settled
the issue. The Difference Engineers delighted in the
progressive move toward their access to information
becoming immensely important. The Syndicate rec-
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ognized opportunities to tap previously unknown
human fears for untold reservoirs of cash.

Multimillion-dollar programs kicked into full
overdrive, deploying vast black-ops funds reserved
for just such an occasion by a Congress empowered
by the continuing anti-Communism voter mandate.
Armed with ever-increasing resources and almost
religiously inspired field operatives, the illicit ac-
tions of the Technocracy expanded in scope. With
the NSA and CIA conducting activities beyond
sight or knowledge of their own government, it was
an easy matter for Technocratic mages steeped in the
international intrigue to carry our Control’s direc-
tives without breaking their cover as spies.

Within the New World Order, however, disor-
ganization found new purchase. Already enamored
of the power of ideas over the mind, some NWO
agents embraced Communism with open arms. The
concept of society working in pertect union, accord-
ing to its individual needs and personal abilities,
resonated strongly particularly with rechno-mages
whose past included ties to the militant strength of
the order. Technicians of leeration X also found that
some members appreciated the human attempt to
Creace a 'Fl.,‘Tf.t,‘L'.tl\' flll'l‘.:““l'il!"ij: sYsSCem. Ltl']'ni:li'fnl..'l.l
that these divisions over mortal polities would splin-
ter the Union as surely as World War 11 had, Control
determined that the Technocracy must support one
side of the conflict. Again, the Syndicare and the
Difference Engineers managed to turn the vote even
though they acred completely out of selt-interest.
Capitalism certainly fit the Syndicate goals more
readilv than Communism, and the American pre-
tense of calling its republic a "democracy”™ appealed
to the elitist anarchist pioneers of the Engineers.

Although mortal society had arguably made the
decision for them already, the Technocratic Union
turned its support to the West, particularly the young
and vibrant superpower of the United Srates. Fac-
tions of the Technocracy thar did nor toe the party
line were deemed part of the opposition. Returning
to the mission with increased tervor, the agents of
Red-Two, also codenamed “Iredi,” spent as much
time turning spy networks against the assets of rogue
Technocracy elements as they did against bastions of
supernatural antigquity or the Traditions. Operation
Red Il ended in 1959 when elements within the
Technocracy reached an agreement to sertle their
differences peacefully within Union symposiums.
Time would show that such promises were empty,
and those seemingly insurmountable differences re-

mained, but for a couple of years Operation Red was
closed down.

Over the next few years, the imperial dreams of
ancient Russia would combine with the Old World
rebellion against New World domination, Painted
in terms of modern ideals of Marxism, post-Stalin
Russia achieved a worldwide supremacy challenged
nh!'l,' by the United States and its allies. Techno-
cratic Tr'l'.l,r.tiz.-'-rlt'u.l tonationalistic ¢ 'I"I-'-'.t*]"'ht'-'lr'llilllll.'i.]
to support the Sovier Union. Like children dividing
a pie over which they have only questionable au-
thority, the two superpowers drew lines across the
face of Europe and massed troops and ideologies
hehind them. In 1961, the construction of the Berlin
Wall clearly marked the less tangible construction of
the lron Curtain.

Red Three was arguably the most mundanely
ortented of the operations. Convinced that their
counterparts across the line would nor honor agree-
ments to settle factional conflicts over the political
question, Technocratic agents directly encouraged
— and carried out personally — attacks upon every
icon of the apposite side’s sociological culture. In
October of 1962, the world sat upon the edge of its
seat while President Kennedy had the United States
Navy blockade Cuba due to the presence of SOviet
missiles. In quiet moves throughout Europe, the
magesand mortal agents of Red Three moved against
OppOsition targets. The clandestine murders and
counterstrikes were not as embarrassing as the Bay of
Pigs incident in April of the prior year, but were
equal if more widespread in their bloodiness.

The uninspired violence and gross attempts by
Tt::rliliudh' oriented factions of the Technocracy 1o
purge their counterparts among the ;’mpul:l!iun of
the other world powers continued for nearly a de-
cade. Meanwhile, Kindred elements within the Soviet
Union rook advantage of the times to raise a mystical
harrier of their own, in the shadow of the political
intangibility of the lron Curtain. For the world ar
large, this barrier would last more than a quarter of a
century, but the Technocracy saw the first signs of
the Curtain's downfall in the revolutionary change
of the Difference Engineers into the Virtual Adepts
according to the principles of Alan Turing in 1971.
Favoring the elitism and freedom of the New Warld,
the Virtual Adepts rebelled against Technocratic
leadership and joined the mystical Traditions. Con-
trol purged constructs around the world, and Red 11
came to a screeching halt in the tace of rampant selt-
destruction.
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With the idealistic neopagan revolutions of the
60's behind them, the Technocrars sought to
strengthen their grip upon reality. The renewed
eftort, Red Four, sturtered at every turn, however, as
IEs agrents continued to H:hl*,'lnird 1t‘H|.' intermnal purges,
paralyzing paranoia and economic disaster. Whether
any supernatural faction encouraged the political
and financial sethbacks of the era remains a subject of
argument among mage historians. The fact remains
that fuel crises, international hostage situations and
the United States recovery from the previously un-
known cultural shock of failing to win a war against
Communists in Viet Nam weakened the operation
immensely, In 1980, the field chiefs in charge of Red
FFII.H' were I'l.:?l:-?-ilj.{l‘ll:i{, 1|.|.'|1.| Iht’ strafeples fhﬂnﬂt“{l.

Star Wars movie entertainment soon turned to
discussions of Star Wars defenses against enemy
missiles, and possibly less "scientific” thoughts, Seck-
ing to conguer a relatively unclaimed slice of the
human paradigm, Operation Red Five was directly
ordered to gather solid documentation of psychic
activity and potential Russian successes in harness-
ing it. Not surprisingly, Red Five found no absolute
proof of psychic advances anywhere in the Soviet
Union. Remarkahly, it did find evidence of unex-
plained paranormal capacities among the citizens of
Eastern European nations generally considered part
of the Soviet Bloc. ':..-.']rlt.'l'[lll:l'ltl Red Five Agents de-
clared they had seized command of more than a
dozen subjects displaying psychic ability. Unforru-
nately, for them, none of these subjects survived
rransfers to facilities recommended by Control and
operatives were increasingly pulled from the field 1o
inexplicably rerire. Cerrain agents, including the
New World Order's veteran ex-Red Four operative
Geary Mandel came to guestion Control's motives.
Pulling strings with regional construct leaders,
Mandel and a handful of his compatriots managed to
splic the field department, shuffling promising but
ultimately unimportant captures on to the newly
formed Operation Red-Six network. Meanwhile, he
arranged for supposedly mundane subjects to divert
to antiquated Red Five facilities,

When the Berlin Wall came down in 1989, the
promises and debrs of the past decades came home to
roost. President Reagan had declared thar the United
States would outspend the Soviet Union, and drive
them into bankruprey. Certainly most people famil-
iar with the broken economy of the Russian Republic
would suggest thar his vision succeeded. Unfortu-
nately, his tactics nearly drained American coffers as

well, raising a two-century aggregate debt of less
than one trillion dollars to over three trillion in a
scant eight years. With an open declaration of vic-
tory over the second world power, and, by extension,
its. political vision, support for overarching Big
Er‘l"hﬂr GrEanizanons Llnﬁllrpri.‘ilnglv l.‘_"l.-"._'!PI:'Irﬂ[L“I._I.
Operation Red Six buried itself deep in black-ops
money and secrecy, and gradually the Pogrom be-
came an artifact of the past. Technically, Operation
Red Six was never completely mothballed, and the
newborn convention Panopticon has breathed fresh
life into the project. Meanwhile, Mandel and other
operatives rendered irrelevant under the single su-
perpawer world remain trained spies and killers with
no mandate bevond newly forming directives from
the Homeland Security Department. With terrorism
presenting an even more vague and shadowy foe
than Communism ever did, Red Five agents manage
to continue their old projects under the guise of
conducting fresh operations, Should Panopticon and
Red Six discover the truth of Red Five, however,
they would surely do their best to bring an end o
Agent Mandel, the Red Five camps and the illicit
experniments conducted there.

THe Frve

Although the conspirators could just as easily be
named for the Red Operation bearing the same
number, The Five are in fact five pivotal individuals
in a plot uniting mages and vampires in a blasphe-
mous project. Clearly the vampire Ambrogino
Giovanni must be acknowledged as one of the five
primary schemers involved, but thar elder Kindred
actually decided o build his network of experiment-
ers and accomplices after discovering the tactics and
advances made by a quarter of loosely allied mages.

Cieary Mandel, New World Order

For some people, nationalism becomes its own
religion; for others, science is the one true God.
American-bom Geary embodied both extremes, of-
ticially leaving the Navy in 1971 to accept an offer
from the National Security Agency while secretly
training as an operative of the New World Order.
Convenrion leaders didn't keep Lieutenant Mandel
holed up in NSA headquarters in Fort Meade, Mary-
land for long. Already well-rraveled, fluent in multiple
-EU'UPI:EI“ i.[! I'igl.t.‘lgl.'!- 11 I..I ."i'[l_"Hl.j Y “nd:l."r P'I'ﬁ'."-i-!i.llrl._‘l L;E‘;Ir‘"
wias deployed in Europe throughout the 70's as part of
CUperation Red Four. Technically responsible for
ensuring secure exchanges of classified information,
Agent Mandel generally wielded considerable clou
among Red Four field operatives. Control was pleased
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with the fact that more than once he managed to
destroy deviant mages without exposing Techno-
cratic secrets to mundane intelligence scruriny.

MNevertheless, the Cold War was not a pleasant
diversion, and the dirty tricks of the trade slowly
chipped away at the idealistic devotion that Geary
held for his homeland. New Warld Order superiors
sensed this during routine screenings, but considered
this change an asset rather than a liability. If Lieu-
tenant Mandel held the New World Order above his
mortal heritage, was that not an excellent achieve-
ment on their part! It is nor a good thing for a man
to lose his faith, however, and their pride in this was
ill placed. In 1978, Agent Mandel's efforts to find,
contain and purge Tradition chantries, while pre-
tending that his strikes were part of an
anti-Communist intelligence agenda, turned him on
to an aspect of reality that his superiors had inten-
tionally left in the dark: In a London subway, the
lieutenant encountered and barely escaped two vam-
pires, Worse yet, having apparently killed them, he
faced them again a couple of nights later.

Faced with evidence that the world contained
things thar could not be merely explained away as
psychic activity, mass paranoia about UFOs or secret
ultratech, Geary felt his surety in the absoluteness of
science slip. For the first rime, Agent Mandel filed an
incomplete report, fearing that spreading word of his
discovery might spell the end of his chance to find
the truth. Suddenly he was curious about the poten-
tial veracity of beliefs among the victims of his own
efforts to enforce the Technocracy's Pogrom. Other
agents in the field, possibly discovering similar things
but handling them far less quietly, ultimarely dis-
turbed Conrrol so greatly that Operation Red Four
was shut down in 1980 and extensively purged before
the remaining agents were reorganized and put back
in the field as part of Red Five. lronically, Red Five
broadened the operation to include gathering actual
proof of psychic activity rather than merely suppress-
ing mythic mages. Licutenant Mandel purt this new
latitude to use and created his own personal under-
ground railroad, whereby deviant mages willing to
work with him were shielded from Control while
those who proved troublesome or intractable were
rurned over to ensure it looked like he was still doing
his job, Particularly of interest to Mandel was discov-
ering the extent of vampirism in the human
population and understanding the condition, and he
was convinced that deviant methodologies were at
least as likely to discern the truth as scientitic con-
ventions. Clearly the most dangerous disease known

to man, Mandel wanted to know precisely why it
wasn't known, and how he could ger rid of ir.

Master Jean-Paul Joreau

In the mid-80s, Mandel's team caught word of a
Hermertic lodge somewhere in northeastern France.
Known as the Red Temple, the lodge happened ro be
achantry of the Order of Hermes" House Tytalus that
had been active since the Massasa War in the lare
13th century. During the century-long conflict be-
tween the Order of Hermes and Tremere vampires,
the leaders of the chantry, known as the Circle of
Red, made contact with Tzimisce who shared their
hatred for the upstart clan. In later years, this con-
ract would be the source of the rumored alliance
hetween the mages of the Circle of Red and the
Sabbat. Of course the nightly activities of a few
Tzimisce scholars of the occult and a handful of
eccentric Tytalus Hermetics does not make an alli-
ance of sects, and most of the Sabbar and Order of
Hermes membership remained ignorant of the other's
existence. Perhaps the occasional unhealthy interest
in vampirism might have remained harmless were it
not for the corruption of the chanrry.

Jean-Paul Joreau is the Master of an order buile
upon terrible secrets. Sitting atop ancient caves
containing prehistoric symbols painted upon their
walls and unnamed crearures of darkness, the Red
Temple was an infamous locale before the march of
Christianity burned s inhabitants and cast down
the stones where bloody rites once echoed. During
the Dark Ages, House Tytalus of the Order of Hermes
seized the powerful node and rebuilt the temple as a
stone manor. Apprentices complained of nightmares
in which a terrible beast from beneath the earth
devoured them. Investigation by House Quaesitor
revealed infernal raint among the Masters of the
chantry, and Hermetic justice was swift,

As the new leaders of the chantry distinguished
themselves in the Massasa War, probably in no small
part due to their links with Tzimisce vampires, the
Red Temple was left to its own devices afrer the
conflict. Surviving acolytes of the infernal con-
spiracy, combined with the minted resonance of the
chantry, soon reclaimed their dark masters’ favor.
Widderslaintes were drawn to the site, and unsuspect-
ing Hermetic apprentices became foul barabbi or
were quietly dismissed. Jean-Paul Joreau was already
a powerful Hermetic when the tanks of the Third
Reich rolled through the Rhineland. Unknown to
the Order of Hermes, he was also the Nephandus
leader of the Red Temple. Joreau greeted the carnage
of the war with glee, and sorrowed that the human
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spirit managed to survive millions of deaths and
untold atrocities. Master Joreau desired nothing less
than to see the world plunge into darkness.

The Master of the Red Temple watched the rise
of atomic potential with interest, balanced between
the Nephandus factions craving utter nihilism and
those that wanted complete corruption of the world.
When Agent Mandel's Red Five cell tried to cap-
ture Joreau, the Master let it happen, sensing that
the lieutenant's faith was weak and confident that
he could escape if the occasion required it. Numer-
ous discussions with vampires, albeit Tzimisce
connected with the Sabbar, has left Joreau believ-
ing that the vampirism is indeed a curse placed
upon Caine by the Creator. When discussion with
Mandel revealed rthat one of the agent's goals in-
cluded discovering a cure for the Curse of Caine, a
bold idea occurred to Joreau. Perhaps if they could
deteat the Divine Will, they could achieve what the
angels of Lucifer Morningstar could not. Denied of
an infallible Creator, the world might be grasped
like an apple plucked from a tree. Of course the
crafty old Master mentioned no such plan to Licu-
renant Mandel, and merely volunteered his help
and that of certain compatriots he would not name.
Mandel released the Hermetic widderslainte, under
continued surveillance.

Master Joreau is a walking example of how deep
over his head Mandel has really gotten himself, He
could potentially survive a pitched bartle against
Mandel's enrire Technocratic cell. Nonetheless, the
dark mage truly desires success in the endeavor to
overcome the Creator's curse, and sees the immense
utility of Mandel's access to Technocratic and Tra-
dition knowledge combined with his resources for
concealing the capture of subjects and safehouses for
experimentation. Joreau has members of the Circle
of Red working toward his new goal, though most of
them are not fully aware of their project’s ultimare
end. He is also familiar with the Tzimisce vampire
Duality, and more comforrable with the Sabbat in-
volved in the conspiracy than with Ambrogino or
any Camarilla Kindred. Although other mages may
contribute the various breakthroughs in the manipu-
lation of Entropy, Matter and Life necessary to reverse
the Embrace, Joreau may be the only conspirator to
possess the required mastery of Prime. This bolsters
his confidence that whatever happens he will man-
age 1o be ar the center of ir.

AMBROGINO GIOVANNI
Mandel's first meeting with Ambrogino hap-
pened ina small restaurant in Yugoslavia. Frustrared

TueTempreor Ren |

What lies beneath the Red Temple? Thar is
a secret best left o the devices of the Story-
teller. Storytellers of Vampire may decide thar
the caverns below once contained the proto-
plasmic mass of the Tzimisce Antediluvian
(now reputedly lurking beneath New York City)
or perhaps the shapeless form of a Methuselah
who follows its sire’s lead. Perhaps an ancient
Toreador, Brujah or Setite rests here with its
unwholesome children. A lessepicanswer might
be that the caves are home to an underground |
cult of Kindred who have turned their face
trom He who cursed Caine. Alternatively, ser-
vants of Kupala, or even another earthbound
demon of similar power might lurk beneath the
poisoned soil, and this mighr explain the tiesto
keldunic sorcerers within the Sabbar.

Mage Storytellers might prefer that the
entities benearh the Red Temple be corrupt
spirits trapped by the ancient signs painted
upon the cave walls. On the other hand, the
glistening red symbols might merely be the
bloody marks of ‘an unholy Nephandi Caul,
wherein the Awakened undergo the Dark Re-
birth and swear fealty to the Outer Darkness.
Potentially, the twisted tunnels are the mouths |
(or less pleasant orifices) of one or more of the
demonic Things That Should Not Be, and
wanderers below are lucky if they don't emerpe
in some hellish other place, or deliver their
souls as nourishment to the Nephandi Lords.
Whatever your choice might be, it is clear that |
the Red Temple is an unwholesome place. {

with his attempts to capture the wily vampire, Mandel
left a message asking for a parlay with the creature.
Angry at the presumptuous mortal who seized one of
his havens and left such an absurd request behind,
the old Giovanni determined o take -'ILJI'Ir'-iI;"Itii_L’,I.' 8]
the meeting to kill the interloper. To his surprise,
Ambrogino changed his mind after the Red Five
agent explained his desire to understand and dis.
cover a cure for the vampiric condition. Intrigued by
the possibility and recognizing the occult power of
mages as a porentially useful tool, Ambrogino agreed
to bring his resources and expertise to bear, and the
conspiracy truly was born. With vampires and mages
working together toward a cure for the Curse ol
Caine, who knows how soon they might succeed?
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[Preriae pe CaLice

When the Tremere used stolen blood to change
themselves into vampires in the 11th century, not
every member of the Hermetic House was Embraced
Indeed. initially only Tremere and his inner circle
were included in the ritual, and the need for secrecy
ensured that the Embrace of the rest of the House was
done carefully and quietly. The discovery of the
Mremere's blasphemous experiment by the Order ol
Hermes, and the resulting Massasa War, certainly
demonstrated that the desire for care had been wise.
Mevertheless, once the leaders of the Order knew
their secret, and thus thar delay could only weaken
their position, the Tremere moved quickly to com-
plete the transformation ol their House into a
powerful Kindred clan. The conversion of the entire
House was never complered. Unknown except per-
haps to Tremere himself, and whatever close advisors
he mav have informed, the mortal Pontifex Mathieu
de Calice, once an apprentice to Goratrix, fled be-
fore his one-time mentor's experiments reached
fruition. Cut off from House Tremere and unwilling
o risk conracting the Order of Hermes, the Ponrtitex's
Maison Liban chantry weathered the Massasa Wan
hv remaining strictly neurral and completely con-
cealed. De Calice's apprentices inherited a wealth of
lore surrounding powerful wards and seals, protec-
tions from scrying efforts and defensive magics

Members of Maison Liban have survived to the
moderns dav, though they are certainly a very small
arder with little influence in the affairs of mages.
Students of the craft are raught to avoid other prac-
ritioners of magic, and ahsolutely to avoid vampires,
The writings of Maison Liban's founder clearly de-
scribe the horror of watching a man die and rise again
2% A |:'||||1;_:r1. beast. E |_|.*| texts also note that L"t‘iiﬂl‘l]l!h,‘
1 vampire seemed to inexplicably destroy the ability
of a mage to properly invoke the Will. (Storytellers
mav assume that Maison Liban willworkers are an
ohscure offshoot of the Order of Hermes whose
magic works similarly. Those with Sorcerer Revised
Edition may appreciate the linear Parhs of the sor
cerer when running crossover games with vampires. )

Pierre de Calice is, of course, one of the descen-
dents of the founder of Maison Liban. Frankly, it is
amazing that no one in the sorcerous society has
raken his path before, but perhaps the warnings of
the Lihan's reachings were sufficient to dissuade
those who came before him. Pierre is an accom-
plished sorcerer, adept at the rotes and rituals of his
|:'|_1 s M |!1.|.'I'|!|._'l|.-~ia, |:'|i.L has 1‘-I..'n._k|11‘u_' L-n::mun_'..! wuh
the idea of rescuing the Hermetic ancestors of
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Maison Liban and those they have Embraced from
Damnation. Despite being a practicing sorcerer, de
Calice is a devour Catholic, and believes thar the
Tremere might be redeemed if they could become
mortal again.

Although Pierre pracrically memorized the ex-
tensive writings of the founding Pontifex, he was not
availed of a ready supply of vampires begging to be
redeemed. Thus Pierre conducted numerous divina-
tions, searching for signs of how he should proceed.
Foreseeing a hopeful path, the young sorcerer moved
to Marseilles and continued his hunt for a vampire
with whom he might discuss the possibility of seek-
ing a cure for the curse. Luckily for Pierre, or perhaps
because of his glimpses of the future, he discovered
the vampire Philippe de Marseilles. After some dis-
cussion, the Kindred agreed to participate in the
Liban's rituals, and Pierre de Calice attempted to
reverse the Embrace. His miserable failure to do so
disheartened de Calice, but after further thoughr,
the twodecided it was possible that his methods only
failed because they were based upon the idea thar the
Tremere conversion was a magical ritual. While de
Calice worked to craft some new ritual which might
affect Philippe, the primogen of Marseilles set his
sights upon finding 4 Tremere who might agree to de
Calice's sorcery without following the young mage's
path back to his family and mentors. Although he
did not mention the fact, Philippe’s powerful Auspex
saw into the mage’s mind, and de Marseilles feared
that an unscrupulous Tremere might discover de
Calice's secret as well and prey upon the remnants of
their own ancient House. Careful inquiries ulti-
mately brought Philippe de Marseilles to the attention
of Ambrogino long before he discovered any “safe”
Tremere. Philippe and Pierre readily joined the con-
spiracy, though they both remain careful to conceal
Maison Liban’s existence.

Although he remains firm in his conviction,
and determined to redeem House Tremere and the
dauntless Philippe, Pierre de Calice is becoming
concerned. On the rare occasion he has had oppor-
runity to try his rituals upon a Tremere subject, it
has not worked, though he continues to make ad-
justments. Further divinations suggest that rhings
may not go well, although he cannot see anything
specific and only garners vague wamings. Some-
rimes his sleep is interrupted by rerrible dreams of a
burning sigil in the sky, and he awakes screaming of
“the red sign.” De Calice arrributes some of this to
the fact that he has drastically altered his natural
schedule, sleeping during the day and working with

de Marseilles late into the night. Sometimes he
thinks he actually sees the red sign of his dreams
glimmering in the night sky. Private studies, con-
ducred when Philippe is busy elsewhere, suggest that
the sign is a symbol for a mystic eve, and de Calice
wonders what sinister force spies upon his effores,
He has redoubled protecrive wards against scrying,
and carctully wards every ritual and experiment
against ill intent, This creeping paranoia is probably
the main reason that none of the Tremere conspira-
rors have yet realized Pierre's origin.

Dr.EymMma Donn

Neither the fascism of Nazi Germany nor the
totalitarian Communist regime of Eastern Ciermany
dispelled the primordial practices of magic. The
danger of being caught in a police state didn't neces-
sarily exceed that of ancient feudal lords, and many
rraditional practitioners inherited centuries of wis-
dom along with the heritage of forbidden power. For
the Verbena priestess Emma Dodd, it was easy to
hide behind the stethoscope and white coat of a
docror. Respected in her community, and adored by
happy — and healthy — patients, she was free to
practice the old ways in private. Although she com-
monly retreated to a cabin in the wilds of Eastern
Cermany, Dr. Dodd always returned to Berlin, where
she felr she could do the greatest Hum{ as a healer.

Now in her early 50%, Emma was part of the
crowd cheering the fall of the Berlin Wall in 1989,
Within the past few years, she noticed a strange
trend of odd blood diseases and drastic loss of blood
in her patients. Unable to explain the problem with
modern medicine or traditional hearth wisdom, the
doctor turned to her countryside coven for aid.
Working together, the Verbena coven traced the
blood of the victims to roving creatures of the night
who could only be what myth called “vampires.”
Further divinations showed that the blood-drinking
fiends were engaged in a clandestine war over the
city itself, apparently reignited by the reunification
of once-divided territories.

Returning to Berlin, Emma undertook her own
measures against the vampires molesting her pa-
tients. Unwilling to contend directly against mythic
creatures of unknown might, she turned the blood of
those she treated into a weapon against their would-
be predators. Those unlucky Kindred who fed upon
mortals who visited her clinic found their own blooad
inexplicably rendered inert and sickening. Fear and
rumor spread among the Kindred communiry of Ber-
lin. The city’s rival leaders carefully rried to discover
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the -..||_||'.,_1_'|||_I:|:'|q_'|_-I'1-|"|I_!|_I_'.';!=]'.-IIII letting word of the
pani -j1l.'-.-.|..i. Meither -_-llll-.t be sure that f.ht' bl uE
curse was not a trick of his opponent, nor did the two
lirectly

squabble. They were not entirely successful.

want the Camarilla interfering in their

Dirawn by rumors of some sort of disturbance,
?'-.1.2!]I-.]l..‘] ||'“i. "'LI|1]'1-."__'||1L- |:=Ilr|ll.'.| I||-.:|r arrennon to
the Kindred of Berlin, Although clever and careful
Dodd failed to completely cover her tracks, and
eventually computer searches of medical records led
Mandel to the doctor. | I-i'|15--:|1ll-.l with the i ssibil
1Ty il .|.|_I_l|;:“'|.'g UTITNE the 1.'.ii||p|n'r-n"i r||L.'IE i :-HL{II1-'1i
rather than simply driving off the parasites, Emma
.|.|;r|:|_'.| [ih -.1'.'u'!|-. it her efforis o work that would
hopefully prove more beneficial 1o everyone in the
|1 NE Tun Dir. Dodd did not reve al the prescnce 1] ll-.':
r||T.L'£ COVET, .||1J LIL-.]-.'L'-.i |n.': contact '-1-'|Ll| them h.l*-
CTOWTL SCATCe a8 she s T ibsurd l-:l'u_:l s oy protedct
concerned for her

IL"H.'[

ATE

them from discoverny [They

safety. but have thus tar honored request that
they only aid her trom atar

Although Emma Dodd no longer makes a habir
of polsonIng v |||||‘il|"-. F'||.|.-11'u'|1lx-lh'~- il l|u '.'1I||'-I'{'.I.L.
have not vet faded in Kindred sociery. The princes
of Berlin still want o know why Kindred in their

B

city were suddenly developing strange blood sick
THCA5EE, a1s|:' i1 E-' PRl OE JUESTRECAT |1 15 SeNE Aard |'|~'|'-'- Lix
investigate. Such is the danger of arousing the sus
plcions of .ll_;n_-]ru- |':'|L|_._-- it 1% ]*-HH]‘!{- that the
SCTUL I 1.';.!“ ) AR | -.1I|._‘. At .',"|.||||‘III£|T'I.-I."-. SULEPTRIESTIOT,
the primogen Natacha has extended some help in
trving to misdirect ingquiries. Playing a bit ol a
Jdangerous pame, her factors have primarily tried to
Fl'tl'lr i '-.'lq_EL'f'Il.. = ;"'1'|..||-|_ |...'7||'-| L%, |.1r|||L C III I 151 l|:|I.'I
lin. because she favors the western city's Prince
Wilhelm. Should Dodd become a liability to th
CONSPIrACY 1N SOmec Wiy MNata byt |*~l:m- tiv Bie =||t'
Verbena's actions to Gustav somehow, or perhaps
Just remove the docro and leave as many vague
hints pointed at the eastern prince as possible

(If this plotline becomes important to your
troupe’s exploits, you should probably assign the
archons to whatever justicar is most connected to
the history of
VAIMPITES, | 4 COUrse Where no ohvious ANSWer sug-
I

your troupe [P ided they are

L] itsell, you :u:x_:ﬁr choose t hl'n-l wcar Lucinde.
Consider the story opportunities provided by a many

hued conflict arising from Clan Ventrue's archons
risking cries of favoritism from other clans only to
step berween two Ventrue princes fighting over the

|:_r-_.'1 iR T-,\l_l: 'I-_E l||||||':ii AR T lI,I'I,'H -,".'Ii.'.'.:'ih

30



same city while chasing false clues left by a primogen
from another city, For ready-made stories and details
of the princes of Berlin, see Cities of Darkness,
Vilume 2 or the original Berlin by Night. Lucinde
is detailed in Children of the Night.)

A CONSPIRACY OF AWAHKENED

Mandel, Dodd, Joreau and de Calice are but four
of the most prominent mage members of the con-
spiracy. {.'hil,ptcr Four derails other PIL][TETH. and of
course your own troupe may decide to join the effort.
If your troupe instead works against the Red Five

underground railroad and Ambrogino's league of

interested Kindred, then these personalities will of-
ten serve as foils oreven outright antagonists for your
troupe. Even if the characrers of your chronicle
choose to support the conspiracy detailed in this
book, there are certain to be factors whose motives
will provoke concern and possibly lead ro conflict.
Characters who somehow learn of Joreau’s plans, at
the very least, should hopefully be upser. If they leam
or suspect that he could be right, then the very
foundation of Creation could be at risk. Consider the
comspirators derailed here and in Chaprer Four, and
try to plan for how your troupe might interact with
them. In particular you will need to decide how the
characters discover the Red Sign conspiracy.

Frim e OpFrraTION

It the characters are a squad of Technocrars,
then they are most likely to join the story according
to their relationship with Lieutenant Mandel and
Operation Red Five and Six. Panopticon has co-
opted operatives within Red Six, and would certainly
deploy any agent characters in their command to
reignite the Pogrom. Such a move could be as simple
as being ordered to grab some vampire — or
“hemophagic anthromorph” — who happens to be
connected with the conspiracy, or perhaps is merely
one of their test subjects. Alternarively they could be
the unfortunate agents sent against one of the mon-
strously powerful Kindred like Ambrogino. With the
tables turned, and the hunters becoming the hunted,
might the characters agree to aid the conspiracy
simply to survive! Although many players would not
appreciate the idea, a mature troupe mighr even
explore the fate of mages whose wills are Dominated
by a potent elder in order to ensure lovalty to the
cause,

More intrigue-oriented troupes might enjoy be-
ing asked to investigate the supposedly defuncrt field
stations of Red Five. Mandel manages to conceal his
underground use of old Red Five sites behind his

shows of apparent continued service as an agent of
Red Six. Control would be alarmed to discover the
extent of his misappropriation of Technocratic re-
sources, ongoing treachery and systematic deception
of his superiors. On the other hand, the characters
may unmask one of his sites only to be as angrily
surprised by what they find as Mandel was in 1978. I
their clearance has never authorized them to know
about greater reality deviants such as vampires, then
how will they react to the knowledge that Control
has intentionally left them in the dark ! Technocrats
deciding to join Mandel may even have to try to
cover up evidence against him thar they have re-
vealed themselves. However seamless the
mirrorshades of the Technocracy may appear to its
toes, things are not as smooth as they appear on the
surface. What if the characters have gone so far as to
kill Mandel? Will the conspirators cut their losses or
will they try to eliminare foes who could potentially
threaten them as well?

Alternatively, Technocratic mages might be as-
signed to Mandel's ream. It could be some time
before he trusts them enough to do more than use
them to soften up Tradition or vampire foes. Of
course they might discover his acrivities on their
own, whether due to paranoid spying on their com-
mander or sheeraccident. Should the Lieutenant put
the characters on the trail of a vampire, he will pay
special attention to their reactions. Squads that
destroy or capture Kindred opponents without flinch-
ing will not willingly be brought into Mandel's
contidence. Those who seem genuinely disturbed by
the experience will be probed to gauge their recep-
tiveness to operating beyond Control's official
parameters. Is it better to shoor and ask questions
later? Or might there be something to learn from the
enemy! Do we not employ the same bacterin and
viruses that can kill us to create the vaccine — or
antidote! The directness of questions that he or his
underlings pose will rapidly change depending upon
the characters' reactions.

Tradition mages or Kindred characters are likely
to encounter Mandel on the receiving end of a Red
Five operation, unless he is introduced to them via
some other factor already connected to the cause.
Characters are often loath to work with a capror, no
matter how benevolent he may appear, and Red Five
isn’t particularly kind in demeanor. Nonetheless,
the lieutenant will try to ascertain whether the
deviant mages would be amenable to a joint venture,
or whether the vampires are willing ro provide direct
aid. In either case, should the answer be negative,
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Red Five agents will deliver the prisoners to one of
the conspiracy’s experimental sites. Mages who are
clearly extremely antagonistic are delivered to Red
Six superiors as proof thar Mandel's team is doing its
job, and the real purposes of the underground opera-
tion are never mentioned for fear the caprives might
reveal such information under interrogation.

¥
Joreau s GAME

Jean-Paul Joreau has one of the darkest motives
of all the conspirators. He means to ruin Creation.
Toward that end he is willing and able to maim or
murder anyone without compunction. Of course no
devil incarnate would be complete without the win-
some smile and silver tongue of an inveterate liar.
Master Joreau will happily speak to anyone who
encounters him, judging whether they pose a threat
to his plans or mighrt serve as a potential pawn to be
shoved down the proper path. The more threatening
a foe might be, the more Joreauw will try to trick him
into turning against some other targer. If there is
apparent danger that Tradition characters may sense
his fallen Avatar, for example, the Nephandus is
likely to distract them with details of Red Six field
camps unrelated o the Red Five sites maintained by
conspirators. Such a move weakens his Techno-
cratic foes while providing a greater smokescreen for
Mandel's operations, and hopefully rids him of
rroublesome meddlers.

Joreau and the Circle of Red have contact with
certain koldunic sorcerers of the Tzimisce clan within
the Sabbat. Characters following the Sword of Caine
might be brought into the conspiracy initially with
valuable information about a Camarilla target for
the price of delivering over one of rhe victims.
Curious characters might inquire about the final
fate of their captured foes. Joreau will not be shy
about telling relatively trustworthy Sabbat contacts
about the efforts to turn vampires into mortals
again, but he will certainly exhort the value of such
research as a weapon against the Sword's enemies,
The Master of the Red Temple is familiar with the
basic concept of Antediluvians, though he enter-
tains the possibility that they are actually powerful
Nephandi Lords who have managed to deceive the
Damned children of Caine. Whatever their true
nature, they are certain to be suggested as the ulti-
mate potential target of resulting rituals of moreality,
should such rantalizing promises be required to bend
the Sabbat pack’s ear.

Cabals with at least one Hermeric member likely
discover that Joreau was apparently actively involved

in the Second Massasa War. If such things appear to
interest them, the widderslamte hints that he is pos-
sibly the last remaining Master of House Tytalus still
on the earthly side of the Gauntlet. Impressionable
young mages may even receive an offer to act as their
mentor. Militant mages will be rold thar experi-
ments are underway to reverse vampirism in order to
win the Massasa War for all time. Cabals of a more
benevolent bent will be told thar Joreau's allies seek
a cure for the curse thar plagues vampires. In this
'S‘i_'[u:_'-lt[[_'lnnl l]ﬂrf'ﬂu “"I“ llkl.'.i"’-' Pﬂi.nT |I"H." I._'i.:lll"'-ill tU'I'r'ilrLI i
vampire target or two, requesting that the blood-
sucking fiends be caprured for study. Those characters
showing the power to seize a creature of the nighe
and the tacr to avoid creating a ruckus doing so may
be offered a chance to participate directly in the
studies of the conspiracy. Messy cabals may be turned
against foes thar the conspiracy currently considers
too dangerous to use in any way, such as Gustav of
Berlin, If the conspirators have fallen to infighting,
Joreau will instead send anyone who falls under the
spell of his stories to destroy those to whom he has
revealed his presence,

Master Joreau’s offer to serve as a mentor is no
lie, though it isa trick. Characters accepting tutelage
in the Red Temple are going to be tempred to join
the Fallen. Offers of power are but the beginning.
Sanity-wracking nightmares will test the virtue and
resolve of apprentices to the Circle of Red. [nitiation
ceremonies may even end with the victim entering
the caves beneath the temple and becoming barabbi,
Tainted by temptation or by entrapment, a character
is likely to find it difficult to return to mage society
again. Of course Joreau would be happy to reach
them rotes to conceal the corruption of their Ava-
tars, but accepring his help at that point would only
be further condemning one’s soul. Storytellers who
desire to explore this sort of chronicle may wish to
consult The Book of Madness for inspiration in
handling Nephandi characrers. If the conspiracy
seems destined to fail, Joreau may make it a priority
to attempt to corrupt mage characrers, deeming it a
greater wound to Creation to birth future Nephandi
than to pursue an unachievable goal.

Prerre’'s DREAMS

Pierre de Calice is a good point of contact for
Storytellers who wish to peacefully introduce vam-
pires to at least one mage genuinely concerned for
their welfare. The Liban especially wants to vest his
technigue upon willing Tremere because he retains
his belief thar the Tremere variety of vampirism is
the result of a ritual and can be broken with
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Just A ResMiNner

When one is engrossed in a book thar un-
abashedly leaps back and forth between games,
happily engaging in ctossover theories and
clashes of HLI[.‘H.'mlI[I.J:‘I!"rII u.;ultun:, it 15 CAsSY 10
torget that this is absolutely not the norm, Most
mages don't know jack about vampires except
tor the same clichés that we all see in movies
and read in books. Many mages don't even
know that vampires actually exist, Some may
assume that such is the case based upon the
logical assumprion thar if the magic of legend
exists, then perhaps other aspects of legend do
as well. That sort of assumption would naturally
lead one to suspect that giants, dragons, gob-
lins, Norse gods and beast-headed Egyptians
exist as well. OF course, mages with advanced
knowledge of cosmology realize that all of those
(and more) probably exist within the infinite
reaches of the Umbra, but that's nor the same as
positing that such creatures walk the Earth, and
it is certainly not the same as knowmg.

Mages who have encountered vampires are
the minority. Generally even these willworkers
don't associate the word “Kindred” with vam-
pires, don't know which vampire legends are
rue or false (such as that of Caine) and might
think a clan is something with three K's that
wears white hoods and burns crosses. Mages
who understand basic vampire politics are rare
and rarer still are those steeped in the ways of
the Kindred. Storyrellers who want a concise
guideline for gauging the degree of knowledge a
mage might possess may consult the Vampire
Lore Ability from the Mage Storytellers Hand-
book. The same book gives guidelines for the
lore that vampires might possess about mages.

countermagic, but now feels thar success requires the
subject’s unwavering desire to be free of the curse.
He is almost certainly mistaken, but one can never
know for sure without trying, and in a sense the
existence of Golconda suggests that he may be right
about the importance of the will, however wrong his
view of the Embrace's effects may be. Kindred famil-
iar with Philippe de Marseilles may accept the
Toreador elder's word that Pierre means well, or the
young mage's own words may convince them. Reli-
gious characters may also discover they have much
in common with de Calice, provided their personal

b i

taith is not antagonistic to Catholicism. Of course
Pierre has much to fear from the Tremere and he will
take grear pains to protect Maison Liban's existence
Irom discovery, even if it means pretending that all
Hl! I‘IIE- hjf'.i.“‘:- 1.|+:r|w.- T'r: g |1I}'|I:T.ﬁ within El'l.t' COnNspIracy.
If the characters somehow learn de Calice's origin,
he will react with tremendous alarm that can be
discharged only by immediate and strong assurances
that his secret will remain safe. Otherwise, he will do
his best to suddenly disappear, and rapidly grows
unwilling to visit his own family or mentors for fear
of leading enemies to their door, He will warn them
from afar via sorcery.

Pierre does nor share his past wirth mage cabals
either, though he is significantly less concerned that
they might automatically mean him harm, The Liban
is happy to share theories about the reversal of
vampirism with characrers who seem interested and
display what seems to be genuine desire to redeem irs
victims, Ultimarely a skilled cabal may discover that
fiﬂ.“!. hriﬂ:.' maore mystic lore to bear on the issue than
he does, but that only heightens Pierre's hopes that
they will help him solve the puzzle. As noted above,
Fierre 15 a good point of contact for faith-oriented
characters, including Celestial Choristers. Although
his paradigm is Hermetic, Pierre's beliefs are highly
compatible with those of tolerant-minded monothe-
istic theologians.

Oine of the strongest benefirs to using Plerre as an
introductory factor is the fact thar, in randem with
Philippe, he can quickly draw a vague picture of the
conspiracy's goals for vampire or mage groups that
wish to help or manage to successfully pretend ro. If
necessary, Philippe's presence can keep the charac-
ters from pushing Pierre too far, as his Auspex is sure
to eventually pierce the deceprions of dishonest
schemers. On the other hand, Pierre could be used to
give vampires a basic primer of mage dynamics or
Philippe might reveal the general state of Kindred
aftairs. Care should be raken to avoid this becoming
Supernatural Buddy Primer 101, bur it can be a
valuable tool for filling story-halting gaps in charac-
ters' lore.

Another important difference between Pierre
and the other prominent mages involved in the
conspiracy is his desire to repair the Tremere ability
to wield dynamic magic in addition to restoring their
humanity. Joreau couldn’t care less if conquering the
Ureator's curse restores the Avarar, and Mandel
would probably prefer that it not do so if he thoughi
of it in those terms. Dodd's experience thus far hasn't
included opportunities to study Tremere or mage
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means certain, however, Maison Liban has survived
more than 800 years of hiding from the likes of the
godlike Anrediluvian of House Tremere. For all of
his power, Joreau is virtually a child in comparison to
the clan founder. The fact that the Red Temple has
its own dirty secrers makes it risky for Joreau to
contact the Quaesitors of the Order. Finally, there is
every possibility that the current Pontifex of Maison
Liban may have foreseen the upcoming danger and
urged his pr-.r|'l|-: o esCape betore the threar every
materialized. Abandoning Pierre may seem harsh,
but the voung mage did ignore centuries of his elder's
wisdom atrer all.

Tur BLoon CuRs

Before being discovered by Mandel's dragnet,
Emma Dodd tried 1o reach Tradition leaders to ask
tor help. The doctor was never particularly con.
nected to mage society, except for her strong ries to
her coven. In a world beset by threats on EVery side,
a missive abourt strange blood diseases in Berlin isn't
necessarily going to command attenrion, Many ca-
bals are too busy playing hide and seek with the
Technocracy to keep tn touch with other Tradition
chantries. The most powerful chantries are often
locked in vicious political infighting. Thus it was no
great surprise o Dr. Dodd when she received no
immediate response.

The players’ cabal of mages could learn of a
Verbena doctor complaining of mysterious blood-
related illnesses in Germany and decide to investigate
on their own without Walting tor sanction from on
high. Alternatively, a superior in their home chantry
or in the hierarchy of the Traditions might specifi-
cally request thar the cabal come to Dodd's aid. The
latter approach works particularly well if the cabal
owes any debrs, but it could ﬁirrtl]:{rh' be used as an
excuse for them to earn favors. If any of the Imupe's
characters is a Verbena, then a member of Dodd's
coven might be an old mentor of the character {or
her mentor's mentor...) if the timing and locale fit
with her backsrory.

The advantage to using Dr. Dodd a3 an initial
contact is thar she represents a purely Tradition,
non-vampire approach., While Mandel's team did
uncover her whereabouts, she is free to act on her
own and is already unhappy with the way she was
brought into the conspiracy. Her knowledge of
vampires comes from a mage perspective as well,
albeit one with a récord of limired successes against
their kind. Emma wants to cure vampires in order to
set the balance of life in order, but if the process fails

she will swiftly return to her old methods. The
Verbena has no delusions about the way of the
prc:f::mr and treats vampires with the same careful-
ness she would a venomous serpent. The old story in
which a woman nurses a snake back to health only
ro be bitten is not lost on the docror. A cabal that
joins Dodd’s efforts may prove pivoral in the success
of the conspiracy or may be the faction thar realizes
that everything is about to go terribly wrong just in
rime to try to stop it.

For vampire characters, Dodd represents an op-
portunity to introduce the conspiracy with a myseery.
The characters may be Kindred who reside in Berlin
or may be directed there by those who hold sway over
them. If they are locals, perhaps the characrers suffer
a disastrous feeding, otherwise they hear rumors of
the blood curse that affects the city. If the coterie
unravels origin of the mysterious blood curse, then
they will have found Dr. Dodd. Obviously her reac-
tion depends upon the coterie's approach. Peaceful
contact may lead her to believe the characters are
part of the Red Sign conspiracy, and even lead to her
inadvertently revealing its existence to them. Vio-
lence will be mer with magical force, though the
doctor is certainly not above retreating in the face of
superior foes. Living or dead, the Verbena may pro-
vide valuable lessons about the importance of the
Masquerade. Her efforts to poison the herd against
Kindred stem directly from the high pressure of a city
divided between warring princes and the inevitable
sloppiness that occasionally results from thar stare.
Victims of the Verbena's blood curse only further
demonstrate the fragility of the Masquerade as sto-
ries circulate about the Kindred vomiting blood or
profusely sweating blood. Ultimately even the fact
that her actions resulted in her own capture by the
Technocracy is a warning of the dangers inherent in
playing with the unknown.

In the event that Kindred characters need guid-
ance or stymieing, it is a simple matter to have agents
of the primogen Natacha point them in the right (or
wrong) direction. If characters, mage or vampire,
should destroy Dodd without discovering the con-
spiracy, then a member or two of her coven might
enter Berlin in search of her. This readily gives
Storyrellers a second chance to kick-start any stalled
progression of the story. It should be noted that Dr.
Dodd does not possess knowledge of things like clans
or the Camarilla, and she still assumes that many of
the myths about vampires are true. Given that blood
is a primary focus in her magic, the fact that she
managed to manipulate its properties is not an indi-
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cation of mastery of Kindred. Of course, for creatures
for whom blood is survival, her natural talents are a
cgm_r-u{uml"-h: threar.

RBEACTIONSTO VAMPDIRES AND
THE CURSE

While most Kindred who research methods of
reversing the vampiric condition do so with at least
a vague desire to remove their own curse, mages who
seek the same knowledge are ultimately meddlers.
Some may desire to cure vampires of their terrible
curse, while others simply quest for knowledge. No
mage feels the unrelenting hunger and spiritual
vacuum of those who have fallen prev to Caine's
curse, and without that experience there can never
be true understanding. A mage trying to change a
vampire back into a mortal is screwing with things of
which she has an incomplete conception.

Although mages with more than a modicum of
lore about vampires are rare, those who spring from
similar backgrounds often share comparable views.
Not every mage will share the stereotypical mindser
of those who practice the same magical paradigm,
but it remains a useful tool in guessing how a particu-
lar willworker might react. The individual Traditions
vary greatly in their stance as regards to vampires and
their potential reaction, should they discover the
activities of the conspiracy of the Red Sign. Techno-
cratic Conventions often are similar in theory but
the differences of scientific method still create vari-
€1y 1N pracrice.

AHASHIC BROTHERHOOD

Akashic teachingsencourage the realization that
the mind supercedes the material in alhthings. Some
Eastern sects even-téach that the-material world is
ultimately an illusion creared by themind. Akashics
who know sf ¢ amplm : ﬁﬁtlhﬁri:ﬂﬂﬂil 10T
could theoret rwll'p.}l-'é ﬂ'l'.l.m;rld bul'ﬂ'iﬂ,rh-: refusal
of the gonsciongness Lo fetrerirs bage impllses ren-
ders it unablé Escape the physical, Conyineed thdy
share! thy mcknqﬁqf thigin tellow v:l,mpfrdj these
hroken mmd-i'h:.cpm& sa static tht they are krapped
in an ever-répeating mgh{mure of existence that is

simultanecusly vnsatisfying and unchanging. Prahma

represents @ way for all erearires roadvance beyond
the chains of theirowii beliefS and.desires, but most
Akashics dre insure what thie Drahma of vampires

might be givencharthey seemingly have no phtural
place. Should an Akashic learn of Golconda, the
idea of accepting the Beastand the Man would at
least sound like a-step in the right direction. Con-

vinced of the eternal quality of the soul, many
Akashics feel that most vampires would be better oft
if they were released from the trap that is their
physical form. On the other hand, the Brotherhood
does not believe that simply returning to wheel of
Drahma will place one upon the proper Way.

CeresTiaL CHORUS
Choristers are more offended by the existence ol

vampires than possibly any other magical tradition
in the World of Darkness. By their very nature,
vampires are depraved sinners who routinely assault
others to feed their hungers. Choristers who believe
in a force antagonistic to ghe One naturally associate
vampires with the Adversary. Adherents ot Chris-
tianiry, Judaism or Islamwhio learn of Kindred's own
legends are scarcely '-.utpnud The idea that an angry
God's punishmeniupon’ ‘Caifie.might take such a
form is readily ﬁ,‘h"u.,n‘r'l."lbh to manyihoristers. Oth-
ers argue thﬁr the One, mmld nofigurse Caine's
innocent vi€tims as weﬂ and suggest that Caine's
form is not.the work ¢f the One, omthatperhops
Lilith or LuciferRavegiven ﬂmﬂﬂfd renjat the nighs
llnﬁfﬁfwmiﬂﬂﬂlhﬂ!’ Fresentel
with the canspirators’ 5 to n::mwmrht curse of

vampirism, the Chorus isnot likely to be as united as
one might he“m' Thu.r: w'hu teel [l;ult vampirism is
the Curse of P‘Iﬂ;l.}l: I:I:II} m_nd--lﬂ"nnﬁl those who
would undo the wnr‘lt'ﬂﬂnc’ﬁe Those who see the
plight of the vampire asa cuse that might have been
thrust upon the undesegying will react according to
whether they believe that redemption is possible.
Far Choristers who believe in redemprion, any hope
of restoring the mortal form is a step toward giving
the sinner another chance. If rerrible acts, such as
most vampires inevitably commir, are unforgivable,
then the Chorister may believe that reversing the
vampiric condition is a waste of time and that the
unholy creature should be consigned ro Final Death
as soon as possible.

CurtorEcstasy

Some people may be surprised ro discover that
the Ecstatics are nearly as.angéféd by vampirism as
the Choristers.g iﬂs,m Ma anding often
comes from a "kﬁ:m rﬂmr the Cult of Ec-
stasy is just a Lmitﬂmﬂhﬁmmdd drug fiends.
In truth the ultimare desite of the Ecstatic is com-
plete freedom fr% qdlihrl-:ra. and becoming a
vampire is a hcmnﬁl pﬁllhn The Cultists do not
generally believe r'h.l: any action is irreversible,
because when all har ﬁhﬂ of space and time are
removed then everyone s free to improve his condi-
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tion without limit. Jt concerns«thesCultists thar

apparently no one has yer achieved this level of

enlightenment, for such a being's efforts would have
reached forward and backward thraughour all time.

Nevertheless, they remain convinced that it is im-
P'-'HHW:‘ rhat pushing tl'l.:!ﬂﬂlﬂpt:- ntinue as even
a bll’lﬂ e mmph,u success in erapscending reality
will bring freedom for everyone. The Ecstatics dis-

approve of thie tactics nfﬂ‘u gonspiracy, once they
discover its existence, but consider its ultimate goals
admirable. Freedom should nor include restricting
the freedom of t't[hﬂ.'l. hnrmwr. and so the Culrists
may seek to liberate anyone held captive by the
conspirators and gather the breakchroughs for all
who wish to have them:

DREAMSDEARFRS

Few Dreamspeakers are likely to accepr the
Noddist punishment-of-Caine claim of origin for
vampires. Depending upon hepregional heritage, a
Dreamspeaker might believe thavivampires are su-
pernatural predators orsaréd- by spirrs to punish
mankind or [htthqrwgw{vﬂu als whose
crimes rendered them so spiritually void that they
became blood-maddened heasts trapped in human
skins, Of gourse the second theory might not sound
so dissimilar to Caine's reputed curse, exeepr thar it
suggests 4 personal chﬂm: to ser aneself aside from
the pulse I:lflhtwuﬂﬂ llnﬂ: de,nir._h F Flﬂ.lllll‘l root of
vampiric evil. Neither pathway to hecoming a vam-
pire nnnmilrw that it cannot be reversed,
though some I Dbelieve thae the nature
of spirits §§. hmuﬂhlm G’I‘vm thar vampires often
seem spiritually devoid, Dreamspeakersdearning of
the conspiraey's plans may believe themito be a pood
thing. Should-they learm of the systematic experi-
mentation, howeve r,ftlwmzqamspmkura will hesitare
to condemn the practices Dreamspeakers have been
aware of a strange Red Star that appeared in the
Umbra in 1999, and the discovery of connections
between the conspiracy and the baleful spiritual
beacon also proves damning,

EutHANATOS

Sharing the Emn_-mqﬁglmuf the Akashic Broth-
erhood, the Euths mﬂmﬂib‘o heﬂm-. 'r]'mt the wheel
of reincarmation 'il 'lﬂ't'it ¥ : Unlike the
Akashics, the m of the Euﬂﬂmm-. Tradition
readily seek ro ensure that uthﬂﬂ,ﬂfcln through the
Wheel accdeding 10 rhe mgst beneficial time of
passing. Vampires cleatly : are stuck between turns of
the Wheel and therefore are often targers of those

Euthanatos aware of their presence. Any responsible

Eurhanaros m.ikum o weigh the merits and
disadvantages 1o nistering the Cood Death. In
the case of vﬁmphﬁ, mmmlnm wherein
all lndll.atlnmll;t-ﬂm"t the Lu'n'l!h?t_.ltltﬂ.nt existence
is more ht+mﬁdnl to the soul than foreing it onward
to its next ingarnarion. Howeverthe ageless state of
a vampire means that she must be watched lest
[i‘um[ﬂ:;h.mﬂmdnu one be able to gonsignther to
rrue deathat | t time. o al Buthanaros
mﬂgt.smiqht- &Itp: tht I..,'J’l]"n of t'htﬂﬂppil;ﬁx but
deplore ﬂlbm loye mm 'II' r'lFu_ rhaps
the most hlm ing to the Euthanatos would
be the idea that Avarars could be repaired, as a fair
number of the death mages believe that the Avatar
must travel the Wheel as surely as the soul does.

ORrpERrOF HERMES
The mere subject of vampires is likely to be an

incendiary topic amongdlermetics who are aware of
them. For many of thokelmages of the Order, their
experiences with theg Rlndmd have been nothing but

bad. The Order ha;waged I.'IHHSL parate wars against
vampires and 1::-5trfr;mtirc Huuie to the Embrace. In
theory the uhsﬁr-,a to remave vampirism would be
greeted asa idea, burmost Hermmetics are likely
to be quickion the deaWewhere yvampires are con-
cerned and nolésshasey shoulddr appear that other

mages collude Wlt'h'ﬂ}_l'..‘ KII.‘II.‘]!‘Ed Joreau is respecred
as a veteran of the Muagsisa War, but even he could
be deemed treacherous should other Hermetic veter-
ans learn of the Red Sign.

SonsorFETHER
The Etherires are inyeterate experimenters and
yet united by lictle else.Mnitial reactions to the
discovery of vampirés"dépend upon the particular
brand of weird scignCe dcar {0 the Hehierite inGues-
tion. Prﬁ?@ﬂtﬁ&c Isan ﬂllml.am&ﬁﬂﬂlmﬂ -sucking
h uﬁ!dnﬂiﬂf'ﬁ!ﬂmes as to how to defT Tt RGch will
; ) with L"ﬂdenc&hﬂmtundlnun
was r&vuﬁbhﬂmld INtrigue mm’l’&hﬂmnd many
would rn!ﬂr.fﬂ‘frjum if they could somghowibe con-
vincefl that ‘Mandel ‘'was no lunguf loyal ' the
Technocrars, ;The Sons of Ether grefextraordinarily
hitter lﬂ“dtﬂ'ihﬂ Union due to U"idl'i(.‘l.l'\.‘illﬁ-nl their
pet theomyy from which their nAme dermﬂ and that
isn't abogt to thngt: anytinge soon [Im‘ni-v.nn ad-
vances inquantiam Ph'g:'ﬂlf'i ha}:.:h{.hsundmﬂ
Unforturately, &geriy Mandel's hehavioras asort of
double agent isn'tlikely rogarntheir trust, and thus
it remains unlikely that Yhe Etherites will join the
study. Nevertheless, iRy, ul" these mad scientists are
highly adventurous, and Wore than a few might rake
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it upon themselves to highjack the conspiracy's labo-
ratories or experimental subjects and carry out their
own scientific studies. Perhaps they would even brag
about them in future issues of Paradigma.

VERBENA

As the penultimate practitioners of Life magic,
the Verbena are unfriendly to vampires whenever
they are aware of them. This does not stem from any
belief that the Kindred are necessarily evil, but it
arises as naturally as the deadly enmity between the
mongoose and the cobra. Vampires are tied deeply to
the mythic thicads over which the Verbena consider
themselves gimrdians. Yer vampires arethe weeds in
the garden, of the.maddegs thataredriven from the
pack. They will plagie.mankind@o long as there is
blood to drink, ver they dunulih.tm the force of life
as other predators do. Presented with the possibility
that vampires might be removed creates a bit of a
quandary: Who wouldn't want a garden with no
weeds or a world with no mad dogs? Yer, whar if the
mythic threads of the fiends of the nighr are impor-
tant to the tapestry of spirit? When given the
opportunity to uproot the stealers of blood, most
Verbena will take it. Many practitioners of the Tra-
dition would pause before intentionally eradicating
all Kindred, however.

VIRTUAL ADEDTS
The paradigm of compurer technology does not
5r.n.1np:l-, support the idea of vampirism. Those Ad-
pts made aware of theKindeed are likely to consider
rhcm one of thumﬂﬂmﬂtuwﬁl thankfully be

left behind MM 2.0'goes online, Arguably,
‘»’:rtmlﬂdeptq are the most likely ro discaver the

conspitacy it only because they once participated in
the Red Operations. Add their mastery « nfr ciphers
and Corgespon -based surveillanee, and the
Tradition is poiset to carch wind of the Red Sign.
Like d:,gﬁnm of Ether, ﬂewﬁdapts are Hkﬂl? to trust

the Tet "'“:'_;itlc Union. On the other hand, the
hacker Mdmh Wthlm |.||r|rt‘h agents who

feel the urgeto rebel against Control, and Mandel
certainly fits the ﬁﬂt Adepts are unlikely to offer

much assistance ‘L@ﬂh conspl r.ﬂ.l‘.'.f! S:ﬂ”tim ]'rrm'mﬂ‘t'g.r
because they are ill €quipped to actually solve the
riddle of vampirism or the reconstruction of the
Avarar. Should the experiments succeed, however,
they will happily steal its secrers and distribute them
across the Digital Web.

Hor1row ONEs
The world is dying, and most Hollow Ones mire
themselves in the nihilism this promises. As such,

v

they are unlikely to bother to involve themselves in
the conspiracy even df they became aware of ir.
Hollow Ones who dre aware that vampires acrually
CXISE SOMEermes um'uzidcl t'hem n dh'ﬂdl:!":l epitome
of Gothic cultures and anen’ tnecessarily going to go
out of their way tﬁ.dﬁtl:u}' ! EEEI.L"SE icon. It an
individual vampire causes problems, most Hollow
Omne cligues will handle itasagroup and then return
(] [h::ir passive rebellions and their E:.'.it"-.‘.lln_' tastes,

THE TECHNOCRACY

Control refuses to admir the existence of the
mythic past even to itsown agents. Everything passes
thrmluh the pl:l".lri.‘.ltd lens of Science betore |"u.*|ng
disseminated to'the publie. This approach simulta-
neously ensures the steength of Control’s own
paradigm, thé weakeningof thatof itsopponents and
the secrecy of classified information. 1f the
conspiragy’s ATEmpIs [ reverse vampinsinwere con-
ducted in & proper medical laboratory under the
clinical ‘care of the Progenitors, the Conventions
might approve. Should they discover Licutenant
Mandel's rreachery in its current form, he will be
immediately removed from the field and perma-
nently debriefed. Potentially he might return to
duty, but he would not be the same person anymore.
Brainwashing, cloning techniques or behavioral-
modification devices would ensure that the new and
improved Mandel did not mike the same mistakes.

Iteration X: The machines of the artificer Con-
vention are inherently incompatible with the ageless
Kindred. It is ironic thae'the lifeless limbs of the
cyborg cannaot jain with the'lifeless bodies of the
undead. The idea of ¥ampires is as alien tw the
lterator’s Time Table as it isootheir Virtual Adept
cousins. 1 he t’ﬂ‘*'r[ﬂl reactionof a HitMark V would
be to engage and destroy. I there isno soul to lose to
the Machine then theére is nothing to tall to Damna-
tion cither,

New World Order: The NWO is concerned
with the control ande@salution of information and
ideas. 1t has long béen the tdeological heart of the
Pogrom, and many ake combgrt in Panopticon's
effores to reagtivate ic. Vampiresiare not vampires;
they are “hemaphagic anthremorphs” or more likely,
merely the inhetitorsafa mreskin allergy to sun-
light. If they are nowphysically eradicared first, then
eventually vampires will no longer even believe in
themselves and they will truly disappear.

Progenitors: The uber-docrors are actually fas-
cinated when presented with vampire specimens.
They immediately set to dissecting and classifying

Cronpren Two: The Wi as mrie Wy (Maces)

4




-'i'.i'l! characteristics Lienetic 11|.Ll i LA TS ~.1|||]1|_'-~ po-
rentially lead to future medical breakthn wighs while
v addierive nature of Kindeed blood sparks
new drug research. In a sénse, the Progenitors give
flesh to theNew Warld Order'sversioniofahe story.

the strange

Syndicare:. The 'wizards of finance don' really
care ahourt the finer points of reghnology sodtng as
the tombers. all come out rights Beértainly the
rechnomages of the Syndicate aredbism believets in
the principles of science, but one has goowoender
whether it they had predieted the Traditions’ Vic-
torgeif the old Gualld would have followed the
pringiples ol magic

Vioid Engineers: The Technoeratic Convention
with the single greatest involvement in offwerld and
atherworldly exploration, Void Engineerstaced with
vampires readily explain their preseng® as alien in-
cursions. Aliens age_usually hantlled best with a
PO erful gun. You do not cure aliens. You do not
allow them to loiter about N secCret camps where
thiey might esc apée inko Earth's ecosystem

NEpHANDI

loreau's viewpoints straddle the line in
Nephandic thoughr. The Fallen Ones generally
tall into two camps: those who seek the nihilistic
end to all Creation, and those who serve the
infernal Nephandi Lords. Some members of the
former group act is though I]Hf. |‘11.1"I1|_{ to the
latter while they pass the time trying to bring
about the End. Most HL‘['!'I.H‘.I'.]E CNCOUrage vam-
pires to thrive and prey upon humaniry, convinced
ot the damage this must ultimately cause. A few
insist that the Antediluvian masters of the clans
are actually carthbound Nephandi Lords or the
aviatars of Those Who Rest in the Outer Dark-
ness, Joreau's idea that rt"c.'Hin.IH,L._' 1|"|L' Curse of T|!'|L'
Creator might sabortage !h-:11|1-L-rp|r'.['.m{._'~.:-! L re.
ation is gnining popularity, but this may merely
reflect his current power and leadership of the
Circle of Red.

STRANGEFRS AND STRANGE L ANDS

It is bevond the scope ol The Red Sij;:l'l. KN
assign motives and reactions to every magical
faction within the World of Darkness, but a few
|‘1' T Sped |.l|. I 'I‘TH-L MEnTIon |=l‘l'n' Th\‘ Hrr'n-[";:.i
'H;"l-"L'kE-I were a "-5”.1” |-'|.|1 b | rtH'I:_fl t Irr 1E'|||| h_'ll |'|r1.'1|.'
o what appears to be a vampire. | hey might
secretly share the desire of some Tremere to es-
cape the Curse of Caine or they might serve a
master who fights against the conspiracy tooth
and nail. Both the Children of Osiris and the Cul
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of Isis are rabidly anti-vampire due to their con-
nections with the life-giving Egyptian pod Osiris
and the immortal mummies who follow him.

TREMERF AND GORATRIN

Should the conspirators succeed in reversing
the Embrace and restoring the Avatar, vou will
need to decide how, and if, this will ever apply to
Tremere and the erstwhile Gorarrix. Tremere is

no longer even in his correct body, indeed pos-
sessing that of the latter vampire, Will the body
inherit the Avatar of Tremere or of Goratrix! If
Goratrix's body is returned o life will it be with
the mind and soul of Tremere, or will the preemi-
nent TT'E"I“L"I'L' i-i“[”TF-h‘” |I|-“T1'IIHL"]'!|' Wi Over hl?l
Master! Whar of those Tremere who are not re-
stored! Will the continued existence of Saulot
change the nature of their blood!
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Safely enscomced i his sancrum sanctorum, a scholar of the occult scrutimizes an obscure
tomé of vamprric lore. Some of the allisions are obvious. On eme page, he fmads a reference w
Cain and Abel, with a rather smister refevence to the story of Lilith, As the prose progresses,
an almaost Biblical narrative gives way 1o Camute history. The authors make veiled vefevences
to Japheth and a conspivacy of Giovanni who aspired to be more than God. That fragment in
Aramaic — did the author metend to take it divectly from chivd Via Ossis rire? [t may be an older
f.'.s'iﬂrmfl )Kan réference, j:r:‘l'lufH. commpanng the ah'fju.'n*rlf'r n their Phihuu;‘rhir.ﬁ How aca-
demic, he thinks. How droll. How do | adapt this into my nexr ricual?

REDEMPTION AND
D AMNATION

In this chaprer, we will shatter thousands of years of
vampiric history and tradition. We will rerurn the dead
to life and restore shattered souls. We will offer mages
power over life and death... placing it just outside their
grasp betore we damn them for reaching tor it. In the
Final Nights of the World of Darkness, nothing will be
forbidden. Everything will be true. The impossible
becomes real; vou need only awaken to the truth.

UNRAVFLINGTHE TRUTH
Vast webs of intrigue stretch around the world,

some far more twisted than others. Une cotene of

vampires or cabal of mages cannot hope to ever fully
unravel this tangled skein. In the same way, this humble

book offers far more lore than you probably ever want to
use in asingle chronicle. Several conspiracies are work-
ing to change the world; as the Storyteller, you'll need
to decide which conspiracy is closest to the truth —and
which version of rruth you prefer, Along the way, vou'll
have I'Ilt:-nn' of other choices to make and questions o
ask. The lore in this chapter not only ofters answers 1o
the mysteries of Redemption, bur also empowers you 1o
ask more questions.

While untangling these threads, we'll lead you from
ancient vampiric lore to modern possibilities. The first
threads are wrapped around the vampiric myths that
have lead up to the Rituals of the Red Sign. “What Has
Come Before” describes similar rite thar allow rthe
uﬂa.fi.".ad Lk uh:'ll'lf_]l.' their hth]il‘n. 11'|II'|L|'.~, and souls.

Follow those leads and vou'll uncover the rare
fCHTIEs l‘|‘:|iIT offer LIT_'l'r'I‘..'I' Il'l:ﬂ,i_{iﬂh into those forbidden
rites, You've read countless times of the reachings of

Crunrres Three: Ruacs anp Soenes

51



occultists and loremasters. This book offers another way
to disseminate occult knowledge — including some
facts even mages were not meant to know. Studiously
assembling this knowledge allows a mage to create his
own personal ritual of Redempuion.

g'j'i!‘:'- 'nln-'"h T]"ll..fI o bl Tl]n‘.'r'lljl‘-ﬂf-;-l -".F”.Lll.' r.H “'L'h. ri1l:ir
vibrations converge upon one central point. Ar the
heart of this chapter, in a section called "Quantifying
the Impossible” you'll find the game mechanics tor the
Ritual of the Red Sign — several in fact. Since perform-
ing impossible feats is one of the themes of this book,
we'll also address the topic in your game,

Once you understand how the ritual is performed,
you will understand several ditferent possibilities for its

outcome. The last segment of this book, *The Shape of

Things o Come,” addresses what may happen 1o the
Redeemed if the ritual succeeds... or fails. Appropri-
ately enough, these fates lie somewhere between ecstasy
of redemption and the agony of eternal damnation.

LEGENDSAND PDROpPHECY

We're about to cross the boundaries of reality; the
barriers between worlds, Before we can do that, we'll
have to at least show you where those boundaries are
drawn. Belore we defy evervthing that's ever been
written for Vampire, we should at least instruct our
brethren Mage plavers on the salient facts, bestowing
them sufficient Cainite and Kindred lore to understand
what’s going on. Even vampires, especially neonates,
may need to do some research to plece tup.ijf:tht‘r the
mystery at the heart of this story.

Whether living or dead, the characters of vour
chronicle may learn a vast amount of vampiric lore as
part of the story, so the first part of this chapter is
designed to further that research, Perhaps they're racing
O G 'I'l'l't["].ﬂl [ EE':I:: rj“.!.'ll:_“i-ﬂf FELJEIHPT]U'“ Thf[nﬁl"l\"t‘ﬁ- hl:l;ﬁ e
their rivals can stop it; maybe they'll leam enough that
they'll want to stop it before drastic consequences
ensuc. A conspiracy of mages s about to perform a
lependary feat, so we should first place this new legend
in conrext,

Every legend, it is said, has some basis in fact. The
true origins of all vampires, Kindred and Cainites alike,
are so distant from our modern world as to be almost
mythical. For those who exist outside vampiric societ-
ies, uncovering the truth behind such stories can be
perilous, for vampires protect their secrets as vigilantly
as they protect themselves. Nor all of the following
information that follows is common knowledge, even
among vampires. Hiding their existence from all other

-

supernatural creatures, they have had little reason w
bestow their darkest secres upon others. .. until now.

Masters of fl.]tg: ten lore have heard tales of aspir-
ants who have overcome the curse of vampirism. Such
tales are nearly impossible to verify. Some are as prosaic
as urban legends, stories of a "friend of a friend of a
friend” who regained a blessing, for one night, to walk
in sunlight, savor mortal experiences, or even create
living offspring. Names and places are never defined, for
there are rarely accurate accounts or records of such
occurrences. .. again, until now.

Fifteen generations removed from Caine, a few rare
vampires have begun to manifest such abilities. Ac-
cordingly, they have faced persecution or execution for
revealing them. It is a sign thar the final generation of
vampires now walks the night, unable to Embrace other
vampires, but still existing within the human world.
Thousands of years ago, they are told, the first of all
vampires was created — some say cursed by God Him-
self. Caine was cursed for all eternity with the damnation
of vampirism, madness ( prophecy tells us) tharwould be
passed on to his descendants unto the Fifteenth Gen-
eration. Now his lineage has come to an end, and his
descendants wait to see what will happen next. The
Redeemed may very well lead the path to their future,
if they have one. To understand that future — whar is
left of it — we must first look to the past.

WHAT HAs BeeN BEFORE

Rumaors speak of a sacred few who have escaped the
Curse of Caine and become mortal again. Such stories
of Redemprion have existed for centuries, as have tales
of eternal Damnation. If it seems outrageous thar a
vampire can permanently change his state of being
through magical ritual, vampiric history offers many
precedents. Researching any one of them may be a first
step to secking Redemption. In fact, they are all (in
different ways) relevant to the hidden knowledge thar
awaits all those whao seek to escape from the shadows.

L eGeENDS OF GOLCONDA

Golconda offers redemption, ar least from the bes-
tial urges that surge within a vampire's soul. A humane
initiate achieves this state through a ritual called the
Suspire. The conclusion of this ceremony does not
return the undead to life; rather, it is the culmination of
a quest for lost humanity. All vampires are predators,
driven by the need to hunt, feed, and sometimes kill.
The Beast Within drives such creatures to commit
atrocities, indulging in their basest urges and desires. A
disciple of Golconda seeks to silence this ravenous
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hunger. [f she succeeds, she will never surrender ¢
trenzy, rarely teeds, and never gives in to rage.

Some legends suppest that artaining Golconda isn't
the "destination” of this Ljuest, but merely the tirst step
in a longer journey... perhaps one that allows the
nitiare 1o ultimarely overcome the curse of Caine
entirely. Such thoughts are heretical, bur thar doesn't
mean they aren't spoken and shared. Some are even
mentioned when the Red Sign is discussed, sugpesting
that an aspirant’s true nature or hmanitas may influ-

ence the outcome of the ritual.

THEMYTHOFTHE CRIMSON ]h 18]

During the Dark Ages, legends spoke ot a hidden pool
of “sanguineous humour” that could return the vampire
who drank from it toa state of prace, it ondy foratew nights
T]'n.' Il LAl ".'-.'EII 1 I.'IITI:‘FI.':.] rlLl.' ™ h.ll Wi lll].l ]l.'-'1'l.'=. 1T« ! -Ii.l.'-.'l
in living flesh, able to experience sunlight, breathe fresh
L, ||.|=||r|"\-h :li;'i' 8 I||| 'ﬂ'l]h !I'.IH:I.”I |‘| L .I||.I.] Wy 1” .|r||-'I|'_:
humans asone of them. The legend inspired aspirants who
craved a surcease to their suttering as well as madmen who
!.r"l.,'llL""-. 1_'.| AN |'| i !'.I-lﬂl‘ PTOITLISE § W I'h e '--I['|| llll-E |"-|. .||. STV :
Ar the turn of the millenmium, the legend resuraced
Indeed, a few cofmoscenti hinred that they had found
clues o is locale, ver none who sought this legendan

.E'|.1k ¢ ever returned

I i
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tainting it so thoroughly thar all who toolish
from this “vitae" became instantly englaved 1o him

I rl"1[1 :_u_._'|-|;_§- i"':'-_.-I.:l_' MOreE YIe s '.l.:'|r'[| T
spends countless nights pertecting them no one has
survived to tind any truth o these legends and lies
LTl |||.!;.__ it would not have been the hirst time that o
legend of Redemption, even a temporary one, would
| 1.|:.-r|.. destruction ot tow Lishlv romannic wlealises [
1 the
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blood of a vampire, he led his chantry of magi to the
torpid form of Saulot, an Antediluvian who many
believed actually possessed many of the secrets of
Golconda. Performing the ritual of Amaranth, they
drained his body and consumed his soul, but the resules
took a sinister turn. | he magi's rituals failed (for whart
reason, modern mages dare not guess). They gained the
“immortality” they sought, but also inherited Caine’s
curse, becoming vampires themselves.

Elder Tremere do not like to acknowledge the
effects this adapted ritual of Amaranth had on these
magi. Perhaps they failed o perform the ritual prop-
erly... or perhaps Saulot was not so helpless as he
seemed. Inaheartbear (or the absence of one), the near-
limitless possibilities of magic vanished, replaced by the
limited abilities of Thaumaturgy. By one interpreta-
tion, the magi's Avatars — that is, whatever fragment
of divinity allowed them o perform Awakened magic
— shattered and died. Each living magus became an
animate, undead shell that could nnhf attain a fraction
of the host's former potential.

Some believe that a mortal who survives the Em-
brace is also spiritually diminished. Long ago, some
sorcerers in the original Orders of Hermes debated
whether every mortal could gain the gift of magic. In
more recent years, willworkers have discussed whether
it is possible for any human to Awaken. Every person
does have a fragment of magical energy when he or she
is alive — a shard of what mages call Quintessence —
but a victim who is turned into a vampire no longer
burns with that inner light. By some interpretations, a
vampire who longs to become mortal must not only
redeem his flesh, but gather what fragments remain of
his damned and enduring soul.

ADOTHEOSIS

When the Giovanni were a family of mortal necro-
mancers, and not yet an outcast, independent clan of
vampires, they did more than use their power to com-
mand the spirits of the dead. Unlike the vampires who
first Embraced them, they claimed to hold power over
life and death. Their diablerie of their parent Antedilu-
vian was more than a crude grab for power — some
documents suggest it was part of a much larger ideal: to
mranscend the limitations separating the quick and the
dead, becoming more than human. In a sense, each act
of diablerie brings the diablerist closer to Caine, but for
those who believe that God condemned vampires to an
eternity of damnarion, it also means an ascent toward
divinity. The next step is apotheosis.

Apotheosis isn't the process of becoming mortal; it
involves rituals that ascend an initiate 1o godhead

(however that concept may be defined). Just as mortal
Giovanni necromancers seized power by receiving the
Embrace and diablerizing their progenitor, a small con-
spiracy of Giovanni vampires attempred o exceed
Caine's power, achieving immortality while conquer-
ing the tyranny of the Beast Within, Of course, there are
no (recorded ) instances of anyone achieving this feat,
but the documentation for these rituals is out there...
somewhere. .. possibly scartered around the world.

The rituals to achieve this fear involved the acqui-
sition of acompleted ritual; the largest piece wasallegedly
detailed in an infamous archeological find called the
Sargon Fragment. Without the complete body of knowl-
edge — which vampiric scholars refer o as the
Anexhexeton — the rituals could not be compleved. The
i\iﬂﬂl Was 1ot to |“L"[I."|']-' I'H."J,.l. Mnc “'l.l."rtd].l hut e I..E'!.Hﬂ
human. Some believe thar this transcendent knowl-
edge may have some bearing on the quest for lost
humanity. Rest assured thar Augustus Giovanni, the
nominal leader of the largest conspiracy searching for
Redemption, isquite familiar with thisconcept. Whether
he himself seeks humanity, or a way to tmnscend its
limitations and achieve apotheosis, is a matrer of specu-
lation and debate.

AMARANTH

The very thoughr of a vampire changing his very
essence through ritual may seem fantastic, but lesser
rituals are performed continually in the shadows. One
that bears mention in this chapter is the Ritual of
Amaranth, an act commonly known as diablerie.
Tremere performed a variant of this rite over the Saulot’s
rorpid body; those who hate the Warlocks claim they
actually perfected it.

The ritual is performed as a vampire is dying; his
killer {or a cohort of the killer) drains the victim
complerely of blood as it dies. In the process of drinking
the victim dry, the diablerist consumes not only the
vicrim's strength, but also his very soul. When a vam-
pire performs diablerie on an older vampire (or more
precisely, a vampire of a lower generation), the diablerist
effectively and permanently lowers his own generarion.
In other words, through an act of murder, the diablerist
becomes closer to the mythical figure of Caine — whao,
appropriately enough, was also a murderer.

The spiritual component of this ritual has its own
assoctated mysteries. For instance, what happens to the
victim's soul when it is devoured ! Does the diablerist gain
power by consuming it utterly, or does it merge in some
way with thar of the diablerist? That very question would
be considered heresy among Tremere. It would suggest
that when Tremere diablerized Saulot, a portion of that
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Antediluvian survived in the diablerist. Rituals, especially
truly visionary ones, carry consequences when they are
not performed properly. The consequences of a soul
altered through the ritual have a direct bearing on the
outcome of our Ritual of the Red Sim. Like the rivual of
Amaranth, the Red Sign may have spiritual consequences
of which those who enact it may not be aware, especially
“: dlﬂ"r' are unfﬂn’lill:lr “-Ith .':;I_‘Iﬂtu:;lt ll_'ll'l;".

DAMNATION AND DIVINITY

The very possibility that redemption is possible for
the Damned challenges the way many vampires see the
world. Vampirism is not a blessing of immortality; it is
damnation. Mortals have told tales of faithless crearures
who have sold their souls for false immaortaliry, These

rampires (allegedly) ensured thar their souls would be

cast into Hell when their deathless flesh is finally
destroyed. They had forsaken the grace of God for
temporal power, and must sutfer for that ambition for all
eternity, As melodramatic as this rale may seem, like
many bits of folklore, it holds a grain of truth.

An individual Embraced doesn't easily abandon all
the beliefs he had in life. A poor soul who was religious
in life will likely have his faith sorely tested when he is
undead. The legend of Caine allows some faithful to put
the horror of their existence in context. If God cursed
Caine, is it His will that every victim of a vampire share
that damnarion?! When a vampire condemns his childe
to his same fate, that victim may wonder how his
relationship with the divine has changed, Some come
to accept thar their God has forsaken them; others
consider their curse to be a test of faith and humaniry.
When the Ritual of the Red Sign is described to these
lost souls, it may not merely come to represent a returm
to humanity, but a way to make peace with God.

Many Camarilla neonares hear the sacred tale of
God's condemnation of Caine, but not all of them
accept it. The maost blasphemous iconoclasts suggest
that the story is a lie, a bedtime story meant o keep
enslaved herds of Kindred obedient to their elders. The
story sounds as though all of this is part of God's plan,
artributing the same grand significance echoed in false
accounts of how vampires have helped build civiliza-
rions, shaped the course of human history, and pulled
the strings of everyone from Julius Caesar to George W.
Bush. It is yet another conspiracy theory, they claim,
one that invokes a higher power to explain why the
world is rife with corruption and despair.

If someone did not believe in God in life, why should
he believe such things in undeath! Artributing the cre-
ation of all vampires to a divine force elevares the

significance of the Antediluvians, and fear of these An-

cient Ones props up the oppression meted by Caine and
Kindred elders. If one does not fear a false god, they say,
cne should not fear elders, either, Skeptics may simply
view the Ritual of the Red Sign a5 a ritual devatd of
religion. Some even attempt to reconstruct by scientifi-
cilly mechanistic means, not superstitious or spiritual
methods. They may completely ignore the spinitual sig-
nificance of the ritual — and may do so at their own peril.

For cultists who serve darker powers, the thought of
the divine crearing such evil is a more heretical con-
cept. It Caine did exist, was it real |.1|' Ciod who ensured
his damnation! Or was it some more diabolical torce!
Such heresies are not welcome in certain Camarilla
coteries, or in the eyes of the Sabbat Inquisition. If a
diabolic force created all vampires, |‘u:rh'.mn it is even
more crucial to find redemprion through the preserva-
tion of humanity. More bestial cules, including some
within the Setite Clan and the Sword of Caine, may
believe the early stages of the Red Sign ritual involve
the destruction of humaniry, overcoming enslavement
by delving the depths of one's soul and conquering all
weakness. Some vampires have attempted to make
pacts with demonic forces — and there may be horrific
results when one tries to escape consequences with the
Red Sign.

Within the Sabbat, some devout (and devolved)
vampires look for a reason behind the religious strucrure
of the Sabbart. It is a mockery of the Catholic Church,
resplendent with its own hierarchy of priests and cardi-
nals. Even the most jaded Sabbat packs object to callous
attempts to malign their campaigns against the An-
cients. If a vampire holds some measure of faith, ifssaid
that every act of diablerie is an act of re venge, anact ot
catharsis that brings the murderer — or more precisely,
the diablerist — closer to a Cainite who rebelled against
God Himself.

By these deviant views, a vampire who becomes
mortal not only delies reality, but the powers tha
created it. Each act of diablerie, each blasphemous rire,
each time a vampire recoils in horror from o manifesta-
tion of True Faith — do such reactions prove a divine
power behind the origin of all vampires! Those who
seck redemption must contend with such questions.
When perverted, the Ritual of the Red Sign may not
bestow redemprion, but instead concentrate corrup-
tion, creating the very antithesis of humanity.

THESHAPEOF THINGSTO COMFE

Mages have their own secrets, especially the most
traditional willworkers, those who have pledged towalk
the Path of Shade. Even common folk have heard tales
of impossible feats that the sorcerers and wizards of
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legend huve attempted to perform. The alchemy of

rransmuting lead to gold, the creation of homunculi,
he moment of llummation achieved by a resting

i
Boddhisarva, t

¢ reanimation of }.' IIILL NSein s mon-

ster — all these achievements are mythical, but the
truths behind them are kept hidden behind a veil of
secrecy. Paradox and madness aftlict those who peer
behind it

[he Red Sipn is at the heart of another legend of lite
ind deach. Iris the culminating movement of a commu
nal ritual, one that can return the undead to lite. Like
ther IIL ih I|.|'- il th ¥l '-'.||ll Ir'l.t"- ¢ Oovercome '-ill-' I!I'!”"f-

f vampirism — whether by taming the Beast, walking
in sunlight for one blessed day, or simply escaping the
M ~,|‘,'|-,'n I'.|q.i | SrseCution ol ".'Ifl'li“'1'|| SUMCTEEY L1 ||
IChievements are |||',1|.|x.||. unsubstantiated, and
ephemeral. No one has ever proven thar the Red Sign
has been used o redeem the damned soul of 1 vam-
pire bt it 15 onldy a matter of tme

A ccording t learned masters of lore, the ritual is
more than o mere gesture or | hant. 1t is i':l_gi.n Hitual
ACVET 1 Fartcipants are involved -1[1-} :'Elu". Must s
sume various roles and puises when they perform the
ceremony. One person cannot perform the ritual alone
By speaking the proper dinlogues, enacting the right
dramutic sCenes. |:'H] INCEETAatiE My -~:.|'-'|| ||t11||'-_-
CIOns, WO | i | ST UTeS the ||Ii;.L||'-I= |"||~'ﬁ‘.' DeCome
more than the sum of their parts. Difterent versions ot
the ritual require the participants to assume different
roles; one may involve Caine and Abel, while another
may center around Lilith, or Japheth, or possibly even
in aronement for Tremere's ace of diablernie

The High Ritual recreates this drama and reinter-

i ¥
prets it. The words the participants speak are cautiously

composed, often drawing on allusions and allegories as

i
r"'|

the ritualists speak them. The “drama,” it the wor
ppropriare, sUrrouUnNds one I|1-|I'.'5.|=| il the HOICANE Oof
initiare. One “player” in the High Ritual is the vampire
who secks to ranscend his curse. According to some
legends of the Red Sign, the aspirant does not need to
know the rirual itselt: He must react t ythe | 1'|Iuitlt':lu'u|
willworkers surrounding him as a symbolic test of his
worthiness, By other accounts, the aspirant says noth-
ing throughour the ceremony until the final moment,
when he utrers one tatetul word and makes the PrOpeET
sacred sign, traced in his own blood. [t the Enlightened
poertorming this cersmony are correct in [|'.-:.'|I '-'-x"."~|=.
deeds and emotions, the aspirant is transtormed.

Fven in r|':-_- most clinical sense, i‘r.'r‘l- TS this |-.!I'--|
of ritun UPOn @ VRMPITe 15 more than merely the |'|T:.'-l'- al

miaiter Of returninge lead tesh to lite Ih-'-.-'_:|'| T|‘I.If mn

sorders on the impossible. lvisaspintual

!
itself is ateat that
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eranstormation as well. Thus, it depends on the very soul
of the vampire who awairs transformarion. Some ignore
this at their peril. By one retelling of the legend of
Tremere, that story suggests that a mortal soul is shattered
when it is subjected to the Embrace. Mages who have
attempted to reconstruct the ritual often argue that it will
tail if the vampire's soul is recovered as well.

Further legends of Golconda sugzest the humanitas

possessed by the initiate may influence the ourcome of

such a rirual. Just as the ritual of Amaranth seizes the
power of another’s soul, the ritual of the Red Sign must
restore what has been shatrered — bringing Redemp-
tion to mind, body and spirit. Just as Tremere’s ritual
failed, it may be possible for the Ritual of the Red Sign
to fail. It so, the results could be monstrous. An initiate
who seeks to retum 1o a previous state of being faces
perilous dangers,

FALsE PDrRimE

Why would anyone do such a thing? And why hasn't
it been done before! While it may secem theorerically
possible to perform this rive, mages are not limitless in their
power. They may defy the very boundaries of reality, but
they cannot completely overcome them. The impossible
almost lies within their grasp, but every act that redefines
the limits of possibility comes with a price.

Ambition nisks retribution, not merely from any
concept as nebulous and relative as “reality,” but from
the combined will of the six billion humans on the
planet who define it. This force manifests as Paradox.
Returning a vampire to life and bringing redemprion to
his very soul is impossible... unless a visionary risks
everything, least of all Paradox, to perform the act fora
first time and forge it in the realm of possibility. Once
redemption is possible for vampires, the world changes,
50 1t is not a choice made lightly.

Why would a mage attempt an impossible feat such as
returning a vampire to her mortal stare ! The easy answer
i¢ hubris: false pride. The truth is a bit more complex.
While it is tempting o categorize and classify willworkers
mto various distinctions of Traditions and philosophy,
they are first and foremost individuals. Enlightened indi-
viduals who push the boundaries are not limited by such
pedestrian conventions as stereotypes. Some may think a
mage would attempt such a feat simply “because he can,”
but that way lies folly. Each participant in the rinual muse
have a reason to take such risks.

Again, the implications of the Ritual of the Red
Sign challenge the philosophies of the mages who
research it. For example:

Akashic Brothers don't merely seek to perfect their
bedies, but their minds as well. The most powerful achieve

a unity of mind, body, and spirir. It may be that the
R-:-.iefmed may ]“IL*'}'I nrher mages achieve this UnIty, T,

Celestial Choristers develop a strong understand-
ing of divinity, the many reflections of the One, The
very existence of vampires might be an offense to a
faithful Chorister's perceprion of original and inherited
sin. When approached by a lost soul that has heard of a
chance at redemption, a Chorister may find the coneept
comforting. On the other hand, he may find the notion
heretical enough that he believes the ritual must be
stopped and the initiate destroyed.

Ecstatics don'r just exist for the sake of hedonistic
pleasure; they are masters of Time. Granted, this may be
developed by learning to experience the pleasure of a
single moment, or recapture memories of past times and
past pleasures, but their magic can grant visions of the
tuture as well. With so many possibilities spawned from
one ritual, the future is uncertain. A mage in this
situation has little choice bur to help define that future,
if only for the benefit of his own philosophy.

Euthanatoi have a profound awareness of the bound-
ary between life and death. Just as one of these mages
might want to help a ghost or wraith transcend the
limitarions of its curse, she may see redemption as a
similar way to bring justice to a lost soul. Or does such
meddling tamper with karmic destiny?

Hermetics are masters of esoteric lore, studving far
more than the elemental forces. Now that the
Technocracy's 20th-century “witch hunt™ has lessened
in intensity, they have been able to focus on more ourré
subjects, such as the cosmology of the spirit world, the
forces struggling to enter our world, and cults thar would
dare open themselves up to them. A few have found
Marauders willing to serve such forces again... but
evidence points ro other supernatural crearures in-
volved, including vampires. The Ritual of the Red Sign,
if performed incorrectly, could throw others’ forces ou
of balance.

Hollow Ones are rumored to be far more likely 1o
encounter i.'hu.'-t.'i and vampires than any other Tradi-
tion. Their involvement in a Red Sign conspiracy may
be simply a matter of becoming entangled in a vampiric
conspiracy and being unable to escape it unless they can
help the iniriate escape as well.

Sons of Ether often give their lives to pursue
outrageous theories. If Frankenstein worked so hard to
reanimate a dead body, what scientific principles could
be advanced by restoring the undead to life! Aside from
spiritual considerations, this ritual plays with the con-
cepts of life, death and immortality. [t is thus best left 1o
a scientist with a deeper understanding of these forces.
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Verbena are often deeply spiritual, with an under-
standing of life few can equal. Conguering not just death,
but the curse of the undead, could be the culmination of
her healing and restorative powers. Then again, just as the
Celric Cauldron of Rebirth could animate the dead, such
dark powers could corrupt as well,

Virtual Adeprs love achallenge, and some of them
fail to fully consider the moral outcomes of their obses-
sions. The chance to hack reality and rewrite the
program that creates vampires is unprecedented. The
Adept whao pulls off such a stunt would be renowned
across the Web, However, vampires don't fit into their
usual areas of expertise; a willing Adept's chutzpah
might ourstrip his actual abilities.

A mage may have a more personal reason for
researching the ritual. The initiate might be a loved one
who was victimized by a vampire, a powerful and influ-
ential elder who can offerwealth, security, or fulfillment
of avarice, or a tortured and faithful soul who wants to
make peace with God. As seekers of redemption piece

together what they must know to attempe the Ritual of

the Red Sign, mages must learn whar motvates the
vampires who would help them. The Masquerade thar
conceals the existence of all vampires may fall in the
process, if the conspirators are incautious.

We will explore other possible reasons more in the
next chapter, where we'll show many conspirators who
aspire to grah such power. For now, don’t think of these
mages as merely performing this ritual for the sake of
doing it. Each ritualist in the conspiracy must have a
reason for risking the Paradox of performing an impos-
sible fear. And every rival that mage has will have a
reason to seize that opportunity first... or prevent it
from occurring at all.

Forsmpex HROWLEDGE

For mages of any Tradition, a remore possibility exists
of having heard of the ritual before, or perhaps similar
ceremonies. The Order of Hermes once kept meticulous
records of such legends and rumors, even if they were
difficult to verify. Some rales suggest that ane particularly
innovative cabal of Hermetics actually attempted toquan-
tify and document what they have fathomed about the
Rirual of the Red Sign. Most of their research concemed
second-hand accounts of a lost book in Renaissance
French called Concemning the Red Sign. In their attempt to
caprure the theories and ceremonies of this rite in mere
words and diagrams, they composed entire treaties about
the subject, reconstrucring the pieces they have found.
Some offer insights into perfecting the rinal, but in true
Hermetic fashion, the deepest insights are hidden in
allegory, mysticism and symbolism.

These esoteric tomes make for an interesting con-
trast to an even more unusual book: a “fictional” work
from an ohscure story. In the bookshops of Paris at the
rurn of the last century, cognescenti hinted that seekers
of rare romes should seek out an... inspired... play
called the Yellow Sim. Skeprics insisted that it was
merely the invention of a romantic horror writer, but
visionaries insisted that they knew the contents of this
legendary tome.

Although the play is set in the ficrional kingdom of
Ytll, it speaks to its readers of a messenger from outside
the world we know. The characters in this play are
fictional, but its message was so powerful thar readers
always found reasons to sympathize with at least one of
them —a sympathy that grows to madness, as the reader
inevitably begins to canfuse the fantasy with his rea The
lone reader hecomes like the participant in a High
Rirual, but he is usually the sole participant.

As his madness grows, he cannot distinguish be-
tween reality and the play's fantasy. The culmination of
this drama is the same: the arrival of the messenger, who
brings complete and unconguerable madness (the par-
allels to Paradox, Hobgoblins, and Quict should be
obvious to the casual reader of mage manifestos). The
reader then questions all of reality around him, and
supplants it with the mythos of the drama. Some suggest
that the madmen who read this play actually summon
the ephemeral messenger, the Man in the Pallid Mask,
and the insanity he bestows gives the answers they seck.

Drawing from these deviant insights, a degenerare
circle of Parisian scribes allegedly penned a similar
work, their own chapbook entitled the Red Sign. Draw-
ing on occult lore, they quantified another supposedly
mythical hierarchy: a society of vampires. This chap-
hook is also a play, one that recreates scenes from an
extensive (and some believe entirely fabricated) vam-
pire history. Some claim the chapbook was merely a
reconstruction of an earlier Hermetic text, perhaps
assembled by a cabal of mages with insights into vam-
pire lore, while others claim it is authentic reproduction
of secrions from the original French version. Contrary
accounts attribute the work to a coterie of demented
Malkavians, who found a way to concentrate their
madness in print. The most common conclusion re-
searchers draw is that the whole thing is a hoax.

More holistic researchers claim that many vanant
copies of the book exist, all reflections of the same drama
e pr:ﬂ'ulpﬁ theere is some master drama that contains all of
vampiric history, and all these variants are excerpts and
reworkings of that parent work. Regardless of whatever its
true incarnation may be, it is one of the most notable
attempts, and epic failures, to chronicle the mysteries of
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vampires, and it has become an infamous work. When the
subject of rranscending Caine's cumse is raised, learned
masters of lore speak of it with respect. The mere mention
of this book is sufficient 1o draw a variery of Cainite
scholars. ... and ambitious types who hope to profit from
exploiting them,

QUANTIFYING THE
IMpPOSSIBLE

Lore speaks of grand events and horrible fates thar
have occurred before; now we must define the shape of
things to come. These stories supgest whar really exists
in the game world, but for Storytellers, rules define how
the world works. Whether God plays dice with the
universe is irrelevant. In this game, we use dice as
random elements in our story. To tell our tale, we'll
need ro overcome an inherent contradiction: figuring
the probability of a seemingly impossible event. Just as
you must decide for yourself which conspirators to enlist
in your troupe's particular storyline, this section pre-
sents several ways 1o use game mechanics o describe
the Rirual of the Red Sign. All are permutations and
reflections of this larger work.

A BRrIer DiGgressioNoN RuLes

Some things man was not meant to know lie outside
the definable boundaries of human reason. Merely en-
countering these truths can drive one mad. Afterall, once
you believe in one impossible truth, challenging rhe rest
of reality becomes progressively easier — until the very
foundations sanity depends on have been swepr aside.

This may sound like mere rhetoric, but it's eritical
to the ideas that follow. Consider: If you were to leamn
that vampires were real, could you really question
someone who believed in other supernatural phenom-
ena, like ghosts or werewolves! After you discovered
that someone had crossed the boundary between life
and death once, would you be skeptical thar someone
could cross it again? The very idea of a vampire return-
ing to a state of grace — escaping the Curse of Caine ro
become maortal again — is just as dangerous. Once you
introduce an impossible (dea into the World of Dark-
ness, it threatens to unravel the fabric of creation. More
importantly, if you're a Storyteller, it may even threaten
to unravel your chronicle as well.

If these truly are the End Times, and mages now
attempt rituals like the Red Sign, then more questions
bear asking: Outside the contexr of the game, how can
we possibly define the impaossible with game mechan-
tes? How do we assign a probability to a task like making

-

a vampire mortal again! And after it's been done once,
what's to stop other aspirants from accomplishing the
same feat again and again! As part of the Final Nights,
a group of mages may find a way todo just that, bur even
the most enlightened practitioner of magic does not
have limitless power. That's part of the reason Paradox
exists: to punish those with the hubris to challenge the
workings of the world.

If we allow them to do this one impossible sk,
however, whar should you do as a Storyreller the next
time a character wants to perform something even more
impossible! What will they want next! A deceased
character brought back from the grave! Vampire
werewolves! A Kinfolk mage who survives the
Embrace...and then undergoes his First Change and
becomes a werewolf? That way lies madness, not 10
mention an increasingly improbable chronicle. Like
the unspeakable tomes of Lovecraftian fiction, this
book can bring great suffering if it's used carelessly — an
least for the characters in your chronicle.

There are three possible ways to temper that power:

* By rejecting the restraints of mere rules,

* By adapting previous mechanics for “impossible”
die rolls, or

® By finding an approach in-between, one that
marries mechanics to your story.

Tue Fiast Sovurtion: Reject THe
Bestramtsor Mere RuLes

One passible answer to the question of “impossible
mechanics” starts like this: You don't actually need
game mechanics for the Ritual of the Red Sign at all.
Since you're the Storyteller, you have the right to
accept or reject any rules in the game, including the
ones in this book. This philosophy depends on the idea
that if you document rules for doing the impossible, the
players will find a way to exploit it to bring other drastic
EVEents In your game.

For instance, suppose the players in your Mage
chronicle ask what Spheres you think would be neces-
sary for them ro raise the dead, returning a human to life.
If you give them a straight, mechanistic answer, they
may try to shuffle the Spheres around to cast variants of
the spell, using the same ritual on a ghost, or the
Walking Dead, or the next vampire they meet. If you
allow them to attempt the impossible once, you open up
the door for them to try progressively more dangerous
— and game-breaking — escapades,

This has some precedent in Vampire. For instance,
rthere are no hard-and-fast rules for A vampire ro achieve
a state of Golconda, at least not in the current version
of the mabletop game. Some would argue there never
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should be rules for this sort of thing. Keeping a Humanity
above 7and all Virtues at 4 or higher is only the start of
the path to Golconda. Beyond thar point, whether a
vampire achieves n:q.lutnpl ion should be o matter o
story and roleplaying; where the dice fall are inconse-
quential if the story and transtormation are not
believable.

In some groups, an accomplishment like achieving
Golconda depends entirely on roleplaying. A vampire
who has lead a humane unlife for many years (possibly
aver several years of play) may conclude a chronicle by
finding the stimulus of the Suspire and attempt
conquer the Beast Within. The pinnacleof the chronicle
might be a supreme sacrifice the character has made,
followed by a humane mentor (perhaps a Salubri or
Inconnu) telling the aspirant that she is ready 10 make
the last leap of faith. After a bit of dramartic roleplaying,
the Storyteller decides whether the Suspire succeeds or
fails — it's the Storyreller's ultimare decision.

In Mage, there have always been limits on what
mages can do, even among the most powerful. Since the
Avatar Storm, those paragons of magic have |1iL$5t1.|
from the realms we know. The same world in which this
ritual is possible has recently undergone other profound
cosmological shifts. The most powerful mages in all
creation have become almost powerless to effect events
on Earth: not long ago, the barriers surrounding cre-
ation shut out vast realms of the spirit world, trapping
nearly all of the world's Masters and Oracles outside
Earthly reality. In other words, if such a feat is possible,
it may be that the only individuals who could perform
it are now tmapped in the Umbra, and cannot return.
Any such events are merely the fluctuation of the
houndaries of reality, like the dividing line between
coincidental and vulgar magic.

In the absence of any complicated die roll, the first
nppru;uﬁh is to simply say that at some point someone
has successfully performed the ritual for the first time,
and leave it at that. For a coterie or cabal that's trying
to stop the ritual, they may be rushing w reach the
ritualist hefore a more specific event takes place (such
as a full moon or an astrological event). A better
approach would be tosay that preparing the ritual takes
many weeks (the Storyteller knows the specific quan-
tity beforchand) of preparations while studying the
book. Thar means that once it's confirmed that some-
one has the book, it's a race against the clock to stop
him.

If no one intercedes, the ritual succeeds. The ini-
tiate who succeeded is at large, and the fact thar he's
walking around as a mortal spurs all sorts of interesting
ramifications (which are best left to things like the

Storytelling chapter). An entire chronicle could be
made out of tracking down the conspiracy that's per-
formed this ritual, but whether they can perform such a
feat again is left to the dramatic sensibilities of the
Storyreller.

THESECOND SOLUTION: ALLOW
ImpossisLe D Bolls

Proponents of the second solution would find the
ideas in the last few paragraphs offensive. If there are no
rules, after all, is there really a game! The chronicle
doesn't really have a sense of accomplishment if it
depends wholly on whether the Storyteller arbitrarily
decides that a chamcter succeeds or fails. Characters
have to make rolls to suceeed at difficult tasks, after all;
why should some Storyteller character succeed at some-
thing far more difficult just because the "Story Tyrant”
says so/

If we are to quantify the impossible, we'll have o
build upon the rules as we know them so far. In the
revised version of the Storyteller system, there are two
ways to represent impossible tasks, or at least highly
improbable ones: raising a difficulty over 10, or requir-
ingan extremely high number of successes onaroll. The
question isn't whether a feat is impossible; it's how
impossible the feat may be. Before we defy the rules, let’s
quantify what we have so far.

Difficulties Over 10: Before the revised edition of
Mage, the highest difficulty the Storyteller could assign
toadice roll was 10. (Afterall, there’sno 11" on a ten-
sided die.) The latest edition of that game, however,
introduced the concept of a “difficulty threshold.” If a
roll is made against a difficulty of 11, the Storyteller
treats the difficulty as 10, but then subtracts for each
success after the first. When rolling against a difficuley
of 12, the Storyreller subrracts the first two successes
after the roll, and so on. Beyond that point, each time
the difficulty is raised by one, the number of successes
required increases by one.

Keep in mind that raising a difficulty for a roll over
10 won't always make that feat impossible. While the
difficulty may be high, it's possible a character might
find some way to lower that difficulty. Here are a few
examples:

e For mages, the easiest way todo this is by burning
Quintessence. Strictly by the rules, each point spent
reduces the difficulty by 1, up toa limit of the character’s
Arete.

e Some Storytellers allow “complementary rolls,”
hy which the result of one roll reduces the difficulty of
the roll that follows it. For instance, the Storyteller may
decide that a player who's using Entropy ro find a fault
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in an engine’s electrical system should have a berter
chance if he also knows something about repairing cars.
She asks the player to roll Dexterity + Repair to get a
rough impression of what's wrong with the engine; for
each success, she also decides to reduce the difficulty of
the Arere roll that follows by 1.

* The Storyteller might allow multiple characters
to work “communally” on the task, or make an “ex-
tended roll." Several die rolls are involved, and the
successes on those dice rolls add up. If the roll has a
difficulty threshold of 11, each roll needs to score ar
least two successes to count toward this effort. The
higher this threshold is, the more probable it becomes
that someone will eventually botch, ruining the at-
tempt.

By the way, one common rule of thumb for these
kinds of rolls is that modifiers shouldn't adjust the
difficulry for an Arete roll by more than +/-3. If vou
abide by this, a feat that's difficulty 11 (impossible)
could be adjusted to difficulty 8 (possible) under the
right circumstances.

The Storyteller then decides the (extremely high)
number of success as the (unusually high) difficulty of
the roll. And herein lies the problem: The number he
picks is often arbitrarily defined, since there are few
trames of reference for how impossible an impossible
teat really is, This is complicated by another consider-
ation: Even if we meticulously give examples of
impassible feats, no list of rules can possibly cover every
situation, and a rules lawyer can try to break this system
by applying the rules to unusual circumstances the
Storyreller never intended. The Storyteller system isn't
designed for such function; it's designed to fade behind
the interactions between players and Storyrellers.

In a sense, the Storyteller who loves detailed rules
is not all that different from the one who loves pure
drama — one makes decisions based on story and the
other one on math estimates. For the Ritual of the Red
51{:!'1. the solution ro this dilemma lies somewhere in-
between.

THe THIRD SOLUTION: THE MARRIAGE OF
Dice ann STtoRy

Not everything has to be quantified in terms of
absolute probability, of course. While we can quantify
more hard, “crunchy” rules for impossible feats, the
ability to raise or lower a difficulty may be based on
“softer” events within the story, giving us some leeway
tor dramatic license. In that vein, the Ritual of the Red
Sign includes examples of difficulty numbers and thresh-
olds, but it also has guidelines thar depend on events in
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the story. Using our earlier guideline, the difficulty can’t
be adjusted by more than +/=3 by these modifiers.

For instance, it should be possible to give the ritual
a -1 difficulry if the subject has a Humanity 10. This is
a “crunchy” madifier, one that depends on a characrer
Trait. Since this is a storytelling game, however, the
Storyteller might also assign a ~1 modifier if that same
vampire has performed a “truly humane act” wit hin the
last vear or an “act of atonement” for a sin he has
committed. Such an achievement is difficult o quan-
tify with numbers, but it's instead based on the
Storyreller's ability to judge these "softer” events,

Extremists may find this notion distasteful. Players
who like "soft” story-based modifiers may accuse players
who argue for every quantified modifier of being "rules
lawyers,” while those who insist on absolute and irretut-
able mechanics for their games sometimes consider
story-hased rules to be too subjective or “fluffy.”

In the end, the challenge of gaining this edge, this
maodifier, is left ro the discretion of the Storyreller, but
it's done in the context of detailed mechanics, If the
Storvteller makes getting “soft” moditiers too casy,
there's no sense of accomplishment in gaining them.
On the other hand, if she insists on impersonal and
absolute rules, she becomes less of a “storyteller” and
more of a statistician. Just as you must decide how to
introduce the Ritual of the Red Sign into your cam-
paign, you must decide whether you favor the *hard”
approach over the “soft” approach, attaining something
in-berween.

When evaluating the rules in the next section of
the book, you should examine them from these three
points of view. The Golden Rule gives you the power to
alrer or amend the rules for the sake of your story; the
optional rules below are the framework you must tinker
with to defy reality in your game.

Decrevs oF IMpoOssIBILITY

Before a mage can learn the Ritual of the Red Sign,
there are story-based goals he must fulfill. Most of them
(described below) deal with the acquisition of forbid-
den knowledge. The same principle applies o the
vampire who seeks redemption, Casting the ritual isan
involved and dramatic process; unless you favor Option
One, it culminates in an Arete roll. More precisely,
since several individuals are involved, it is an extended
and communal roll (as described on p. 150 of Mage:
The Ascension).

If you don't want to contemplate the implications
of this any further, the benchmark difficulty for the roll
is difficulty 11 and it requires ren successes. This is the
defaulr level of difficulty we recommend. On the other

hand, if vou're a Storyreller who prefers to play a more
active role in the World of Darkness, you'll need to
consider whether that’s difficult enough. Just as the
conspirators must deal with the consequences of casting
this rite for the fist time, you must deal with the
consequences of deciding on this difficulty.

You may, for instance, decide o raise it to an
insanely high level. Perhaps it requires 30 successes, or
maybe the difficulty is over 15. In this case, the rumors
of the Red Sign are probably a lie. Unless some freak
outbreak of probability tweaks the die roll, everyone
who seeks this truly impossible goal will fail. Rumors of
redemption inspire humanity (and betrayal), but ulti-
mately, there is no escape from the Curse of Caine.
Despite this, many suffer pursuing it

You may, on the other hand, lower the difficulty
and grant more story-based modifiers. As an impossible
feat, it may indeed require difficulty 11, but you're
willing to grant up to a =3 modifier on the roll, and it
only requires, say, five successes. You may then decide
that the ritual succeeds only if the ritualist has per-
formed a truly humane act, atoned for hersins, orsimilar
subjective accomplishment, in which case, rolling the
dice is a mere formality. In this "white light” version of
the game, there is hope and salvation for those who seek
It

Every chronicle involving the Red Sign should be
different: the Sroryteller must decide on the rarity of
tedemption. In any case, before you make the final call,
look at copies of your characters' sheets, pick up a
handful of dice, and make a few trial rolls to play with
the probabilicy.

And here's one more option for you to consider: As
Gehenna approaches, you must decide whether the
difficulty raises, lowers or stays the same. Maybe the
window of opportunity is closing, and each year, it
increases by one. Perhaps you're even planning on
leading into a chronicle abowt Gehenna or Ascension,
and you want several of the Redeemed to play a major
role at the end of your story. You've already decided how
many vampires and mages are running around in your
world, after all — the story is ultimately in your hands.

To prevent the entire world from becoming mortal
again, we have set up one additional obstacle on the
road to redemption: acquiring the kn wledge required
to perform it. Now that you understand the theory
behind these rules, the next section describes a way to
put them into practice.

Rures Man WasNo1 Meant 10 Know
Imagine a world where truth has no boundaries,
where the universe does not offer a reality we can
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ultimately understand. Ordinary people cannot handle
such absolute truths, [tinevitably drives them mad, like
the sight of a werewolf in its true form or the horror
caused by the Walking Dead. Such powerful truths are
best kepr hidden, even from the wisest men, because
power, like incautious use of magic, can corrupt abso-
lutely. Blasphemous secrets do exist in this world; in
tact, they're written down and passed on to other
scholars of the occult.

During the Renaissance, mages needed a way o
record these secrets without lerting them fall into the
wrong hands. Centuries before the advent of complex
cryptography and encrypted data, Enlighrened souls
needed more effective means to hide their insights.
Long before the Technocracy established security pro-
tocols, the Order of Reason had a way of containing
such knowledge, keeping it from all but the most perspi-
cacious and intellectual l1|.' Eiﬂiuhtuﬂud souls. E'I,.' the late
15th century, this secret sociery documented its scien-
tific and rechnological practices by using methods thar
hordered on the mystical.

Visionaries kept hidden lore in craft tomes, works
of genius that could only be deciphered by individuals
with the potential to actually use such rruths (in other
words, only characters with Arete ratings could read
them). A convention of Enlightened willworkers called
the Craftmasons concealed the methods of their mysti-
cal arts in these lengthy works. Even the most insightful
students of this age do not know that most of these
works were gathered by another secret society, rhe
Ksirifai, and assembled in a sacred library that was most
likely destroyed. Most, that is, bur not all.

Forbidden knowledge may be hidden in these and
other rare tomes, concealed from the inquisitive eyes of
those who would not understand. Such trearises are
rarely straightforward: The truth within them is hidden
in allegories, symbolism, allusions, cryptograms and
misdirection. Learning a ritual isn't just o matter of
memorizing words and gestures. When a tome is in-
volved, the reader must acrually achieve some measire
of spiritual enlightenment (or damnation) to harness
the power contained within.

OpeNiNG TOoMES

The Red Sign, like Chamber's The King in Yellow,
isn't just a ritual; it's ritualistic knowledge concealed in
a tome. The knowledge isn't just extracted from the
tome; the tome is the knowledge. Who has the book
i51't as important as who can read the book, whether he
has enough time todecipher i, and whar he will do with
that knowledge. By accessing and studying the lore
contained within, the reader gains the ability to per-

torm the ritual. Exactly how this is done depends on the
kind of mechanics you prefer for “impossible fears.” All
three approaches are valid; they all depend on the
Storyteller's interpretation. Tomes defy the laws of man
and god; they also break the rules of this game.

In game terms, deciphering the information in one
of these tomes requires an Arete roll. nt'gluu:- of success
allow the reader to uncover hidden meaning and mes-
sages in the work. Although many of them were hidden
away insecretive libraries (allegedly assembled by shad-
owy Ksirifai assassins), the process of crafring these
tomes has been handed down over generations 1o a
select few, disseminated like a bounty of mythical
Templar treasure kept hidden for cenruries.

It you prefer a story-based game (like the first oprion
described above), reading an occult tome merely takes
time; no turther dice rolls are required. If you want w keep
impossible knowledge from falling into the wrong hands,
be mindful who his one of these tomes. Each one has a
description (and sometimes a simple die mechanic) for
how long ir takes to successfully study a tome. A characrer
spends weeks or months studying it and gains the informa-
rion he needs to advance in the knowledge. If someone
wants to stop the owner from performing the rituals
contained within, she'll need to find him and stop him
before this period of study concludes.

A tome is more than a collection of words. Dia-
grams, handwriting, notes in the margins, physical
dimensions — hidden aspects of the work may hold
meaning as well. (For one approach to this idea, check
out the movie Ninth Gate or the book it was based on,
ElClub Dmas . ) Attemprs to reproduce the book dilute
its usefulness. For instance, a tome that is photocopied
may lose some of these hidden clues; one that is ex-
cerpted may lose some vital references and allusions not
contained in the ritual. For anyone who wants to copy
and mass-produce tomes, remember that they are cre-
ated with Mind magic. This obfuscating magic makes it
difficult (if not impossible) to transcribe or copy the
work withour losing part of its meaning. Copy it down
by hand, and you'll find thar the writing is gibberish;
code it into HTML, and the computer reading it may
sufter strange crashes or simply not have the proper
alphabet set to convey the information. Tomes have a
supernatural component, like a mage's Wondrous Arti-
fact or a werewolf's fetish; attempts at reproduction
should be perilous.

For Storyrellers who prefer more detailed rules for
tomes (as in the second option described above), adding
these clarifications can enhance this part of the story.
Some knowledge may be concealed well enough thar
only someone with Arete candecipher it. For astart, the
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owner of 2 tome must not only spend the requisite study
rime analyzing it, but also make an Arete roll; the
difficulty is described below. A particularly complex
tome may require multiple rolls,

As presented in The Red Sign, a tome may hold
further possibilities:

* Reading a tome and making an Arete roll may
allow a mage o learn one rote he couldn't otherwise
attempt. He must have all of the appropriate Spheres for
this rote, but all of his Spheres are treated as one higher
than they actually are. For instance, a mage with Spirit
2 could learn to cross the Gauntlet, a rote that normally
requires Spirit 3. This rote must be contained and
detailed within the tome.

e Studying a tome may lower the difficulty of a
specific rote. For instance, a mage with Spirit 3 might
learn rituals that give him a=1 difficulty on any attempt
to cross the Gauntler, if the tome is specifically abour
accessing the spirit world.

e The knowledge in a tome might make it possible
to learn an “impossible” rote; that is, one with a diffi-
culty over 10. The mage must have all the appropriare
Spheres, but he'll also receive a—1 difficulty to the roll.
At the Storyteller's discretion {and this is pretty damn
discrere), he may decide rituals with difficulties over 11
aren't possible without a tome or Talisman to explain
the process.

In each of these cases, deciphering a tome takes at
least a week of isolation and study. Each tome in your
story should have a “study time” listed; we've provided
three examples below. The reader makes an Arete roll
at the end of this rime. If he scores at least one success,
he's gained enough knowledge to "unlock” the ritual
contained in the tome.

Once the tome has been deciphered, the reader can
attempt its ritual once within a month of reading the
rome. At the end of that time, he can permanently learn
the ritual by spending experience points. The cost isone
point for each rank of each Sphere involved. For in-
stance, a ritual that requires Spirit 3 would require three
experience points to learn permanently.

If the difficulty for this ritual has a difficulty over 10,
it is knowledge mortal man was not meant to know, It
exists outside the sane laws of human civilization be-
cause it exists so far outside the realm of normal reality.
The first time the mage casts the ritual within this tome,
it is considered vulgar magic. If the mage spends expe-
rience to learn the ritual permanently, he has gained the
ability ro perform a rite that is normally impossible,
even for other mages. Thus, he gains ome point of

permanent Paradox for learning forbidden lore.

The Ren Sk

(4

Again, the knowledge contained in a rome is far
more than simple wi wids and gestures. The reader does
not learn to merely change reality around him, for the
very act of reading the tome can change the reader.
Performing the ritual is not a mere matter of reading one
salient photocopied page: The reader gains the knowl-
edpe necessary to attempt the ritual by the process of
studying the tome. Such knowledge is almost unintel-
ligible to ordinary men, contained within occult

diagrams, long rambling sections of megalomaniacal

STORYTELLING TOMES

Putting a tome in your chronicle, such as-the
Ritual of the Red Sign, can help reduce the amount
of damage forbidden knowledge can inflicton your
chronicle. If you want to limit the amount of
outrageous feats characrers can perform, severely
limit the number of tomes. Acquiring a fome
becomes an adventure in itself — it's a McGuffin ¢
that can drive any number of stories. Once enough
people have read the book and can perform the
ritual without it, howewver, the book becomes irrel-
evant to the more dangerous stories thar result. A
limited number of people can then pedform an
“impossible” feat, and they will inevitably come |
into conflict because of it

If a character wants to learn an impossible feat,
he may find our about the tome while researching
esoteric subjects or consulting with other occult-
ists, When that same charcter needs ta stop
someone from performing an impossiblé feat, the
easiest method is finding the tome involved before
the study period has expired and srealing it. When
a cabal hasfound a tome too easily, the Storyteller
may set up an encounter in which a rival attempts
to steal it... which then leads to further investiga-
tion to recover it, and go forth,

One of the easiest ways to begin a story involv-
ing a tome is to trearit as you would a mage's
Wonder. It's similar to any other artifact thar
bestows great power. Someone (perhapsmentioned
in a characrer’s Backgrounds) has learned that a
specific individual has acquired a dangerous arti-
fact. The characters then set out to recover it
before it’s used for malefic purposes. Afterward,
they must decide whether todestroy it, turn it over
o someone they trust, or deal with the tempration
of using it themselves. Instant stories result. For
more complicated variants on this theme, see the
Storvrelling chapter.
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presumably information relevant to the current story. It
is just as possible thar the tome has been alvered by Mind
magic to bring about some change in the reader. For
instance, the reader tnlg.’j'n need to make a wlli[mwt_‘-r
roll to resist developing a delusion planted in the text.
He might gain a vision of a lost realm in the Deep
Umbra, for instance, or realize how to pur together the
pieces in Doctor Acon'’s Wonderwork Robot Contrap-
tion — that's a different story, though.

The rewards require some degree of risk. Yes, a
botched Arete roll incurred while studying a tome does
bestow Paradox. Unless more detailed informarion is
given in the tome's descriprion, deal with the reader as
though he has performed coincidental magic: The high-
est Sphere involved is the minimum Arere rating of the
tome. More dangerous tomes should summon more
perilous manifestations of Paradox. Consider the possi-
bility of having one of the personas or ideas representing
within manifesting as a Paradox Spirit, for instance. ..

If the tome contains a ritual, this rating repre-
sents the minimum Spheres the reader needs to
perform it. If the tome enables the reader to purfn-rm
aritual he couldn't ordinarily perform, the minimum
Sphere rating is one less than the Sphere normally
required for the rote.

Studying a tome takes from two to 20 weeks; longer
treatises may require months of downtime (that is, the
rime that passes berween stories in a chronicle). At the
end of this .ﬁtud‘g,' time, a scholar who meets the mini-
mum Arete requirement can make an Arete roll to learn
the knowledge contained within it. He can attempt the
ritual once withour spending experience 1o “perma-
nently” learn it

A word of warning: The Storyeeller should
introduce a tome to her chronicle at her own risk.
Each tome is optional, <o the final requirement is
that the Storyteller wants it to exist in the game. The

ToMmes AND GRIMOIRES {
A tome isa type of Grimoire, a spe-::la'l form of |
Talisman that bears a portion of its creator's magi-
cal Will. Details on Grimoires can be found in
Forged by Dragon’s Fire for Mage: The Ascen-
sion. The differences between tomes and standard
Grimoires are detailed in this chapter. Namely,
tomes are encrypred, requiring some degree of |
contemplation (lots of rime and a successful Arete
roll) before thetr secrets can be unlocked, and thiey
convey specific ritual secrets (rotes) rather than
enlightenment or Sphere knowledge.

-~ & mri_p a L
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very tact that this book exists chu“t'm.{l:-. fr:ulit'g; in
the game and may ultimately break a chronicle if it
talls into the wrong hands. In other words, don't Five
your players a tome unless you intend for them to use
it. (1f vou create a tome thar turns werewolves into
housecars, or some foolishness like that, it's not our
fault. You consciously decided ro let that rome in the
game, so you must deal with the consequences.,)

THree BLaspruemous Tomes

Submitted for your consideration are three tomes
that illustrate these new ﬂprinnrﬂ rules. Any one of
them may appear in a Red Sign chronicle — in facr,
studving any of these romes can increase the reader's
chance of successtully performing the Ritual of the
Red Sign,

Ex Libris Necro, Greek Translation of the origi-
nal Sumerian edition

Minmmum Arete: 4

Minimum Spheres: Learning the ritual in this book
requires Life 4, Matter |, Prime 1, and Spirit 2

Actual .":;phﬂﬂ: The tull version ritual requires Life
5, Marter 2, Prime 2, Time 2, Spirit 2. Note thar if the
ritual is performed communally, it is possible for five
difterent mages to each contribute one of these Spheres
to the ceremony. If the rite is performed without Time,
its results are limited; if it does not include Spirir, they
may be disastrous.

The pages have rurned yellow with age, the spine
is cracked, and the wrinkled cover is obviously skin
of some kind (perhaps human!). The mandala design
on the cover — does it perhaps resemble a human
face, or is that merely your imagination! A fearher
quill scrawled words in red ink... or perhaps it was
some more nefarious Huid. Archatc Sumerian poetry
rambles aboutr a “Hierarchy of the Dead” thar pre-
dates the Roman Emrlirl_' and the birth of Christ.
Using stolen knowledge from ancient Greek "arcanoi”
the ritualist can summon spirits of the dead, animate
the bodies of the living, or using both rotes, resurrect
a lost soul to a reanimated body.

Scarrered throughout the text are words that are hard
to translate unless one sounds them our caretully. Pro-
nounced correctly, they torm the first stages of a ritual for
raising the dead. Yet the ritual also requires bodily gestures
and the rappings of a blasphemous ceremony, as implied
by horrific illustrations throughout the body of the work,
Retuming a body o life requires the summoning of its lost
soul, dmwing it across the boundary between worlds, A
ritualist can then heal the shartered soul, resurrect its dead
flesh, and then bring a person back 1o life before her soul
is last for ablivion.

The Rep Sicy
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Mispronouncing the words of power can have cata-
strophic consequences, espectally if one does not perform
the correct gestures or ceremonies, For instance, merely
playing the words back on a CD, mp3, or mpe deck is
arossly insufficient. The flesh is resurrected, but the soul
cannot be retrieved, creating shambling, soulless dead.
(If the device s activated by someone who has Arcte,
the resulting gihberish has no effect.) Some believe that
these empry vessels may attract evil spirits that exploit
them for thetr own base purposes, terrifying the living to
sustain their own crude souls. The bodies must be
hacked to pieces then, or better yet, mutilated beyond
all recognition.

One brave scholar has managed to piece together
enmmh trmgments of the bhook to warn others of its
contents. By his “white light” interpretation of the
ritual within, he rranslates it as the Invocation of Eter-
nity. Realizing the implications of 1ts conrents, he
artempted to destroy the book, but he lacked the will to
do s, Instead he gave it to a fellow scholar. Tempted by
power, the new owner of Ex Libris Necro foolishly
attempted to translate the tome in the safery of a cabin
in the woods. .. and documented his failed translation
in a tape recording... Let us hope no one finds it.

The Ritual: This rome c¢ontains the Invocation of
Eternity, a ritual that can theoretically revive the re-
L'i.’l'lfh' dead (that is, someone who has died within the
last hour), The mage (or group of mages acting in
concert) must perform the ritual over the body, restore
its shatrered partern, revivify the corpse, and summon
the spirit back to its body. If the victm has not died
within the last day, it is too late to summon the lost
spirit, It may be possible to animate the body, but the
soul is Jost to eternity. The body must be intact tor this
ritual to work.

o Wirthour Time, the ritual must be performed
immediately afrer the subject’s death.

o Without Spirit, the body is reanimated without a
soul, leaving it open to possession by an evil entity,

e This ritual is difficulty 11, so withour this tome,
it cannot be 1‘:T?|:n'|=plf:d-

Because this feat is impossible, the ritual has a
minimum difficulty of 11 and requires 20 successes,
Finishing rhis rote, then, requires an extended roll. In
theory, an entire cabal of mages could leam this rite,
each one would have to study and decipher the tome to
perform it once. Each one would have to spend 13
experience points to learn it permanently.

Once knowledge gets our that a cabal of mages can
resurrect the dead, the ramifications are best left to the
Storvteller. In the next chapter, however, we shall see that

there isa Nosferatuantitribu named Behemoth who will do
anything to find someone who can perform this rite.

Optiomal Modifiers: Souls that have been damned or
condemned, such as those belonging to individuals who
have made pacts with demonic forces or traded them tor
supernatural power, should require 30 successes to res-
urrect with this ritual, Even then, the demonic forces
that have been challenged will no doubt come for the
resurrected to reclaim their prize.

At the Storvreller's discretion, the difficulty may be
reduced by 1 for a subject who faces a great destiny or
possesses great virtue, such as when:

e The deceased had performed a deed of great
sacrifice or honor before dying,

e [f one of the ritualists was truly in love with the
dead man, or

¢ The deceased is destined w perform a valiant
deed in the final time of the world.

The Yellow Sign, Parisian Edition

Minimum Arete: 3

Minimum Spheres: Mind |

Actual Spheres: Spirit 3, Mind 5

According to fictional accourus, the original edition
of The Yellowe Sign was a chapbook printed in Paris in 1906,
A rather unpresuming title page announced the play's
name in faded lertering. (By some variant accounts, the
words were accompanied by an unusual sigil of cryptic
design, which in itself was said to be innately disturbing. )
The play within began somewhat innocuously, featuring
the story of the court of a kingdom in a mythical realm. In
the midst of a complex narrative of court intrigue, the
courtiers await the coming of a messenger, the Man in the

Yallid Mask, who either brings redemption or damnation
for all. Some say that the outcome really depends on the
reader’s interpretation. Others insist it depends on the
reader’s mental state,

The play is so complex that the reader may sympa-
thize with only one of the characrers... but she
sympathizes so thoroughly thar the events of the play
seem real. The reader is completely consumed by the
story, believing that she is her chosen character. Ac-
cording to various accounts, any reader of this play
hegins to confuse fantasy and reality: a decrepit motel
room can become a castle in a foreign land, adime-store
tinra can become a crown, By more sinister accounts, a
reader who completely succumbs to the illusion be-
lieves she also awaits the Man in the Pallid Mask, who
may bring redemption or utter annihilation, depending
on your point of view.

The work first entered public consciousness within
two short stories written by Robert Chambers, an En-
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glish author living in Faris. Amid his prolific output of
light romantic tiction, he produced occasional tales of
the macabre and ourré. "The Repairer of Repurations,”
SCL 1T 3 Eruim rL'I|1'L'*IHH ol |':|r|-~ in r|'|-.' near fature,
mtroduced The Kmg i Yellow for the first time, masking
its true nature behind the guise of tiction. s 1~|.'uL|l|:'|.
with the eponymous title, further detailed the insanity
this play could instill. Various authors have attempred
to reproduce fictional versions of this book. None have

t'-{IIJ".', "-'-]1,I1 5 contained 'l.'rl||'iHI i edition |».|;|.-'..'.'n
"]Il'-. L I-I'IL' 1E.Llllr|l|“ -"'Il_l:-l'.I
Many acknowledge that the New England writer

H.P. Lovecraft took ( '|'|.'|r|||'-n'tl~1 stories as part ol the

inspiration for the Necromomicim, a sanity-shattering
tome mentioned in *The Dunwich Horror™ and other
rales; in fact, HPL admitred this freely. For decades
itterwards, many demented and delusional individuals
claimed that the Necronomicon was real, and rthat
Lovecraft's fiction was either an arrempe o wam the
WO H Or confuse I:E]L“L' '-1.'|'1|- "l'-'lH!.'_I"I! | h'.' | 'I'I1r||

Any claims that The J"~.rr|-,: i Yellow actually exisrs
will meer with similar outhreaks of skepticism. There is
really no evidence thar the book exists. The truly
“insighttul” insist that this is by design, claiming some
supernatural force or entity covers up all encounters
with the tome h'g. infecting its readers with madness
Une wonders what horrors it could unleash on an
unsuspecting world if this last assertion was correct

"‘LHEIHIIHIJ the book takes two |1u||r=». HIII:E':.IIIL: i
takes between two and 20 hours.

I'he Ritual: No evidence exists to support the claim
that this book is real. Yer repeatedly, in some shadowy
corner of the world, some seeker after horror believes he
has found it Perhaps in a dusty artic or in the forgotten
corner of a private library, the initiate into true knowl
edge picks up something that looks like this book, and
f he is lucky, may even recall some vague allusion to

Robert ( h-Hllhu'l'H' LTSS, I -|"l'fl I -nilll,-_’-*ni‘ Fragc, I|:L'
reader’s delusion becomes so real thar i is all consum
ing. He believes that the book he has found is the King
m Yellow. He reads what he thinks he sees in the book
ind immediately idenrifies with one of its characrers
Uithers who share tl 115 LI!.'|II-I'L 1 1-'n'l[] .tl*-a v see the |‘- K s
L copy of this play

Unce the reader has been consumed by the book's
delusion, the book's APpearanc L'L]l.llh!]t.‘h. He May ¢ven
lose the book, and find some other book to take its place
il Lllnflﬂﬂ:ir‘;, |‘L'rh:1[h‘. Oor 4 manual O fransimisson
repair. He may attempt to show this book ro athers, bui
it is really a book the reader believes o be The Yellow
Sign, The reader, through an ourbreak of insaniry,
believes he has found a rare tome. The book cannot
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photacopied or otherwise reproduced; scanning it elec-
rronically into a webpage, for instance, would yield
gibberish (or in some cases, the pages of a dictionary,
transmission-repair manual, erc. ). Trying to re produce
the story later by repeating its contents is furile, as the
reader cannot remember details that do not pertain to
her chosen characrer.

Only a supreme act of will (or Willpower) can stop
the reader from continuing to peruse the play. Skim-
ming it takes abour two hours; studying it takes between
rwo and 20. If he lacks the Enlightenment to fully resist
this delusion, it grows worse as he continues reading.
Eventually, his former identity becomes a lie, and he
becomes the character in the play, not in reality, but in
his own thought and deed. The world around him
changes for him, as he redefines it in terms of the play.
No two readers interpret the book in quite the same
way, though multiple readers can share the same com-
munal delusion. Their actions may even feed off one
another, as they act out separate parts of the drama.

In every interpretation, a few salient elements
reoccur. The most critical bit of plot is this: that the
Man in the Pallid Mask is coming. At some point, the
reader or actor experiencing the play believes he is
seeing the Pallid Mask, who then passes judgment on
the play’s new main character. According to legend, the
outcome isredemption or damnation. The judged reader/
actorfcharacter then disappears without a trace. The
book disappears along with him, until it is somehow
found again.

Enlightened readers (that s, those with Arete)
have a greater chance of resisting the book’s lure.
Instead of falling into the trap of identifying with one of
the characters, the reader becomes obsessed with the
Man in the Pallid Mask. If he is strong-willed enough to
finish the book without becoming delusional, and he
has the proper magical aptitude, he may summon this
messenger, who brings great insight into the workings of
the universe.

The successful reader, one who makes a simple
Arete roll, may then perform one great act of magic he
could not otherwise perform. According to whispered
tales in the libranies of knowledgeable Hermertics, one
commonly invoked request istofree another soul trapped
by the delusion that the evenrs of the play are real.
Another common request is to free a lost soul, one
trapped by circumstances more dire than the madness
this book bestows. Some masters of obscure lore believe
that one soul cannot be set free unless the book is passed
on to “infect” a different reader, who then begins his
own quest concerning the play.

L i
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It is theoretically possible to perform the play: Each
actor studying a rale would not recite the play by rote,
howewver, but actually become the role as part of the
performance. All observers would then, in turn, iden-
rify with various roles performed in the play, and perform
it for someone else. Some claim thart this is ridiculous,
suggesting thar the next step would be to perform the
play on television, or recite it over the radio, and drive
the world mad. Others say this sort of thing happens all
the time, and manifestations of the Pallid Mask prevent
anyone from remembering it.

Anyone who reads this book who is nor a mage
that is, anyone who does not have the Arete Truir —
risks insanity. For each hour of reading (not skimming),
the reader’s player makes a Willpower roll (difficulty 9).
On a failed roll, the reader confuses the events in the
book with the events of his life. He believes he is a
character in the play, and he reinterprets everything he
sees tofit that delusion. Furthermore, he iscompelled to
continue reading the book after failing this first roll.
Once a day, the player must make another Willpower
roll (difficulry 9). 1f the player fails this roll, the charac-
ter must spend at least an hour that day reading the
book.

At the Storyteller's oprion, the book does not
actually exist and the reader merely thmks he's found the
book and thinks he's reading it. If he tries to show it to
someone else, it's a book he's mistaken for The Kimg in
Yellow. 1f someone takes this prop away, he finds an-
other book and believes it to be his treasured tome. This
prevents anyone from willingly giving the by wk 1o
someone else to intentionally destroy that characrer.
The delusion that the book exists is contracted like a
disease, or an episode of insanity, which is propped up
by the artifice of these game mechanics you're reading
right now.

If a mage finds this book, he makes the same
Willpower rolls, but his are against difficulry 6. In a way,
the book is like a Grimoire created with a Mind 5 rote;
its contents completely reconstruct the reader’s phi-
losophy, identity, and view of the world. A mage with
Mind 1 can see through this sorcery: The events of the
play are actually analogies and metaphors for subtle
philosophical truths. A mage who succeeds at the
aforementioned Willpower roll can make an Arete roll
(difficulty 4 if he has Mind 1, difficulty 9 if he does not).
With one success, he can deduce that the purpose of the
book is summoning an entity known as the Man in the
Pallid Mask to bestow knowledge.

A mage who succeeds at this Arete roll and spends
at least two additional hours reading the book learns a
ritual for summoning this entity. It works in most ways
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like a summoning ritual, requiring an Arere roll (diffi-
culey 6 if the ritualist has Spirit 3, difficulty 9 if he does
not). The actual ritval involves reading aloud the last
page of the play, in which the characters meer the
cosmic messenger. Five successes are required on an
extended roll. When these are attained, the Man in the
Pallid Mask approaches the ritualist. Only the ritualis
can see him; whether he is o Hobgoblin, manifestation
ot Quier, Paradox Spirit, or Incarna is irrelevant. We'll
get to the results of that success in a moment.

If the reader botches any of the aforementioned
Willpower rolls, he meets the Man in the Pallid Mask,
but in a very different way. He believes the messenger
has come for him, but tor the purpose of damnation, not
redemption. The reader must make a Stamina + Sur-
vival roll (difficulry 9). On a failed roll, the reader dies;
it there are no witnesses, he acrually disappears wirhout
a trace. If the roll succeeds, the reader merely goes
permanently insane. At the Storyteller's discrerion, it
may be passible to use Mind magic to cure this mera-
physical insanity. The same sequence of events occurs
if the mage in the last paragraph borches or fails the
ritual.

If the mage succeeds ar the aforementioned ritual
and summons the Man in the Pallid Mask, the messen-
ger brings redemption. The reader (or more precisely,
the player representing him) chooses one Sphere. The
messenger bestows the ability to cast any one ritual
possible by that Sphere, as though the mage had an
Arete 6 and rating of 6 in thar Sphere. However, the
ritual can be cast only once. Some scholars are con-
vinced (based on second-hand testimony) that this
applies only to the Spirit Sphere; because of this, many
Tequests CEnter upon rr.irlpmi souls.

For added drama, ench success after the fifth success
allows the caster o [;'w:r't’un‘n a single casting a more
complex rote, one using multiple Spheres. Thus, with
eight successes, the caster could learn to east g rote
requiring three Spheres (such as Mind 5, Spirit 5, Time
5). Again, the rote can be cast once, and the roll is made
as though the caster had Arete 6and a rating of 6 in each
of the Spheres required. This means that if someone
studies the next tome, The Ritual of the Red Sien, before
finishing The King in Yellow, the path to Redemption
may be easier to atrain.

A mage cannot use this tome to learn a rote more
than once, and the rote bestowed can be used only once.
After the reader has learned a rote, vanished, died or
gone permanently insane, the book vanishes as well...
until the Storyteller decides that someone else has
found it. If someone has leamed which Spheres are
necessary to perform the Ritual of the Red Sign (by the

mechanic listed below), it may be possible to learn to
cast it once by successtully summoning the Man in the
Pallid Mask with The Yellow Sign.

Ritual of the Red Sign, Sussex Edition

Mimimum Arete: 3

Mimimum Spheres: Leaming the ritual in this book
requires Lite 4 and Spinirc 2.

Actual Spheres: The ritual isactually a variant of the
Invocation of Ewemity mentioned above, but with a
difficulty over 10. The 5|1|!1::r1:*- are Lite 5, Marter 2,
Prime 2, Time 2, Spirit 2.

An Addivional Consideratum: Some readers have
interpreted the ritual as requiring a Tenth Sphere, one
that presumably passes judgment on the soul of the
initiare and allows the reintegradon of the initiate's
shattered Avatar. If this is true, then reading the tome
allows the ritualist to perform an impossible rask. We
won't tell you what rhis Tenth Sphere is; suffice 1o say
that this tome may allow vou to access ir.

Due to the numerous legends of this book’s arigins,
there are many (often contradictory) details about its
Appearance. Some attest:

® [t is a thick tome bound in crimson leather, with
vellowed pages upon which the text is written in blood,

* [ts essential elements are carved in five separate
stones, translated into five different languages by the
five conspirators of a forgotten cabal. Realizing the
dangerous contents of this forbidden knowledge, they
made sure thar each of them lacked the complere
knowledge of the ritual, and hid each stone in a distant
comer of the Earth. The original was destroyed (in
whatever form it was), .Lih|ntl|'-.-'.|!-.ingh:u|1...|u::|d,1.,uurrn'in.:
conspirator knows the location of all five stones,

* It has been encrypted on a computer disk, which
can only be read with a particular eypher of numerologi-
cal significance. Any attempt to copy, erase or alter the
contents of the disk fails, though the physical disk irself
can be destroved.

® The book is blank; a spirit trapped within it has
knowledge of the ritual. Even the most powerful
willworker cannot break this binding and free the spirit
without destroying its knowledge of the ritual. The
spirit cannor be compelled to speak unless the reader
writes what he has learned within the book, answering
the spinit’s questions into the nature of life and death,
the true meaning of the legend of Caine, and so forth,

® The book is a crudely assembled sheaf of papers
filled with line after line of rapidly typed rext shot out
from the ink ribbon of an archaic typewriter. The
writing is ambling and occasionally nonsensical, filled
with grammarical and typographical errors. The tran-
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scriber purports in a brief introduction to know all he
needs to know to artempr the ritual, and he offers what
he knows to other Enlightened souls who would choose
to follow his path should he fail.

* The least plausible legend is that the book is a rare
publication by a tiny independent publisher with a
print run of only a few hundred copies before the

company's untimely demise. Written by a quartet of

authors, it is often contradictory, as though the vision-
aries had four entirely different interpretations of irs
events and meaning. [t hines at the nature of reality, but
couches its insights in the esoteric terms of an overly
complex series of metaphysical exercises, as though
explaining the ritual in terms of probabilities and per-
sonal dramatics.

Mormally a tome takes a variable number of weeks
to study. This one requires 20 weeks. That's 20 weeks in
which it can be stolen ordestroyed, in which the scholar
can be killed and permanently silenced. If the charac-
ters’ coterie or cabal wants to stop the ritual, the clock
15 ticking.

The Ritual: No matter what the tome itself may look
like, all versions of it are variation on a theme. They are
all guidelines toa High Ritual: a ceremony in which the
participants assume the roles of various historical or
mythical figures. In the many different versions of this
tome, different casts of characters are fearured. The
rome suggests which words and pestures are necessary
for the completion of the ritual, bur the ritualist must
deduce what they are. These components are integrated
into a scene in which the actors, in a sense, become the
characrers they portray. One participant does not need
to have studied the book: He is the aspirant or initiate,
the vampire who is the center of this ceremony.

As a benchmark level of difficulry, assume that the
ritual is difficulty 11 and requires ten successes. That's
an extended roll, and since several mages are involved,
it's a communal roll. Whether the Storyteller wants to
raise or lower that difficulty is entirely her call, and she
must deal with the ramifications. We've methodically
gone over that point in the rules theory section above,
and the story-based ramifications are in the Storytelling
chapter, along with several possible plot lines tor this
chronicle.

Let us suppose somecne actually succeeds at this
rite: acquires the tome, lives long enough to cast it,
completes other story-based goals in the game, and rolls
successtully. Many possibilities exist for the successful
aspirant, and all of them lead to further complications
in the chromicle,

w
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MoORTALSAND THE BEDEEMED

Once the Ritual of the Red Sign is performed
successfully, you'll need ro decide whar happens to the
survivar. The most likely solution is that the initiate is
merely mortal again, able to resolve his life (ar least
biologically) where it left off. Artaining more successes
on the ritual may have even greater effects. This last
section adds one more complication to the chronicle:
What happens if the Redeemed is actually more than
humarn. Someone who makes a spiritual journey of
death (or undeath) and rebirth may return from the
expenence

By this interpretation, he might become a paragon
of humanity, so much so that he can't cope with the
horrors that still surround him. O is it possible that he's
heyond “good and evil” (whatever that may mean)!
How good is he ar concealing his new identity from
rampires who want to hunt him down! Afrer all, Kin-
dred and Cainites alike may want to rip the knowledge
of the experience from his head with psychic Disci-
plines, recruit him ro their own designs, or simply
slaughter him before he threatens the very fabric of
vampiric society. Three options are presented here; the
fourth is at the end of this chapter. The Storyrelling
chapter includes examples of four Redeemed individu-
als who can be added 1o an existing problem — again,
the story should only be as complex as you want it to be.

The Paragon: Some believe that Golconda can be
achieved only by a vampire who has atoned for his sins
by undertaking a truly humane existence. (In mechani-
cal terms, we'd call this Humanity 10, but it should
actually encompass much more.) If that's true, then
perhaps the Ritual of the Red Sign also requires atone-
ment and enlightenment to achieve. You can argue
how many truly humane people exist in our world, if you
like, but however you figure that number, there are far
fewer of them in the World of Darkness.

The Paragon cannot help bur stand out in human
society, which makes his existence somewhat problem.
atic. Perhaps his purity shields him in some way from the
horrors of the occult. For example, it may raise the
difficuley for certain supernatural Disciplines to affect
him, or make him immune to phenomena like the
Delirium. He may see the world with the clarity the
innocent allegedly possess, whether that means wit-
nessing true forms, ghosts all around us, or even the true
faces of other vampires,

The Widderslainte: Another possibility is that the
soul is renssembled, but because of the taint of the Beast,
is “inverted.” The Beast is no longer hidden, but in-
stead, is integrated into the mortal’s personality. The
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survivor looks normal, but his impulses remain mon-
strous, In mechanical terms, the characrer must roll for
Frenzy whenever he is exposed to the same stimuli that
enmge vampires. He cannot enter this state because of
hunger for blood, bur other temptations may overpower
his restraint. The Widderslainte should have ar least
one rype of “temptation” that overrides that impulse.

Tofurther this, the widderslainte retains the Virtues
she had as a vampire. The easiest oprion is to convert
those three principles to Conscience, Courage and Self-
Control. The Storyteller must devise at least one
circumstance for each of those virtues that necessitates
a roll; the soul is still controlled by the Beast, but he's
found other drives.

It you're a complete and utter bastard, and the
vampire followed a Path other than Humanity, you may
continue to keep track of the widderslamte's progress
along thar path. A Setite widderslainte may still serve
Set, for instance, or a Ravnos may still uphold the Path
of Paradox. lgnore all urges for blood; replace them with
another vice the widderslainte cannot master. Diabolical
torces have then tainted the Ritual of the Red Sign,
discouraging all but the most debased from tollowing
the one path that may lead to spiritual peace of mind.

The Soudless: The Ritual of the Red Sign isn't just
words and gestures; there's something spiritual at the
heart of this quest. In a failed ritual, the flesh may be
resurrected, but the soul of the aspirant may be lost. If
you're teeling devious, and the conspiracy of mages
didn't include someone with the Spirit Sphere, thisisan
obvious outcome. The aspirant can walk and speak and
think just as the vampire did, and it functions as a
maortal does, but such responses are entirely by rore. The
soul has been lost to Oblivion. The reanimated flesh
merely masquerades as a human being; any ability
similar to Spirit Sight will impart this (though few with
Spirit Sight or Aura Perception will be familiar with
this sort of thing and must discern whart, exactly, seems
“otf” about the individual),

For those of you who use ghosts and other spirits in
your chronicles, a soulless Redeemed is then utrerly at
the mercy of such forces. Without a soul, the Redeemed
has no resistance against someone trying to possess the
body, whether thar'sa Wyrm spirit, a wraith, or Spectre
with Puppetry that has somehow survived the Mael-
strom. It may even be the same kind of ghost that
normally animates the Walking Dead in a game like
Hunter. The Redeemed then continues to follow the
normal routine of his or her life, but once a spirit takes
over the character's body, it has a vast opportunity to
exploir all who seek out the Redeemed for guidance.

The Storm Warden: The most complex resolution of
this ritual relies on other conceprs from Mage; for thar
reason, it is detailed at the very end of this chapter. Any
result other than the Paragon may be the result of a
botched ritual, or it may involve events that have
happened leading up to the ritual. To follow this twisted
path, consider some sinister reflections of our story.

CONSIDERATION OF THE STORY

You now know plenty of background to our tale,
with permutations of conspiracies, cabals, and game
mechanics. This chapter and the Storytelling chapter
suggest many ways these stories can be combined, We
can begin ro assemble these shards of plot into a smooth
surface and see what they reflect. Here's our story so far:

Until now, the act of returning a vampire to a state
of mortal life has been little more than a myth. Rumors
and legends have been rold and retold, from the story of
the Pool of Mirth to .'-i}'ﬂ-l:l..‘Llli’lTjL"ll‘I about the true purpose
of Golconda, but no one has actually proven thar
overcoming Caine's curse is possible,

One of these rumors concems a cabal of Hermetic
mages that almost succeeded ar this task. The outcome of
their rituals is uncertain, but it is believed they docu-
mented their ritwals in the many elaborate notes and
documents they took. It is also believed that a cabal of
Craftmasons attempted to gather this information into a
more permanent form in the 15th century; the resule of
their labors was a mythical book known as the Ritwal of the
Red Sign. Rumors of similar books have existed for centu-
ries, from the blasphemous Ex Mortem Viem o the
heavily romanticized Parisian edition of The Yellow Sign.
Collectors of arcane lore are wary when such tales resur-
tace, |'1IJI I‘Iunl:[hl:h}&ﬁ d.t.'ljil.';ﬂl.‘ =0IMe meager p-.rn‘inn ot
their resources to acquiring these rare works,

Some of the tales of this tome's existence are false,
whilesome are true. Inthe next chaprer, we will see further
examples of these linrs and prophets, such as these:

* A Gangrel archaeologist has fabricared false tales
of this book's existence to lure victims to his ancient
master; however, in his studies, he has uncovered clues
about its existence.

* A Malkavian prophet has confirmed thar The
Yelloww Sign is real, seeing signs of the coming of the King
in Yellow.

* A Nosferatu murderer follows voices to rrack down
Ex Libris Necro at the bidding of an insane dead man.

That same archaeologist has purchased the Red Sigm
from the soldiers who found ir, but once he realized thar
others would kill for it, he surrendered it quickly to save
his unlife. Several conspiracies also seek that book,
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while other cabals work to piece rogether the ritual.
Once it is discovered that variants of the tome exist out
there LCrypiic [omes whose Impaortance could not be
deduced because they were craft tomes), all hell breaks
loose. Characrers may artempt to research these out-
breaks of events, but really, the most critical question is
who has read the book.

For a deeper version of this plot, the Red Sign tome
may not be enough to perform the High Ritual. In fact,
three tomes can aid conspirators in performing this
impossible feat: Ex Libris Necro, The Yellow Sign, and
The Ritual of the Red Sign. The knowledge in the third
tome is the crucial component. With this one book, an
Enlishtened mage could piece together enough of the
ritual to have a chance of success, FTH"-'I-!Ud that he had
others to help him find the communal tome. All con-
SPITACIES Wy ur]-:m;.z to create the Redeemed seck totind a
copy of this tome

The chances of a conspiracy succeeding incremse if they
have access to more than one of these books, Consider:

® The first book can bring the soul of a dead man
back 1o the world of the living.

® The second book can free a trapped soul, restore
a shattered avarar, or increase the chance of the High
Ritual succeeding

']
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¢ The third book has the High Ritual components
of the ritual, but if the avatar cannot be assembled or the
souil returned, the formulae and chants are worthless

["urtnrnuﬁ;_' the | |i:._;i'| Ritual withour the first two
books can have drastic conseguences,

e Without the first book, the Redeemed would be
soulless. In theory, another spirit could inhabir his body

o Without the second book, the soul would be
monstrous. It is a widderslamite, surrendering to deviant
urgings of the Beast Within

o Without the third book, the "play” (which recon
structs mythical figures of vampiric lore intoan historical
context) cannot be performed

o With all three tomes;, and a successtul pertor
mance of the ritual, the initiate becomes a Paragon, a
Redeemed messiah who can lead humane vampires to
an escape from the horrors of Gehenna. He may be the
best h-,-l‘u: this wi weld has...
greater horrors,

CONSPIRACIES

Scattered throughout this book are many conspir
Cles pursuing the Ritual of the Red Sign

i ll_';ll_l ]'H;'-n I-."'”'-'-".".'l'r“- Lo v
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Ambrogino Giovanni has assembled the largest
conspiracy, assisted by a host of other vampires. (You
may choose to include all of them, or only a few of them
as you see Hr.)

A New World Order technocrat leads another
cabal; he 15 an intelligence analyse and expert on the
Kindred. He works with a conspiracy of vampires in an
attempt todetine the boundary between the human and
the monstrous. If he can achieve this impossible fear,
vampires can be brought from the kig;l;;y.:u,\ into the
light of day. Some of his agents consider it a “cure” for
vampirism. Privately, he knows that the resulting con-
flict over this book could tear extensive societies of
vampires apart.

STORYTELLER'SOPTION: A DIABOLICAL CONCLUSION

For players who are well-versed in Mage, the
ritual may have a far more diabolical conclusion. The
soul of a vampire is shattered during the Embrace; to
complete the ritual successtully, one must restore jt
to its previous, mortal stare. Tremere’s soul was
shattered when he became a vampire, for instance,
destroying his ability to work true magic. Some
heretics believe that some fragment of Saulot's soul
lived on in his murderer, allowing him to be more
than a mere vampire, creating the first pillars of
vampiric Thaumaturgy.

Whether this is true or not, restoring a shattered
avatar requires the ritualist ro find a source to replace
the parts that have been lost. Such a spiritual reser-
voir never existed before. .. but it does now. You may
recall (if you're acquainted with the world of mages)
that a massive cosmological shift has altered the
boundaries between the worlds of flesh and spirit.
More precisely, the Gauntler between these worlds
now has spiritual strength. This barrier rendsthe very
souls (or avatars) of the mages who pass through it:
The Gauntlet has “teeth.” Something ephemeral has
been forged into the weapon guarding the Gauntlet
— and that barrier is made of souls,

A perfect completion of the ritual heals the
ritualist’s soul with fragments of the Gauntlet irself,
By some theories, the Redeemed would then he
immune to the Gauntlet, able 1o see between worlds.
It may even be possible for the Redeemed, now more
than human, o pass through these barriers without
consequence. The effects may simply resemble the
Starm Warden Merit (from the Mage core rulebook )

or they mayeven allow some degree of power overthe

One of the cabals is led by a Celestial Chorister
named Alan Meroni; he attempts to circumvent the
Apocalypse by performing the impassible, By showing
that a vampire can overcome the Curse of Caine and
find redemption (or humanitas), he demonstrates to his
God (the One) that the world is not damned, bur
worthy of redemprion.

In one city inhabited by vampires, a conspiracy
conducts its own research into the ritual (some follow-
ers of this conspiracy are introduced in the next chaprer).
They perform experiments upon 1 5th-generation vam-
pires to understand the boundary between the living
and the dead. The prince (or primogen, depending on

Avatar Storm. This could certainly shape up to be a
powerful weapon against mages.

~ The barriers between the spirit world nnd.
physical world may not affect the Redeemed, so
would it then be possible for him to travel where
no other mage could? Would such powers have an:
effecr over the Maelstrom, allowing him to travel.
into the Underworld (or Shadowlands) to see
firsthand exactly what has happened? Or if he is
not affected by such powers, would it be possible
for him to use lesser magic to actually summon
such forces in the physical world? Once one'
impossible feat occurs, it opens the door for
rhousand others. i

In game terms, the character could have the
Storm Warden Merit. For a mortal, that means he
can peer beyond the Periphery using Perception
(or Wits, depending on the situation), since the
Gauntlet does net block his vision. A character
with Awareness may add those dice ro the Percep-
tion dice pool. He is aware of the existence of the
spirit world, though he cannot necessarily com-
municate with spirits.

If you've read Manifesto, this may have one
hirther complication. You may believe that the new
Gauntler aceually consists of the shards of “oursid-
ers,” spirits that are actually part of an alien enrity.
The spirit of those outsiders might then inhabit part
of the Redeemed; he becomes an Incamare tarce thar
can influence reality through that messianic figure.
This is not only the rarest outcome for this plot, but
also the mast dangerous; An Outsider now exists in!
the real world, and Ascension is at hand.
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phy, ambition — forces conspire 1o keep visionaries
separate. The only unified response is in the mantras of
xenophobia chanred in the shadows: Don't betray our
existence to the outside world; don't consorr with other
groups we don't really understand; don't question the
stereotypes vou're told about others.

Lxzens, it not hundreds, of isolared individuals have
glimpsed the clues of a much larger mystery. The ones
willing to act ourside the proscriptions of their supernaty-
ralsocieties have the best chance of purting them together,
seeing the big picture of change thar is set to sweep away
this stagnant world. Just as the Maelstrom has ravaged the
lands of the Restless Dead, just as the Avatar Storm has
cleansed the spirit world, the winds of change are coming
to the real world, the dimension humans share with
countless supernatural creatunes,

One brave soul will stand before the onslaught of
change. She may be a messiah, or he may be a charis-
matic deviant who brings the world to its own
destruction, That destined hero (or antihero) will one
day be known as the Redeemed — and the story of that
one individual has its origins in a dozen others.

The story of the Redeemed begins with countless
scattered, lesser stories, Chained together, they can
change the world, Each begins from the perspective of
one supermnatural group or another, but ultimately,
when put together, they cross such boundaries... and
ultimately redefine them. Throughout this section, any
storyteller should spot opportuniries to add another
thread of plot into the tapestry of a chronicle. We'll
mention a few more in sidebars throughout the book, so
keep your eyes open.

A TECHNOCRATIC PDERSPECTIVE

Background

At the end of the 19th century, an ambitious
rechnocrat named Lord Ruthven helped organize a vast
and powerful conspiracy that would not only revolu-
tionize the world, but reality itself, In the shadow of
Queen Victoria's London, he gathered rogether a vast
array of scientific visionaries into one Technocraric
Union. The Technocracy had its origins in many differ-
ent secret societies, some of which (rechnocratic scholars
claim) are as old as technology itself. Some of this
history has been rewritten, some forgorren. Within a
few decades, one age-old institurion, a scholarly organi-
zation known as the Ivory Tower, extended its
capahilities into the state-of-the-art in Enlightened
espionage, training agents and operatives to work across
the globe.

By then, the chain of ¢vents leading up to Lord
Ruthven's bold declarations of “One World, One Truth,

and One Reality” had been obfuscated by the Ivory
Tower's carefully managed (and censored) scholarsh i
History had been rewritten to eradicate the past, By the
end of the 20th century, a similar organization tha
existed five centuries earlier — known as the Order of
Reason — had become an esoteric topic for the hidden
treaties of [vory Tower scholars. Much of the records of
that society had been lost, hidden away in storehouses
of knowledge. The purpose of this revisionism has
rather sensational origins... and will soon have very
serious repercussions in the 21st century.

Olperations

The Ascension War is over. At least, thar's what
the latest wave of propaganda proclaims. If reality is
stable enough tomake hunting downand “processing
reality deviangs” a thing of the past, that means the
Union is .?Ll."]t Iﬂmmmmmau[u’m -
ral |"]‘It i umm.-u——m& pﬂ;ﬂ’lﬁﬂl | threats.
Thec mnmh:gh:a’l m._knnTn;.,n ofthe Av ALl Slgrlnll have
cut off! officials from agents in the ficld.
“Hmmﬁumu:t&"mﬁlhbl& o provide mimimal
communication and survelllance support, but agents
ae largely leftout in the cold, in aworld surrounded by
MHI& lies,

qu:mmw operatives are becoming more aware
rhn:hmmnﬂmmmﬁut}uuhm&mrdghr
Nor surprisingly . two of the most powerful alliances i
supernatural creacuresare the vampires of the Camaril L
and Sabbat. The Union expended lirtle effort 1o inves.
tigating rhiese ﬂﬁm‘. Mﬁ Iu'guly I:m:luw they
viewed other mages as # ‘much mare potent threat.
While there wereeonsiderable threats to the everyday,
non-magical world — from environmental horrors to
outright terrorism — the Technocracy has left the
solutions to those problems to governments and corpo-
rations. Mo other society (that it knows of) has the
resources to investigate this supernatural menace.

Of course, the visionaries who orgunize various
technocratic cells don't have the resources to lead a
witch-hunt against vampires. They do, however, have
opportunities to gather information and make plans.
Ordinary humans are unprepared to deal with (or even
admit the existence) of vampires. Technocrats, on the
other hand, are warching and listening. .. and without
the restraint of high-ranking overseers, many are taking
drastic actions. Project Redlight is one of the more
notable I::'.'![..HTIFIL!- lts chief aTEaner, an L'*pu:r itive of
the NWQ, suspects that if it succeeds, the Union won't
need to destroy the world's vampires. Based on their
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behaviors, given sufficient morivation, they may very
well destroy themselves.

NWO anp1ue Ivory Towen

Background

No other agency is as effective at gathering infor-
mation about the unknown as the NWO. In Ruthven'’s
day, it was known as the lvory Tower. Since the Tech-
nocracy doesn’t seem to be geared up for world conguest
currently, the term is coming back mro fashion. In
recent years, the organizarion has become less intrusive
in the supernatural world, coping with drastic changes
ro creation by viewing them from a distance.

Declaring themselves the vicrors of the centuries:

old “Ascension War," agents of the Union have singe

chosen to focus on other agendas. The Pogrom against
Traditionalists is over. Now the Technocracy hats only
Just come to understand how Gy other ghreats face
the human race. Researchers have |"'::gl.m to r.\'|‘-'.l‘||.|
their files on other supernatural creatures, ind the Ivery
Tower is processing that data.

The New World Order is ap@alliance of Methodolo-
aies related to gathering and analyzing dara, specializing
in espionage, surveillanceandeven academia Through-
out most of the 20th gentury, one of ftsmost critical
:!gendnh Wils Supporting ‘E_C:I’I.EHIIL‘ to hclrl reform reality
(ar least the Technocracy's vemsion of it) by eonverting
or eliminating those who Jefied it: namely, Tradition
mages. Within the Union, it gonrested with ather
Conventions over how to fulfill this -.Itesﬂn'y, but now
the issue has become largely “wéademies The
Technocracy's Time Table — its master plan for the
next 5 to 10 years — shows that a gréater threat
endangers the world. In many projections, supematurl
activity may actually bring the world to an end within
the next five veurs.

Isolated cells of rechnocrats on Earth now have
more autonomy to pursue their goals. They'll need it
since they're researching every lead they have on wha
they see as potential threats toall of realiry and human-
ity. A few realize the “threat” various other supernatural
creatures pose. It doesn't take a lor of supernatural
insight to realize that vampires are at the top of the list.

Project Redlight began as an iniriative to use sur-
veillance and intelligence analysis 1o estimare the
population of vampires in the world, their influence,
and their capabilities. But just as lvory Tower analysts
slowly gathered vast conclusions abour this data —
including hints abour ancient “Methuselah” vampires
— the Avatar Storm threw such efforts into disarmy.
The surviving data is difficult to access, and often

¥
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contradictory, consisting of vast data files an agent may
study but with little cogent or trustworthy analysis,

Operations

Special Director Simon Keyes was one of the lead-
ing Ivory Tower officials in Project Redlight, with
supervisory capability over a hundred agents in the
field. Using communication and surveillance rechnol-
ogy that iscurrently state-of-the-art — and occasionally
10 to 20 years ahead of the art, when it's used by the right
Enlightened personnel — he has gathered vast amounts
of information on the supernatural acrivities of vam-
pires. The collapse of the network of Horizon Constructs
that kept the Union united has made it difficult o
disseminate this information. That means for those
wha can contact him, he may be considered the best

the Union has on the subject of vampires.
Intensely, strong-willed (tantamount to an Iron Will)
and skilledin conditioning techniques (including pow-
erful Mind Effects), he is a taskmaster to his operarives.
For vears, he was teluctant to interfere with the activi-
thes of the vampiré$ibe watched. Recent events have
forced his hand.

Without ahlgh Em.nd he can advise, brief and
ask for guidange, he & umable to fully convince the
Union of the extent and the threat of the world's
vampiric population. Anusfartunate sequence of events
in India {mengioned in the Storyrelling chaprer) won
over many hearrs andminds in the Union when they
sawwhat the @ldest wampires were capable of doing.
Then the Avatar Storm wreaked hell with worldwide
communications, leaving agents stranded in the field.
Until that paément, deliberations within the Union's
Inner Gigele prevented the Technocracy from taking
iimited action against the world's vampires. Sratistical
analysis from lteration X now suggests the world is close
to its own destruction. Whether that comes as a resulr
of the influence of vampires, which appears more evi-
dent with each successful surveillance op, remains a
matter of debate, How to eradicate the world's vampiric
population is an enigma. .. unless you have insight as
clear as that of Simon Keyes.

Prolonged observation of a small cell of vampires {a
group that referred to itself as a coterie) has picked up
conversations regarding a rare or perhaps even unique
book called the Red Sign. Using variants of Hermetic
magic, a reality deviant employing the book's magical
techniques could restore and reviralize dead flesh — ar
least, that's what the testimony of one “vampire archae-
ologist” suggested. (The creature refers to himself as a
“oangrel.” The suspect had convinced the study group,
referred to in reports as Red Cell #33, that he knew the
location of this item and could lead them o it

Cuunpren Tigzr: Rmuals anp Sommes

71




Red Cell #33 was killed one week later, when that

same individual lead the cell to the subterranean lair of
one of the atorementioned "Methuselah vampires.”
Keves is in the process of mobilizing a Shockwave ol
Iteration X enforcers to caprure thisancient creature for
further study. Unfortunately, their truitorous guide has
since disappeared, and is presumably in hiding. In the
meantime, rumors of this book's existence can be traced
to a separate occurrence concerning the Technocracy,

[alals II'.'-.I'|'-.]iI'_: vViery -l|l.| .|.+r.| Ineleec

HSIRIFAI
Five hundred vears earlier, a very different socien

of Enlighrened operatives used very different methods

of ingenious espionage. The Ksirifai, colloguially known
as “the Razors,” were Renaissance Apies, operatives of
the Order of Reason thar maintained a grear deeree of
autonomy and secrecy from the rest of their group.
When the Order ultimatels tragmented, they contin
ued their work in the shadows, subtly influencingevents
thar led roa now largely academic conflict known as the
Ascension War

The Ksirifai, for reasons history neverremembered,
had not only helped conceal the existence of the Order
of Reason, but also continued their work long afrer its
tactionalization. Records and tomes relating o this
Renaissance secret society were sealed away in vaults
and libraries, hidden until the Razors found it tactically
advantageous to reveal their muth. By the late 19th
century, the last surviving splinter groups of the original
Ksirifai continued their work using methods some-
where between magic, mysticism and science. After
learning of Lond Ruthven's ambition, they undertook o
modest campaign of espronage o ascertain his true
morives

Uperatives of the lvory Tower, uncertain of the
InTention o !l||- -|I.l'1'='.lllll:l|']‘-.' :||'.--!1g.|| PTCU, hunted
down these Ksirifai agents and destroved the last rem
n h'H*--'11||1'|Tl'r=_'.i|':1:.tll-.*1|.:"'.-;1||t|_-'||'.'-:.'1 n-1_rh..-!'~:-u|r.||
died in the shadows, a historical anomaly hidden from
the world in forgotten libraries of Renaissance lore. Yet
the records remained. .. and it would only be a martter of
ime I.I1|lll ST O r|!|l.'l|| were found again.

LCRAFTMASONS

Many of those records had been assembled by
inother secret society within the Order of Reason. Far
MOTE A ||E|."'|.|.'|. T]Ll]l Hlk' L. E'. '|_il- '."'ll,l"l.i.li_'_ul_'l :"‘1-:4_'“.' III,.l.:,"II_lfl_l.l
Crder of the 21st century, they wrote about the philo-
sophical goals of the Order, made observations about
supernatural activity within the Renaissance world,

and substantiated rumors of distant lands thar required
exploration and verification. To help guide and recruit
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potential allies, they fabricated lodges that hinted at
paths ro Enlightenment while speaking with and test-
ing the vistonaries who had a potential for ir. (Sleepers
joined these lodges, but only a few were recruited into
the Order.) These scientist-philosophers debared the
effects of their craft upon the world, most notably the
torrents of Paradox that resulted from incautious ex-
periments. From the Whirte Tower of Languedoc, the
mast esteemned of these scholars helped guide the ambi-
tious goals of the early Order.

Brilliant academics, they also harness incidental
applications of Mind magic ro write definitive treatises
on science, philosophy, politics, and a hundred other
subjects — rhetoric so compelling that it could deeply
affect the reader. Instilling emotions, bestowing knowl-
edge and even instructing in Enlightened willworking,
these “craft tomes” formed the foundarion of the
Daedalean arrs. Centuries larer, historical revisionism
from the Union's "lvory Tower" almost eradicated the
Craftmasons’ memory, untila historian named Terrence
Whyte resurrected proof of their existence. Perhaps
when some of these “craft tomes” resurfaced, Whyte
will have further proof. The critical guestion for years
was who would find them first.

Many of these "craft tomes” were acquired and
isolared by the Ksirifai, obscuring the early history of the
Technocracy's forefathers. Enough of them remained at
large, however, thar they became valuable resources in
the libraries of occultists and loremasters, In particular,
a few Hermetic mages built upon this body of work.
Combining the scientific and mystical treatises com-
piled by the Crattmasons with observations made by
Hermetic practitioners, these rare tomes offer deep
insight into the working of the world — but only for the
visionaries with the [.u:n'.n[i:ﬂ (that is, the Arete) to
understand them. Several of these books concern the
subject of vampires. Their existence is an affront to the
Masquerade, and if they are found, they would offer up
secrets vampires have kept hidden for millennia.
THETEMPLARS

Background

Many modern incarnations of this sociery (authen-
ric or otherwise) attempt to trace their origins back to

the early 14th century. In 1308, King Phillip IV of

France demanded the extermination of their order;
those he could not kill, he imprisoned. Their leader,
Jacques de Molay, was killed, but 33 of his followers fled
to the comers of the Earth and into the shadows. Some
accused their order of blasphemous crimes, includingan
alleged pact with the demon Baphomer.

Some make even more outrageous claims, such as
the idea thar several of the conspirators (or in some
accounts, all of them) were actually mages, who have
recruited other Enlightened willworkers since then.
Whether this is true 1s largely academic, of course, since
many mages claim to carry on their traditions, and insist
their Crafts can be traced back to them. Their martial
skills, including proficiency with modern firearms, is
considerable. Their Faith endures undaunted. Armed
with an arsenal of insidious and deadly rotes, they kill
unseen. Some may consider them fanatic — but since
belief can influence reality for mages, fanaticism can be
a powerful ally.

Operations

A smokescreen of hyperbole, ridicule and outright
hoaxes contributes to the continued survival of these
self-styled “Templars.” Some skeptics have pronounced
that the Knighrs Templar are like a smorgashord for
conspiracy theories. They can be twisted tofitany shape
a theory might need. Just as various children’s toys can
pick up and distort newsprint, alleged Templar activity
can reflect nearly any supernatural activity possible,
whether real or imaged. The most outrageous theories
speak of a "hidden Templar treasure” amassed over
centuries from a time when they helped secure financial
transactions in Medieval Europe. Then again, some
people also believe in vampires.

Scholars of the occult have given little consider-
ation to this"Craft,” refusing to consider it as influential
as one of the Nine Traditions. It is yet another con-
spiracy working in the shadows. The justification for
their actions is tied up on false history and propaganda,
and extremist splinter groups carry this even farther. If
vou could rake a religious miliria, place them in the
shadows of the world, and then give them the power of
magic, the result would be similar to the most dedicated
preceptories of Templars in the world,

Not long ago, a cell of 33 Templars had been
patrolling the Langueduc region of Southem France,
carrying concealed firearms and employing global posi-
tioning systems as they conducred another “rreasure
hunting” operation. They had been following leads
concermning the true location of the White Tower of
Languedoc, the almost forgotren headquarters of the
original Order of Reason.

The stories of caches of hidden Daedalean wealth
and remnants of the “Templar treasure™ had been
entirely fabricared, But when a sizeable, dedicared, and
heavily armed band of mages casts rituals to find some-
thing unusual, they inevitably find something. Their
discovery consisted of a hidden library, an archive of
Order of Reason lore. It was the Holy Grail of Ivory
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Tower academia—treatises on Renaissance supernatu-
ral activity, documentation on early Daedalean
philosophy, outrageous illustrations in impossible
bestiaries, and more, For a modem researcher in tech-
nocratic history, it was priceless, the greatest discovery
(or heresy) imaginable.

At this point in the story, the Templars (as usual)
made a tragic mistake: They decided to sell off several
lesser works in the collection. Considering the books'
waorth, they realized chat vast amounts of money would
be more “priceless” to them than dusty tomes. Exploit-
inga tew of their political connectionstoa few influential
individuals in the Celestial Chorus, they tracked down
buyers. Most of these transactions went off withour a
hitch, a mere matter of delivering a package and verify-
ing a deposit in a Swiss bank account. When the
Choristers discovered that one of the books concerned
vampires, however, events took an ugly turn.

The highest (and first) bidder for the rome had
introduced himself as a freelance archacologist. More
precisely, he was a Gangrel vampire, a con-artist and
eccentric who had devored his existence to the study of
archacology — as well as means to profit from it
Fabricating credentials, concealing his past failures,
and demonstrating that his “employer” had a grear deal
of wealth, he acquired the book. Within a week, he then
tried tosell it for a much greater sum of money, claiming
that it was a nearly incomprehensible tome that only
truly “enlightened” scholars of the occult could deci-
pher, The tome’s dusty cover identified the book's title
in Renaissance French, which roughly translated con-
sisted of three words: The Red Sign.

At that point, all hell broke loose. The Ritual of the
Red Sign had been a myth, and many considered the
Gangrel a charlatan for even having menrioned it. Yet
after the Gangrel organized clandestine meetings with
potential buyers, the first three meetings rurmed into
ambushes, The Gangrel was completely oblivious to a
story of a translated, English copy of the book compiled
by Hermetics in the early 20th century. So were the
attackers who ambushed him — they had thought the
book was impossible to find, until the Gangrel verified
i existence.

On the run from rivals who realized the advantages
of actually killing the dealer and taking the book, he
sold out the names of the individuals who had sold it o
him in the first place. His compensation was the ex-
change of a modest sum of money to a secure banking
account, along with a 24-hour head start. After thar, his
blackmailers assured, the hunt for him would begin
again. Todivert his hunters away from his acrivicies, he
h#l'l"rl‘g"ﬂi a5 many of the names and last-known loca-

tions of his Templar contacts, their Chorister conracts,
and the number of their Swiss bank account.

The Gangrel has since gone into hiding uneil he can
Hnd another opportunity to profit from his reputation. His
current activities are described elsewhere, and the Templars
are now too busy to actually track him down. Instead,
WVAriovs EII]IH, F.:'.'-'] 1"& J]nki I.ﬂﬁ:t'll.'lrl."'i ane ]‘H.JH[ ThTER I'H.,l ‘ri."l“r'] Aars,
who have responded with protestations of innocence,
violent counterproposals to threars and bursts of semi-
automatic weapon fire, The vampires were a bit
overconfident about taking down a group of renegade
mages, fearing little from faerie dust and magic spells. In
the 215t cen tury, however, those automaric WETIPOTIS Wi wrk
considerably better than magic wands.

Several of the Templars' soldiers in arms have
already died. In fact, the rumar that some group calling
irself the Knights Templar has the tome has led to a few
raids on other preceptories. The most dangerous con-
Mices are with Templar cells who actually have nothing
to do with any of this. Since the Craft isn't as organized
as a vampire clan (which in itself isn't terribly organized
to begin with), most are unaware of whar the rogue
Templar cell is doing.

The remaining cells of Templars are responding to
ambushes with their usual contingency plans. The
policy of “shoot first and ask questions later” isn't
enough. The current philosaphy is to “shoot first, shoot
again, set it on fire to make sure it's really dead, and then
ask questions about whart it was that just atracked you."
II'I {I'“.' meantime, rhl._'! thi‘.' COUND maounes.

Cerestiar CHoRUS

Background

All Choristers, it is saidy believe in the power of the
One. How they view thisdwine force, and whether an
organized religion helps define it better, is merely a
matter of details. In those details are a thousand differ-
ent visions of God, who worls through a thousand
different religions. Suppesedly, they areall represented
by the united voice of the Celestial Chorus. Mithraists,
Zoroastrians, Pre-Niceng Christinns — the Chorus
represents many. sects thar quictly practice their reli-
gious ceremonies and magical arts, Yer, pracuically, the
Tradition is as vulnerable o arguments and disaeree-
mens ﬂvur'phlln;muph? asany gathering -.1f_|"r.'u.-inn;|r.:11,'
religious peaple.

Stereorypically, some zealots are sl wed as inguisi-
tors, carrying out What they see@s the judement of o
vengeful God. Considering the few memorable occa-
sions whien Choristers have hurned vampires with Prime
magic or summoned fire audl True Faith, this is hardly
surprising. Yer others seeleour the suffering and sinful,
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redeemers who use simple prayer and deeds to find the
path to peace. While this is a very broad definition, one
that is not commonly recognized, both kinds of Choris-
ters become even more polarized — and contentious —
when faced by trying times like the ones thar soon
followed the attacks on Templar preceprories.

Operations

Legends claim that God cursed Caine. [ that's rrue,
then the existence of vampires serves as proof of His
influence in the world, after a fashion. Investigaring the
“true origins of vampires” is a pertlous exercise, for the
surviving Choristers in the world are often nor as

powerful as the supernatural creatures that surround
them. Nonetheless, the rare few who are drawn to the

study of vampires learn what they can of defenses chat
draw on Spirit and Prime. For the sake of their own

survival, these Celestial occultists somerimes basd to-

gether when conducting their researches.

TI"II‘... viery existence 4.1f thl’ |“'"'th I.Ldlmﬂulf l]j Ih-{ Rﬂd
Sim challenges all that the Choristers think they know
abour vampires. Some claim that it was God's will thar
L:'.Ilnt_’.' Was fllrﬁ-l..‘l..!'. SN tha'_l[ rt“.“ll_i R |:".'I'I.:EL'. ti'h.“. Curse
would detv God. Others c_'t_:m.uﬁ.t.t.ﬁn: if any soul capbe
forgiven for his sins, even the original sin all vampires
have carried since the fime of Caine, thendt should be
passible for the lost soul of one of the Kindred to be
redeemed. [f a vampire can find salvarion, there is more
hope in the World of Darkness than many thought
possible,

One of the Templars' contacts is aChorister with
delusions of grandeur. A brush with death atanearlyage
convinced him that God has plans for him, and when
his “will" produced miracles (almost magically), the
line berween God's will and his own became hlurned,
This prophet, Alan Meroni, now believes that he isan
agent of divine will on Earth, vet for all hus self-righteous
proclamations, he is actually an agent of redemprion.

Years after his Awakening, his expanded insight
alerted him to the presence of the undead all around
him. He witnessed dead men who were denied the
rewarid of Heaven, and were instead forced to walk the
Earth by muht_ feeding on human blood. To his credir,
he also saw no evidence that their fate was the result of
deeds performed in life: newly created vampires were
little more than victims, Their existence seemed to be
a great injustice to him — until he realized thar they,
toa, could find some measure of peace.

In his researches into the occulr, he encountered a
self-styled “warrior-priest” who practiced a far more mar-
tial approach wo Enlightened Faith. His knowledge of
history bardered on the insane, but this man {(who referred

v

but Merona refused. Despue h

to himself as Frater Anson) had uncovered more diaboli-
[ill:;“']l.l Li'l..'ﬂd I"ir L1 I["L'rl'l.ilflll_nlll ACLIVITIES. WIIhL n't’m'h L']-r“ I.I'lL‘,
fi TEPOWET, Frater Anson had eliminated whar he saw as a
far more dangerous religious occurrence.

By Frater's accounts, the bodies of the recently
deceased had been coming back to life and seeking
human victims. His cabal (or as he put ir, squad) had
combated dangerous incursions of these “zombies” in
several European ciries. His men, convinced that the
end of the world was near, rallied around him and began
to reverently refer to him as Frater Parriot. When he
revealed ro Meroni the existence of the Walking Dead,
his Chorister contact was shocked. Had souls arisen

from Hell to possess the bodies of the recently deceased!
Was there any connection to the vampires he himself
had witnessed! Anson's view of religion was far more
Anquisitorial, but faced with what both perceived as an

abviowsevil, they collaborated to research further.,

Afteraviolent disagreement over what to do about
this outhreak gfvampirism, the two went their separate
ways. Frater Ansan had approached Meroni hoping for
asimilar alliancéagainst a “cult of vampires in Venice,"
is elaborate tales involy-
ing the Giovinni family, the Frater could not convince
his Cherister contact.

Afrera fﬁlﬂd raid onthe ¢ ity, Anson ret urned to an
early quest: leadson the “mythical Templar treasure.”
By this point, Meroni was convinced Anson was insane,
until his erstwhile colleague approached him with a
cache of knowledge Frater Anson could not under-
stand, It was hardly a compliment, since Anson had

sapprotched other Choristers as well, but Alan Meroni

actually offered to spend two months poring over the

book todecipher its crypric contents, By the time he was

dnm*, Meroni realized thar the book was l,*xa'n.'tl'-r what

he was looking for: redemption for the lost souls who

troubled him, the creatures of the might doomed o
suffer until Judgment Day. When he was done, Meron
returned the book, an act of courtesy he still regrets.
Meroni and Anson have gone their separate ways
again. Alan Meroni wants the book, not only to find
redemption for the suffering, but also to fulfill his own
messianic visions. He is one of the tew individuals able
to perform parts of the Ritual of the Red Sign, bur he
Cannot dl._'l- 1T ..]]_ﬂ_'lnf_‘. I[ 15 @ I.:ﬂﬂ"nl]“ill TiZT”iIL -ilT'llj I_H.' I:ll.:l:?i
the acumen (and Spheres) to do it by himself. He wants
the book back, but then again, so do others — and
they're all hunting Frater Anson and his 32 fellows,
As far as Frater Anson is concerned, the vampires
hunting him are all hellspawn, and any vampire who
wants what he's got is going to have to pry it from his
cold, dead fingers. Meroni is trying to assemble a cabal
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ot like-minded mages who believe as he does, including

Choristers who would more closely fir the profile of

redeemers. Yet with each contact he makes, he risks
condemnation from a mage who doesn’t understand the
ritual’s potential — and possible retribution from in-
quisitors (almost) as violent as Frater Patrior.

EUuTHANATOS

Background

The world depends on a cycle of life and death.
Whether or not a mage believes that all souls undergo
cycles of resurrection and reincarnation is up to an
individual's philosophy, but magic grants mages the
ability to act on those principles. Accordinglysmany

Euthanatoi use their insight and power to bhapﬂle liinﬂ'

between life and death. Prior to the Mlﬂhtlﬂn. tl'.tﬂl
could soften the boundaries between worlds, After it,
the vast cosmological perturhations of the Maelstrom,
Avatar Storm and similar events in.ﬂuipm: world
redefined their purpose as it redefined ereation. Many
devored years to mastery of ghusthl hﬂe,ﬁ&ramu the
Maelstrom has sealed oft the b"m'lﬂ;, stween the lands
of the living and the Restless® , It 1§ uncertain
whether they will ever open .1mm.Hnte-ﬁnpu:mmi1, it
I8 LNCert unuhf:thﬂrthm.',clu. of [|tﬂlﬂdd¢lﬂ1hﬁ been
disturbed,

Now rumors spread :f other Wi
bilities. A Chorister m’ﬂ“hﬂaﬂ!
nascent ability to Im:;Lmﬂaﬂh& ﬂﬂﬁh
tomes of forgotten lore hhilt [ﬂmmﬁ

i T

pl.'l"ﬁl'

lh:.'
il
conflict. If such rituals ﬂﬂ'lh;’ﬁﬁl‘ the —_ s
rituals have in the past —ean lhﬂb&n:hpfodﬁ:rﬂ‘it
dead as well? If a vampire can find Redemprion, is there
hope for ghosts and wraiths... or a possibility that
darker spectres may return? What impact does this new
knowledge have on the human soul? Perhaps if one lost
soul can be summoned from the Shadowlands with an
invocation of etemity, there is hope for other lost souls
aswell. ltmay be that the Redeemed can shepherd other
lost souls back to the world of the living,

And ar the same time, the many possible ramifica-
tions of the Ritual of the Red Sign promise unknown
revelations. Certain Euthanatos may feel that an im-
possible ritual that defies death or karma may disturb
this imbalance even further. Of what use is granting a
troubled soul a *Good Death,” for instance, if other
magic can undo that altruistic act? When one soul is
brought back from the edge of Oblivion, what other
horrors may be summoned up from the abyss! The
Redeemed may be as human as the other men and
women who surround us, but how would we know if the
ritual went awry? What happens to the bestial urges thar

—

detect the pre

drive a predator vampire when it becomes mortal again!
For every Euthanatos who would dare to rest this ritual,
there is no doubt a culr willing to stop him.

Operations

Nathaniel Galpin is another mage with a keen
interest in vampires, but he'salwaysbeen a bit of a loner.
With an ability ro cloak himself in darkness, or at least
encourage passershy ro not notice him, he has become
something of an expert in the secret activities of undead.
They seem to be quite accustomed to the idea of
invisible observers, since their society seems to include
a large number of creatures who can use supernatural

Disciplines to hide in plain sight.

~ Nathanie! certainly can’t spot them all of these
obfuscated creatures, but he has been developing rivuals
ﬁxﬂndiug tﬂiﬂkmgns of their presence. He cannot
nceof their dead flesh, but with his spirit
-.uﬂ-.r h: mﬁtﬂmw very unusunl observations
about ‘thﬂtﬂﬂh m don't just feed on the blood of
the living; they hunt the souls of older vampires as well,
killing theirundend vesse ls and mergimg with them 1o gan
strength,

Unlike many mages (and those rechnocrats who
SEeeT o b&ﬂkﬁpﬂﬂﬂ! his neighborhood as well), he is
painfully aware of the exwent of vampiric societies
around him aﬂ:l. their influence. They would probably
kill him if they found him, because he knows oo much
about Ii‘lﬂll- “extent to which these dead things
lhwtiﬂfﬂlﬂlﬂlﬁ mortal 'ﬁ'ﬂﬂd appalls him. Ghosts ar
least had lmw and passionate rela-
tionship with the humans they haunted, back when
they used to be in the world. Now he has turned his
insight onto another sociery of dead things, and it fills
him with revulsion.

In his city, he has learned of a conspiracy of vam-
pires that plans to infilerare human society even further,
(See the Prince’s Conspiracy sidebar in Chapter Four. )
They prey upon their own kind, “harvesting” weak
vampires from outside the city, then bringing them toa
laboratory within the ciry, Galpin suspects that they
may even have a mage helping them. In some of has
more successful investigations, he has used rituals o
overhear conversations about replicared mortal func-
rions in other vampires. Perhaps they are planning on
preying upon human society further? Perhups they
should be stopped.

But whom should Nathaniel rurn to next!? He
can'tstop themalone. Technocrats watch the neigh-
borhood, but he would prefer an educared cabal of
Enlightened Tradition mages solve this. They, at
least, would use discretion. If it comes down to
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black hats and mirrorshades, they'll certainly move
in with soldiers, and innocent mages may be caught
in the crossfire.

Considering the way vampires exploit each orher
&0 I'I;_";]I.jl]_'!.-‘, he may be able to find a cult of vampires
(that's a more honest word than “coterie”) he could
set against these criminals. Whichever side moves
in, he’ll be watching from the shadows, trying to find
out what other contacts they have — and preparing
his soul-shattering methods of spiritual wartare for
the next vampire who gets in his way.

THE AHASHIC BROTHERHOOD

Background

The Nine Traditions are united By o network of
cabals, Contacts, Allies, and othet Packgrounds thag
share information. As word of thf RIILIH] of I:ht Rl’!ﬂ
Sign spreads, philosophical discussions Igmtcnueruﬁmr
significance this knowledge may hold. Fnraﬂﬂmirhlgh
kicks and tk lhh'g.- moves, the ﬁkﬂﬁhflﬁ are a Iﬂﬂlﬂ'{
philosophical order. One ¢annot perfeet the body with-

out an enlightened mind, of course, and mental

discipline (including Mind rofes) is aspecialty of this

society, Practice, training and ritui:l Fnrg't. spiﬂm'al
pu,'rl'uct iomn as well.

Some rumors even Sugoest that 'I:hlt Rﬁleerl,lﬂd

vampire who completes this ritual may not merely be
mortal, but more than human, Yarious, éxperts attest
that the initate's flesh would not boly need o be
reanimated, but his soul would need ro be restored as
well, His mind, body and spirit vould require hédling.
For aestheres whoseek this same [‘H.fﬁ:ﬂﬂﬂﬂ-.-whﬁf could
the process of redemprion teach them? While other
MAZEs may l.iH:l[lt:'ill"l]f decide the Brothers m.ﬁ.’ :‘Frl’t'f b
able to contribute security against the raids ofrenegade
Templars, it would be perfectly within reason for an
Akashic Brother to offer to aid someone working to
perform the ritual successtully,

Operations

Hidden in the wilderness of the American South-
west, a dojo of Akashics remains largely isolared from
the madness of the 21st century. Undisturbed by cos-
mic horrors, they focus on pushing their bodies and
minds to the limits of human performance. As part of
their training, they test themselves by practicing with
an opponent who risks his very existence by teaching
them: a scholar-warrior who has trained for centuries
teaches this cabal of Akashic Brothers how 1o act and
think at lightning speed... or more precisely, super-
natural Celeriry,

The Brotherhood of Benevolent Heaven offers this
Brujah shelter, reaching him to master his rage as they

learn 1o overcome the limitations of their own bodies,
He is autarkis, having forsaken all political attilianion
to focus on philosophical concerns. Onee he artains
Golconda, the Brothers will need to ]‘II‘U'L'ILIL‘ him blood
only on a weekly basis, but their training can continue
for a lifetime,

Yet they have not severed all contact with the
outside world. Through e-mails and virtual forums
(crafted by Virtual Adeprs, no doubt), they hear just
enough news to trouble their meditations. Rumors of a
vampire ﬁttl.'mpnm_: to become more than human are
not unusual, of cougse. Ut“i-pi'l‘r: the Mum.[tu‘f‘.ulr. suich
stories leak out from time to time. When the rumors of
_:;_mmpiratr_-nn! L‘nlﬁmir.‘ﬁ |lﬁ'mi to accounts of OVErt vio-
lence, however, thestories of the value of this book or
thar ricualist pain shghtly more credibality.

The sensei of the dojo has contemplated these
SPOTICS, sitting for hﬁ'l.lIE at a time in quiet stillness.
Whi bettercandidare isthere for this spiritual journey
than the diseiple of Galconda who has approached
hiw ! Hehasspoken verylitrle of his reasons for leaving
hussaciety, and it is faely gertain that someone, some-

Wwhere either actively searches for him or would do so

ence they learngd of his betraying secrets to the living.
Thl sensel does ngr 'l.l.Hn;t. o seize this opportunity

through violence, but if he s to .mqum the sacre o

serolls (for that is what he was told the “rome” really
was), hé must do'so quickly. The solution to this
dilemma lies in speed, nat strength.

Of courses just as the knowledge could be used o
atiain perfection, he is well aware of the possibiliry that
it could be pervertedeIfan iniriare with this knowledge
could become martal, or more than human, he could
also attempt to transgehid humanity in immoral or
amoral ways. If thisritual requires a spiritual compo-
nent, it is possible it could be twisted into spiritual
corruption. A soulless crearure with all the advanrages
of a vampire and none of the drawbacks of the curse —
is such a creation possible! No more so than a vampire
who escapes the curse of vampirism to become maortal
The Bratherhood, he is certain, must seize this knowl-
edge, if only to prevent it from falling into the wrong
hands. Once all others have been denied this danger-
ous knowledge, their Brujah initiate could perhaps
even aid them on their own path o Ascension. Any-
one else could be corrupted by the possibilities of such
an apportunity.

CurtorbEosiasy

Background

Ecstatics don't merely revel in pleasure; they
are masters of time as well. One may aid an ini-
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tiate for no greater reason than love, or a deep-
seated need to explore what it is to be human.
Then again, Cultists of Ecstasy don't just sense
what is past, but what is to come. A vision granted
by Time magic can launch any number of possible
reactions ro the Ritual of the Red Sign. What ifan
Ecstatic has a vision of a vampire returning to
life...
that revelation promises great suffering instead of
great jov! One visionary could easily lead a cabal
of allies ro fulfill thar destiny... or stop it.

Operations

Hidden in a bunker in Death Valley, a cabal of

Ecsratics has found a rather eccentric solution to
what they see as the approaching end of the
world. In theirmodest survivalistoammune, they
have stogkpiled entugh Provisions &g outlast

Woaorld War I Initiates-of their chantfy occa-
sionally make FW iﬁhh”'ﬁuhzmmn for
“biochemical mpﬂlﬂm “which employ in a
powertul Ttmuvﬁri'gntn.d titual, 1p intensely al-
tered states, :hw *h*[[m'h m*,n.ld jmm.lﬁﬂlthuu fer
the end bf the werld: . wnd many of themrelate tp

an mdlwdl.ml kneﬁh :,j"‘rﬁe Redeened,

This mmw ] wthp,v -clmm, wrl[ return
from the dead tﬁ"{ﬂd%’ g Whrﬂwr I should
be warshipped. or deser ', ped is b/ arter ©f great
debate within the chanrry. For thar matter, perhaps
it is the myrhical book fhﬂt heralds his artival that
must 'be found. and-destroyed: The vistonaries are
unsure who theyshoutd approach, but theircommu-
nity does inelude a few mages Who followother paths
and have ties torather Traditipns: Several of them
have worked in the past with cabals thar represent
several different philosophies.

Since the Council of Nine has been lost to the
Avatar Storm along with most of the world’s
Masters and Oracles, the future may very well be
in their hands. The world must know the danger
this individual poses. Perhaps it would be best not
to tell others abour the book that forecasts his
arrival — that vision should be shared only by the
dedicated few who realize the necessity of de-
stroying it. How hard can it be! Find the book,
burn it, stop the ritual, save the world. If they act
quickly enough, they can get involved before
anvone else finds out.

SonsorFETHER
Background

Within the Echerite community, countless scien-
rific societies exchange knowledge for the advancement

before the ritual is performed? And what if

w

of esoteric theories and ideals, from & cure for the
common cold to the colonization of distant planers. A
few journals have been able to collate an overview of
the vast armay of near science-tictional accomplish-
ments realized on adaily basis—the sort of achievements
one sees in Paradigma, tor instance. [tshould come as no
surprise then, that the visionaries (not madmen, but
visionaries) who experiment on living tissue and dead
flesh form a very isolated, insular and private commu-
nity. Evenother Etherites rarely understand their vision.
Reputations of such specialists spread within a very
limited sociery of vivisectionists and reanimators. Such
stories usually confirming to the average Etherite
reanimator that he is the premiere pracritioner of his
craft, and all his rivals are FOOLS! FOOLS! FOOLS!
Muost Etherites are entitely conscious of the risk of
pushing the frontiers uf scietce, of course, and the
pm'-.y,bl,llq Lhﬂt failed r&fﬁ can bl Paradox (as 1l thus,
besto _ ﬁn h-w.rmmda}t%h; pall
of creat mn rucimn the subject from i1ﬂ! curse, is no
doubr a' “ﬂfﬂ improbable undertaking — Put if it
succeeds, think of the possihilities! Tlﬁ:hmu.lnt Fran-
kenstein would'be replaced by a bold fiewstory: the
Etherites whé resurrected the dead, challenging.a mil
lennigbold curse! A vampire is deathléss, is he notddf he
could! be brought Back to life... is if possible soeone
could |t‘.1lm a.;fhu -u-.-:wh of 1mmm;t 1hiry -.i"lung ﬂ"n: wiay!

e

much w'z.lmuld dbgncéour sglentifi iumw‘ludg-. if we
had nupﬂ fpw scant 4{]‘&.;&.,]"'1“ prmu.ﬁn ta pusue our
craft!y you not,see “the pm:bnruf" Then Yau are a
FOOL! The other Sons of Ethepwill not stop us 'with
their ridiculous talk dconveditional morality... nor
will anyone else! FOOLSWWy can they not understand
OuT genius! :

Ahem. As the potential for Paradox from a given
impossible experiment approaches infinity, it isdirectly
proportional to the psychological degeneration of the
scientist. The idea that all Etherites are mad is a vicious
stereotype, but then again, vivisectionists, reanimators,
and the sorts of sick bastards who would experiment on
captive vampires are not exactly a healthy lot.

Operations

Doctor Frankenstein wasn't just a character in a
story, was he! Surely, there must have been some
Etherite somewhere who artempted to resurrect the
dead (or, at least, simulate life) before that book was
written... and if there wasn't, there certainly was after
the book was written. And since that time, others have
followed his example and failed to learn from hisfailure.
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“Docror N" is one textbook example. He wants
litrle more from life than the ability o raise the dead.
Despite decades of research, this one -.-Emplt- ACCOm-
plishment haseluded hi.ugr;lnp. He |1;l.hp;|i|.,] Investgrons
who have promised him supemarural treatises on life
and death before, from scholars of Egyprology ranting
about “books of the dead,” to a fast-talking dead man
who kept insisting he had found the Necromomicon.

The last individual who approached him about
such knowledge introduced himself as a “gangrel,” and
was certainly ill-mannered enough to deserve tha
sobriguer. Dr. N was very reluctant to give him any
money at all, but he did get something in return: He
discovered that the creature had associates who were
actually vampires. The money was to compensate him
for the fact thar they would'all kill him for disclosing
this tact, or some such noflsense, 50 Dr. N hopes that the

bothersome “gangrel™ is dead by now.

Inthe meantime, the experiments continue, Blast-
g EI‘LLMl“ mt{"l I'"l['['l.u"'l. Lllrphl.'h h.-l!- Mhm1 VETY
limited resultsi Thus, the doctor has€ome fothe con-
clusion, after confirming that vampiresdoexist, that he
should use eledtricity to restore functioaing human
facilitigsto a functioning vampire, He hascorrespomded
with @ther Etherire specialists on the subject, but his
knowledge hagprown by leaps and bounds nowthar he
has begumsexchanging e-mails with a fellow named
Netchurche His experiments onidead bodies goncern a
rare variety of “thin-blooded vampires,"ereatures who
have managed ro'find andeath whilgretaning some of
their heman funcions. More data s I‘l'.'Lil:ti]’L"-Ll. I sch a
state of existence is pu.-sniHu. it tmust be l:u:ﬁa:blu ro
replicate it in other vampires. The secret, no doubr, lies
in @ greater voltage of electicity. More power.

Tl"l.l._" ELH.:H..' dt'ﬂ:[l}r I'l.::ﬁi :i{:l:,:rt'l'l‘u.’ L'}H:h:ll'l‘ul,’.d 1!11" -
Fon “-'.lllh l"l'l.ifr NI |‘.III‘L'!'- Whll st l]-iJ".' VATIOUS states i nIJ
conditions of decay. For instance, he has received an
introduction from a scholar named Xavier, who hins
[ll:'li“ hL" ey ha'l"i't,‘ t-{!lll'.l-l..l H rl..’ll..ti{hEl.." SOLITCE Fl'l'r an LI.I"I.I."T'I."
ited supply of these subjects. N is composing his missives
to this individual very carefully, for he hopes to secure
an invitation to witness these experiments firsthand.
His associares claim there is further documentation out
there to aid in these experiments.

Dactor N privately knows that he is perhaps a bir
gullible, and has been fooled betore, but the rewards of
discovery are worth the risk. Stories of the “lost notes of
[-'jl.'l'l._tﬂl_ Fﬁ“lkﬂ“.‘iil."ln" e [}Tl'lh.'lhl'ﬁ' I.'.ll."‘l-L'r I'“" ST ﬂl.
the other books — most notably, Ex Libris Necro and
[hL‘ hL' ret i:L':.ll r‘].u! ¥ Ci.l"L'IJ Th‘l‘.' Hl’.'l'.'! Hlm'l — L I-I..I I-H.'! Lil.]"{:
useful if performed correctly. Perhaps he should at-
rempt to contact that "gangrel” again. Or perhaps a

B N

¥

Hermetic scholar could aid him!? Whom should he
contact next, thar is the question. Thart, and the proper
guantity of voltage he should administer to the next
vampire he tinds.

Hermerics

Background

Tome? Did someone mention a rare tome ! Forhid-
den knowledge from centuries ago, and the Hermetics
don't know about it! Don't be ridiculous. Hermetic
experts spenid lifetimes meditating on Things Man Was
MNot Meant to Know, and if one is brave enough to ask,
they may even be willing to instruct others, Occultises
and loremasters wirthin the Order of Hermes have
studied a wide array of supernatural subjects, including
the legend of the sorcerer Tremere. He attempted a
ritual that would grant him immortality, using the
blood of an ancient creatare (orso they say). When the
ritual failed (or so some€lmm), he suffered a curse chat
would plague him ungil his own destrucrion.

Yet just as magic summoned this curse, legends
persist of magical wilys gorescape it. Historical docu-
ments, surviving recards-tromethe Dark A ges, refer to
many attempis &0 beeak the mythical *Curse of Caine,”
from the PoglafMirth o the pathiofl Golcanda. Seckers
after horrathave studied in *-thl.'uhtf overshadowed by

more crifieal topics, ke the cuprent activiries of the
Tﬂ.h:mn:qmy Now young mages, a’.urnﬂtnmulmpnhn
cal coneemns.of Masters and Wragles, are intrigued by
other supernataral activity and subjects — including
research into [ostrituals like the Ritualofthe Red Sign
J'.';."i- LIRS Sprt":-]df m!‘t]' Tﬂldlﬁm mares ."il."‘.:lﬁ._h fl i
Hl.:h-[}Ii-I[ﬁ- “'hﬂ Cann I'IL"P m in thf_'lf I'l."".";l."‘ﬂflll'l.L"h. .i.ﬂ]d
often, the Order of Herm&18 one of the first societies
they consule.

Why would Hermetics even be interested ! Recon-
structing the Ritual of the Red Sign may be the first step
in even more ambitious magical accomplishments. If a
vampire can be retumed to life, would variants of the
same ritual be useable on ghosts, or the recently dead...
or could such power over life and death lead o true
immortality! Tremere tried and failed to use a vampire's
blood to gain that treasure: other descendants of the
medieval Orders of Hermes may have more ambitious
H‘I.'.l'ill."ll [‘l“' [HTE‘ iLten knl‘“’lﬂd*ﬂ:.

Operations

Some Hermetics have knowledge that scholars like
Alan Meroni (and agents like Simon Keyes) would
dearly like to know. The tome studied by Alan Meroni
is not the only one that gives insights into the Ritual of
the Red Sign. Before the book passed into obscurity,
more derivative trearises were written on the subject of
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Redemption. The most notable was acrually scribed by
a Hermetic cabal, one thar was far more interested in
the philosophical implications and history of the ritual
than methaods of actually performing ir.

Estobal Dumas is one of the world's leading experts
on this subject, but considering the violence that has
resulted from the rumaors of one recovered hunk, he is
hesitant to share this informarion with others. He has
been writing to other scholars for news of the ongoing
sl FLI.H!-_:].I.T.‘:- L 1_1'1I.rllr'|. T]'“."r Le |~!l | “L' ¥ [“L]g"‘l".t I.:'.ilmﬁluf 1I.'r'.l:']i:ll
he hears of those who seek it. If he finds a group whose
mﬁ'thf‘dﬁ .'I.nb.'l E'..".]hl ]-I‘L"Z I.'I.'I:'l-i..lﬁ .Ii.'l:.l.*|'ll.‘,'i|"'||.‘ |:_:*'|.1CE'| s lI'l.'i":"'l".?I
actively working to protect scholars like Meroni), he
may be willing to act as a consultant.

VERBENA

Goddess, no. It's the beginning of the end. In the
midst of your rituals, look to the heavens. You will see
that the stars are right for change. New suns pass
through the heavens, new storms lie just outside the
worlds we know, and monsters never seen betore walk
the night, Afewseek escape from this madness not only
within the"Traditions, but from othén supernatural
societies. The Verbena havea reputagion as healers, as
wise women and Eunnirlg men *'.".'lu‘.r-l.‘.'ﬂn restore not nnh‘
shattered bodies, bur troubled seuls as well.

In centuries past, some of those efforts to bring
healing have brought great horror. Even for the wise,
there are limits on what magic can accomplish. One
object legend concerns the Cauldron of Rebirth, an
arrifact that could restore the dead ro life. The rituals o
reconstruct it went awry, Instead of granting life, it
bestowed eternal reanimation, Creating monstrouscrea-
tures (some would call them “fomori™) that responded
to their suffering by wreaking havoc and destruction.

Hubris invokes heavy punishments, the greatest of

which are bestowed by the force of Paradox. The more
immediate bring violence and pain.

A separate, yet similar legend concerns the Invoca-
ton of Etermity, a ritual thar could restore lite to a dead
body, summon a lost soul, or restore the two in one
union. Masters of magic have gone mad attempting
such feats, for they ramper with the cycle of life and
death. That hasn't stopped other ambitious Verbena
from seeking this same goal. Others who have tried and
failed have left records of their attempts. The average
Book of Shadows isn't as meticulous or inscrutable as a
Hermetic tome. Yet every account typically includes a
warning: Follow this path at your own risk. Guardians
pﬁ.trni the borders between worlds, and th:."!.-' punihh the
foolish, The Ritual of the Red Sign is an even more
ambitious undertaking, but it would seem thatone book
CARNNOL L'JTftfr I'hl.‘.' .";il.'.'l”t Ot ks '[l.'l.":,'!'ﬂ ory. Th{' ANSWEr |1!1‘5
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in other, older rituals: To seek the Red Sign, one must
first know how to invoke eternity, Several Verbena
actively seek this knowledge.

Hoirrow Ones

Who could possible be more suited to dealing with
vampires than the Hollow Ones! No one, we assure you.
Orphans estranged from the political dealings of the
other Traditions who live on the fringes of the super-
natural world, and they're insightful enough to notice
other supernatural creatures in the clubs and coffee
houses they frequent — and the alleyways behind them,
too, Brave and curiows Hollow Ones search further,
walking the streets by night, ar the Barrens of the city,
looking for phenomena ordinary men and women can-
not see or hope rounderstand. Instead of sitting around
i:h'mtru.s ‘irgumgﬂvﬂph H:Il s of "As-
cension, th-:,re:plonam! experience the real world.
It's not only @ pl s¢ where innocent peopléare victim-
ized, but one where wpﬁrnumr.ilut,aﬂ.ﬂ?ﬂm.wmm illy
attempt to flee the perseeution of their own kind.

Buwwﬂ'tl'iﬁ deﬁnﬂiﬂmf& of the living and the
undead, there isa shadowy realm wlmﬂmdﬁm-tml led
and dissatisfied look for sympathy, or just rrouble.
Outcasts on the run, hiding from bunters. Autarkis
apostates forsaking cults. Iniriares secking a
higher state of being, or looking to escape the enslave-
ment of ancient creatures. [f youknow where to look tor
them, you will find them, aided by Enlightened insight,
Some seek political asylum; a few have heard of the
promise of “"Goleonda.” A rare few seek “redemption.”
When mages are drawn into the world of vampires, they
find allies against the night — and sometimes allies in
need of help, trying to escape the same oppressive world
that orphaned Hollow Ones rebel against.

VAMPIRIC PDERSPECTIVES

VeENTRUEAND TOREADOR

For centuries, these two clans have helped the
Camarilla grow to the extensive secret sociery that
ENIsrs [-I._'I-I"I_‘i l_:ht Wh{ﬂ L'..'!l;.'.'-l:l..,._l']"r' 'I,;IJI.II-Li t!'ll'_" H.l:dl:n.*ln-f:n.{ -I.:IU Lo
undermine all this? Why serve elders and princes, after
all, in a world where a vampire could theoretically
escape an eternity in shadows! A botched ritual could
result in something *more than human,” while a messi-
anic figure could attract a cult of vampires or mages (or
both) to surrotimd and protect him. Any action taken
against such a cult could result in retriburion from the
Redeemed, such as the threar of blowing the Masquer-
ade wide open. If the Redeemed's followers have a
chance to become human apain, they won't need it
once they succeed.
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TREMERE
Tremere's torpid body rests in a fortress in Vienna.
\:i".."h S0 TNMUC h TTRERETD L‘ill PEWET at |I1L‘|r L".HTLT“;IT]!.L "I'r'i.“l!l;.i
it be possible ro not only rnmr.him&nmlm slumber but
return him to his mertal guiseagain! He made one failed
bid for immortality long ago; th: Ritual of the Red Sign
may give him'a second chance. Why allow it to be
wasted on some heretlcal Salubri secking perfect
humanitas or torturously tormen ted Nosferatu when the
preatest sorcerer he world has ever known could rerurn
to life and usherin a new age for all who follow him?

(FIOVANNI

The Invocanion of Eternity offers the Giovanni even
greater power over the spiTirs they command. It is not
enough to merely use them as slaves with Necromaney
— what powers may be possible if they could be made
flesh and blood agam ! Inmne cases, the ghost ot adeéad
vampire survives after theso-called “Final Déath,” so
what s possible when rhatereature s returned o life!?

The Gigvanni have uniqueinsight intothe eyele of

birth and death, cerrainly more so than most Kindred.

As they are wellaware, thesail contimuesto exist frer

death, and this sugeeses thapthe concepr of rebirth isn't
suchafar-ferchedidea after all As rhut:l in well knows,
the mre spirits whererum tatheland of the living retain
some of their speeial powers, andif such a thing is orue
for spirirs, why not for the Kindred? [£s0, the Redegmed
would eertainly have the best ot both wurhﬁ; As a
consequence, the Giovimni clan i one of l:f'.i__'e most
invalved Il thesearch foracure for the Curse of Caine.

(OF course, this nidyalso be conitribliced 16 the cldse-
knit clan structure or the' influence trF II5ﬂ'l1l!“'1‘lr"g',l no
himself.)

O ANGREL

At their hearts, the Gangrel are wanderers. Most
rebel at the slightest hint of restraint or containment.
Asaresult, the Gangrel tend o be intrigued by anything
that promises ﬁ‘l.':l:lil..llllnhm inerease thereof. Although
most memh&rlﬂfﬂlﬂ l:lmpwfﬂ‘thn pural to the urban,
it has been |mp¢ﬂi|:lrltfm‘_ﬂ|¢m 1o {gnese. the rumors
that have circulated through their predatory nights.
The rumors that a ritual may exist that would break or
at least counweraet the Curse of Caine hiwve certainly
caughr their attention, and though they rend o shy
away from Cainite politics, many would likely make an
exception just to learn more about the possibilities,
However, most Gangrel do not hold much respect for
magic and other such rrickery, so this is not to imply
thar they will simply jump on the bandwagon without
a second thought.

Given their more instinctive nature, the Gangrel's
natural ahilities suit them®e act as hunters and couriers.
Those who are actively involved in research groups, o
who search for the tomes, often actin one of these two
capacities, searching out any fentibn of the books,
carrying muﬁmﬂm th#t:ﬂnlpm members or
secking out [:rﬂtuu'ial Hland resenrch subjects. In
facr, 1t|-rumﬂ1‘dd:|,ﬂ:'_'f 7 Wils ONCE in possession
of a tome cmﬂ@ttﬁﬁnﬂaﬂl tried to sell it to the
highest hidder. This nimor was neversubstantiated and
the Gangrel in question has gone into hiding.

Bruian

Uiven the idealistic tendencies of many Brujah, it
i5 not surprising that they would take interest in the
Ritual of the Red Sign and the conspiracy surrounding
it. Of course, some think that the search for such a rivual
should be supported ar all costs, while others think thar
an attempt o “redeem” a Kindred would be a step
backward, and they'll stop at nothing to make sure it
disappears, never to be seen again, At the very least, the
possibilities give them something o argue about (or as
they mighe call it “debate”). Few of the Brujah are
interested intediows magical research, so those who are
directly involved in the conspiracy tend to sérve as
guardians and lockouts. While the Gangrel watch the
countryside forany appearance of the book, the Brujah
scour the cities.

Some Brujah alse work to provide samples to be
used for research purposes. These Kindred, such as
Lh,."urgi the Sc mmaﬂthﬂ anarchistsand thin-blooded
vampires and turm them over to researchers... for a
price. Such a service 15 invaluable to more prominent
vampires who wish to keep their experiments a secret,
and the Brujah are the ideal choice for a job that
requires muscle, discretion, and hard-headed idealism,

NoOSFERATU

Naot only does the formation of an inter-clan con-
spiracy offer unique opportunities for the enterprising
Naosferatu, but the passibilities inherent in the Ritual of
the Red Sign are parcicularly, intriguing for this clan
above all others. Few Nosferaru would tum down the
opportunity to participate in or gather information on
such a pervasive conspiracy, particularly when the high
starus of the various participants are considered. As
such, the Nosferatu are highly involved and often more
in the know than the conspirators themselves.

Their mmre::ts.am‘-mmuﬂmn academic, however.
Out of all of the elans, it éan be argued that the lot of the
Nosferaru is the worst of all. To spend etemity in a
decaying corpse s no ﬁhﬁil_‘. and the possibilicy that it
might be counteracted hasn't escaped the clan. They
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speculate among themselves abourt the possibilities of
the ritual, who mighr be willing to undertake it, and
whether or not it would heal the damage done ro their
bodies. Skeptics argue that conducting the ritual on a
Nosferatu would only result in a rowing, deformed
human being, but others secretly wonder and hope.

MarLsAVIANS

Not surprisingly, a few Malkavians claim to have
read the Kingin Yellow, and they unanimously agree that
it isone of the best works they've ever writren, with such
insight, such poise, such depth of meaning! Actually,
from the few lucid comments that members of this clan
have made about the play, it appears that they may be
the only creatures on the planet capable of understand-
ing how it works. Naturally, this makes them highly
sought after by members of the conspiracy, if only in a
limited fashion. Afrer all, once they've provided their
insights, many consider it best o send them away, just
in case the rumaors about the Yellow Sign are true, Some
say that the play was written by one of the oldest
Malkavians, if not the Antediluvian, and that the
madness contained within is catching. Although such
a story smacks of legend, many Kindred consider it wise
to act cautiously in this marver.

Anastasia, one of the most prominent Malkavian
experts on the play, has claimed thar a Malkavian
prophecy deals with the “yellow signs.” Although the
prophecy she has described is difficulr to understand, so
full is it of seemingly meaningless imagery and literary
double-speak, it seems to indicate that the appearance
of the “vellow signs" will bring enlightenment to the
people. Of course, given some Malkavian ideas of en-
lightenment, this may not be such a good thing after all.

SETITFS

The Setires ||Ew:uLmhr have an affinity for corrup-
tion. They work to undermine any and all institurions
that they passibly can in an effort to ready the world tor
Set's return. Clearly, this fitual and the conspiracy
underlying it present a major gpportunity for the clan.
Not only do they have the opportunity to seize control
of a major ritual (parts of which are rumaored o cause
insanity, no less), but also to spread their influence
through the Kindred as well as the mage communiries.
It's a dream opportunity for the Setites. As™a result,
they've taken steps to insinuate themselves into the
conspiracy as only a snake can, and once they've made
themselves indispensable, the corruption begins.

A small group of Setites trom Las Vegas has heard
of the Ritual of the Red Sign, and more importantly
of the play The King in Yellow. Currently, they have

v

committed all of their resources into finding a copy of
this marvelous work, and if it happens, they'll stop at
nothing to see it put on the stage, complete wirh
chorus girls and ostrich teathers,

Tzmmisce

Although most Tzimisce would consider the con-
cept thar Cainites might beredeemed to be absolutely
ridiculous (and that's putdng ickindly), a tew members
of this clan have a different view. While they're not
particularly interested in redemption, they see the pos-
sibilities in defeating the Curse of Caine. Perhaps they
believe thatending the curse will bring about Gehenna,
ot they plan to use the ritual as a weapon against their
enemies. Certainly, the Tzimisce are perfectly willing to
try & few experiments to determine if sucha ritual might
be of use to them, and if the participants fail to survive,
that's really too bad.

Out of all of the Tzimisce, the koldun sorcerers are
the most obviously suited for participation in this type
of experimentation, and one such example is the
Tzimisce called Duality. Duality not only provides
insight into the Koldunic side of things, but also offers
a seemingly uncensing source of test subjects ro be used
for research purposes. It is one of the most acrive
Tzimisce involved in the conspiracy.

[ ASOMBRA

A few Lasombra have direct contact with the
conspiracy, but most of them choose o exercise their
influence from the shadows. Afver all, the Lasombra are
consummate string-pullers, and it is very much their
ﬁrﬂr o ]-:t:t'p tabs on the matter's Eoings-on, with the
intent to seizeasignificant degree of influence when the
rime is right. A few Lasombra have taken a more direct
approach, locating and directing resources tothe search
for the tomes as well as the research activiries going on.
However, as a whole, the elan is content to watch and
wait for the right moment to interfere,

In terms of philosophy, the Lasombra are most
interested in how to tum any new developments to
their own profit, and the Ritual of the Red Sign is no
exception. Certainly, most of the clan wouldn't see
the ritval as a sign of redemption, but more as a rool
to be used.

THE AFITEFEMATH

So, once the ritual has been conducted, wha
happens now! The first question to answer is how it
turned out. Did the group have all of the desired
fomaes LI“LI was th'." rllu'-_lf A success! Rl‘l'l'll:iﬂhl.‘f Th'.il.T
we have four major possibilities here, and only one ot
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Obwiously, the performance of this highly
powerful ritual will have widespread implicarions,
and we're not just talking about the political and
philosophical ramificarions here. The uproar go-
ing on in vampiric and mage circles is only the tip
of the iceberg. The coming of the Redeemed could
very well be one of the signs that the end is near|
and the approach of the Apocalypse is an eventof
the highest magnitude. Even an unsuccessful at-
tempt might alter the very fabric of reality.
Consider thar these ritvals interfere with the
“natural” order of things, the uni-directional cyele
of birth, life and death. (Or at least, so most mages
would see it. Vampires, on the other hand, might
take such a comment as a personal insult, since ir
implies that they too are unnatural. Afrer all,
they're the anes who cheated death in the first
place.) Not only will they have widespread effects
on both vampires and mages, butalso on the world
at large.

The following are some suggestions for Story-
tellers 1o consider when developing o Red Sign
chronicle. These plot devices are designed to in-
crease the dramatic tension in the chronicle and to
make it complerely obvious to everyone involved
thart this is serious stuff. Afrer all, what fun is it if it
all ends with a whimper instead of a bang!

® The Initial Stages: One idea is to start out
small. Perhaps as the preparations for the ritual
begin, the Powers That Be sit up and take notice.
There may be a series of warnings alang the lines of
the Seven Signs. These wamings should be omi-
nous enough without being hazardous. After all,
these are warnings, not punishments. However, as
each sign passes unheeded, they could grow progres-
sively more ominous as well as more blatant. Some
possible signs include plagues of insects, unexplained
astrological phenomena, or drastic mereorological
changes. If it snows at midnight every night during
the first week of July in Florida, obviously some-
thing strange is going on. These inexplicable

them is |‘u+tl11.'ll|.ﬂr|\; Pl:t*i.'l."till'l:t. Chances are precey
good that the characters' triumph will be short-lived,
and they'll find themselves in an unexpected fight
with the person they had intended on redeeming.
How will they deal with the need ro pur down their
selecred subject like a wounded animal! Undoubt-
edly, they'll feel a little disheartened when, after all

TrHis1s Bic. Veny Bic.

happenings become particularly worrisome when
one begins to wonder who or what is sending them.

® En Medias Res: As the preparations for the
ritual draw to a close, the signs and warnings may
grow more-drastic. Maybe the signs manifest in
people. They begin speaking in tongues, or every
resident of the city has vivid nightmares featuring
a red sign hanging over their ruined skyline. One
question to ask is how supernatural creatures might
be affected. Do they show the same signs as the
average Joe! Do mages develop random Paradox
flaws or tind their magic increasingly difficulr ro
control or more powerful! Do vampires find rhar
their Beast is easier or more difficult to keep under
wraps! Asthe veil between two planes of existence
thins, it's likely thit some characters will feel it
mare than the less enlightened.

® The Big Bang: If the players are not in-
volved with the initial preparations for the ritual,
it may be necessary to skip right to the big stuff,
Even if they're not physically present for the ritual,
or indeed if they never see the tomes ar all, wide- |
spread unexplained phenomena could be their
first clue thar something big is happening, and
that something powerful isn't all that pleased about
it. Again, the magnitude of these events isfor the |
Storyteller to decide. Will they occur worldwide,
or are they limited to the locale where the ricual is
raking place! Can unenlightened mortals see them,
and how do they react! Regardless of whether the
signs have been building throughour your chronicle
or your characters are new to the whole thing,
these signs should leave no doubt in anyone's
mind thar big things are happening here. They're
overtly supernatural and should be as spooky as
you can manage. [t might rain blood, or perhaps *
the worlds have become so close thar spirits begin |
to walk the streets. There could be pockers of
reality where concepts like space, time, or sound |
take on new meaning. Regardless of the signs you |
choose, they should be big. This is an event of
cosmic proportions, afrer all.

their effort, the damn thing still doesn’t work. (Of
course, if the characters managed ro get ir right the
first time, none of this is particularly applicable, but
you can still read this part and laugh at the pOOT saps
who failed to dot all their 1's and cross their T's.)
While it's possible that the characters will regard
their failure as a challenge and immediately concoct
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potential solutions, you may need to be prepared to
give them a carrot or two to get them moving again.
How are you going to accomplish that? Consider that
even i failed attempr ar the rirual is going to attrace
a lor of attention among those who are in the know,
particularly if you employ any of the signs or other
interesting phenomena we've been suggesting as a
part of your chronicle. Anyone familiar with magic
s going to know quite clearly that a major ritual was
attempted, and it may not be so obvious as towhether
or not the ritual succeeded. Obviously, people will be
curious, and this provides you with the opportunity
to bring them the help they need.

Of course, having the missing tome dropped
directly into the characters' laps via airmail isn't the
best way to motivate the characters. But :+lmr+11,f
providing the characters with a scholar who could
focus in on the basic steps needed ro conduct such a
ritual would ar the very least give them an idea of
whart they're missing. Clearly, if the result of the
ritual is a Soulless, they'll need to find a way to call
up and retain the soul of the intended subject. The
scholar might be able to point them toward some
appropriate tomes that bind asoul to a body or vessel.
Through trial and error, they could locate the cor-
rect tome, and finally be ready to try the ritual again.

Ome caveart to this entire process is not to ler it
drag on too long. Of course, you don't want to lead
the characters around by their noses and solve all
their problems for them, but after the second or third
failed attempt, they might very well lose interest in
completing what seems an impossible task. [f the first
attempt is unsuccessful, make sure that the players
have plenty of resources available to help them fix
the problem (without having the Storyreller charac-
rers resolve it for them, of course ), so that they don'i
become sO |.|ihu}ur1-'|[=‘.u1.| thﬂt ﬂ'h’:'!r fili'.l“'l,' EIVE up.

SuccessATL astl

Regardless of whether it took the characters one
try or five, finally they successfully perform the
ritual, What does that mean for them? Well, the first
consideration is fairly simple: They are now some of
the most wanted people on the planet, and not
evervone who's looking for them wants to shake
their hand and get their autograph. For every eager
vampire who wants to see the sun again, for every
delighted mage who wants to learn the ritual so thar
she can go off and save some souls, there are a
handful of Sabbat and Nephandi eager to warp the
ritual to their own ends, with or without the charac-
ters’ assistance. This will probably be the characrers’

w

first taste of infamy, and while it might seem pleasant
enough at the beginning, it will likely grow danger-
ous very quickly.

Another issue ro consider is that conducting a
ritual of this narure takes a lot out of a person! When
those nasty Marauders come knocking at the door,
the characters better have some friends neatbhy to
help protect them, because they'll probably feel more
like sleeping than anything else. Such massive ma-
nipulation of energies takes a lot out of a person. Of
course, they hopefully have the Redeemed on rheir
side, and while he or she is just a plain old mortal
again, simply getting a look ar the Redeemed can
sometimes be L'nuu;xh to awe even the most pmh’d of
hearts. Okay, so it isn't very likely, but itis an option.

Speaking of the Redeemed, whar should the
characters do with her! Since the Redeemed may
well be a garden-vanety mortal, and there's no guar-
antee thar she's retained any of her supernatural
abilities, she'll need some protection while she gains
her bearings. At least, that seems like the next
logical step, but unfortunarely, she might have some-
thing else in mind. After all, she's now able to
experience things she hasn't been able to experience
in... well, probably in a while. s she really going to

WHAT Apout Me?

Of course, none of this talk is particularly rel-
evant if vour players' characters decided to try and
stopthe ritual fromoccurring. Perhaps this was apart
of your master plan, or maybe they took off running
in a direction you just didn't expect. (How dare
they?!) Regardless, you still have the makings of a
very interesting chronicle. Once the characters get
their hands on one of the tomes, they'l suddenly be
the subject of a very intense manhunt. They'll need
to avoid hunters from both the vampire and mage
communities. Should l."hE'}' sty on the rum and hD‘,"'L
tor avoid caprure that way! Confide in their higher-
ups in an effort to hide the book away (realizing of
course that the higher-up could very well be a
member of the conspiracy)? Or should they go o
ground while they try to find a way o destroy the
rome forever! While a cat-and-mouse game might
not be exactly what yvou had inmind, it could make
fior a very satisfying ending to thisstory. Although it
is important to note that there may be more than
one copy of these rituals floating around. What will
the characters do if they hear about another copy?
Will they go to investigate? If they do, is the repor
valid, or is it nothing more than a clever trap?
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want a gaggle of onlookers following her around all
of the time while she reacquaints herself with sun-
rises, chocolate ice eream and sex? Probably not. So,
not only do the characters need o worry about their
own satety, but now they also have to worry aboue
her,

Ut course, this worry might be somewhar allevi-
ated if the Redeemed retains some of her Disciplines
or other supernatural advantages. You might notice
that our description of the Paragon said very little
about her particular abilities. Does she retain her
Disciplines! Does she regain the ability to use magic
if shee was a human mage before her Embrace! Does
she recover her pretty human face if she has spent
nights as a Nosferatu! Well, we're not going to
answer those questions, because that's up to you,
Suffice it to say that the Redeemed has been piven a
second chance at life because she truly repented of
her sins, and she is now a paragon of humanity.
Remember that the character now has a Humaniry
rating of 10, but only because there isn't a higher
level to give her. Effectively, she is one of the most
humane pn:n;ﬂr on the planet, it not the most hu-
mane. [he question is whether or not those
supernatural abilities would enhance or detract from
that humanity, Certainly, the Redeemed now has
ane heck of 4l overacnive consclendce, and while it
may be rechnically possible for her to use Majesty to
cow a crowd, she might shirk away from the idea of
subjugaring people to her will and be unable to force
herself ro do it. Or perhaps her powers function only
when she needs to protect herself. These are just a
few ideas to consider, but really, the final decision is
up Lo you

GAaTHERING CULTS

Once the immediate safety concerns are taken
care of {and the players’ characters have all had a
nice long nap), the story still 1sn't quite over. Re-
member that the breaking of the Curse of Caine isn't
something to be taken lightly among the mages, and
it would be a massive letdown {f the characters
accomplished something of great cosmic influence
but never got to see the aftermath. Of course, the
vampires will all be riled up over the news. This is
not only an event of massive magical importance,
but will almaost assuredly also be the cause of intense
philosophical controversy. Those who believe that
vampires are curseéd are likely to think the ritual 2
hoax at best, or an abominarion against the will of
Ciod ar the worst. The other side might arpue that
redemprion is possible and indeed this ritual must be
an example of God's will and infinite mercy. Al-

=i
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though they might argue until their faces turn blue,
it's clear that they will never come to a sartistying
conelusion,

Sadly enough, this is an argument that is
bound to turn ugly, and the players' characrers
are quite likely to be caught in the middle of all
of it. Once again, ler's remember that the coming
of the Redeemed is said to be a sign that the End
is near. For now, there are no overt supernatural
signs to that effect, and in fact the strange occur-
rences cease when the ritual is completed. Still,
the world is reeling from the effects of the ritual,
and one of the first signs of the coming Apoca-
lypse could be a full-scale battle over control of
the Ritual of the Red Sign.,

The members of the conspiracy could poten-
tially act against such a battle, but they'll have their
own problems to deal with. Once the ritual is suc-
cessfully conducted, the conspiracy is likely o fall
apart. While some members have forged lasting rela-
tionships with their collaborators, most of them
don't see eye-to-eye. They'll argue over the appro-
priate things to do with the ritual, whether or not it
should be conducted again and on whom, whether
it's appropriate to use the ritual as a weapon against
unsuspecting Kindred, and it will be nigh impossible
for them to reach a satisfying compromise. As we've
seen in earlier chapters, the conspiracy members
rruly have only one thing in common: an interest in
learning more about the Rirual of the Red Sign.
Once it has been conducred, their reason for being is
no longer applicable; it is only logical to assume that
they will once again part ways.

Who participates in this conflict and why? Al-
though Kindred would usually side with Kindred,
Technocrats with Technocrats, and Tradition mages
with Tradition mages, this battle is likely to be more
philosophical in narure. There are, after all, three
prevailing opinions about what to do with the ritual:
Use it to redeem lost souls, hide it forever, or use it
as an instrument of corruption. Given that these
opinions are based on deeply held marters of per-
sonal philosophy, it's unlikely that a sadistic
Nephandus would choose to side with a pacifist
Chorister when rhere's a Setite standing nearhy
ready to cause mayhem. While it is rare to see a
vampire siding with a mage, this is indeed a special
situation. After all, we've bent the rules enough to
get ourselves to this point, so a little bit of a crossover
shouldn't be that surprising.

I'n Like 500 Copresor THis ANCient
ToME, PLEASFE.

What if the chamcters decide o copy the
tomes and pass them out to everyone? Wouldn't
that solve all the problems and ler everyone exist in
peace and harmony ! Of course not, Even it copying
a tome was a possibility (and we'll get ro thar ina
minute), the fact is that the ritual is ungodly pow-
erful, and there are people out there who would use
it for evil. Then, there are other people out there
who would step up to fight them, and that would
end up starting o skirmish anyway.

Besides, these tomes are magical in nature,
and simply popping them onto a Xerox machine
and hitting “Copy” isn't going w work. They
naturally resist any attempt tocopy them, whethier
it is by hand or via machinery. Perhaps the copies
come outall garbled, or maybe the copy machine
spits out page after page covered with red signs. A
skilled magus with a lot of time on his hands
might be able to come up with a way to counter-
act this effect, but with the masters all lost to the
Avatar Storm, there are few mages out there with
the skill to make that happen. Actually, this is
probably a good thing, since the world would be
quite literally torn apart if the ritual were to be
conducted every day. The amount of energy
expended to open upa gateway berween planes of
existence doesn't just fade away in a matter of
minutes, after all. The World of Darkness will
feel the aftershocks of the Ritual of the Red Sign
for a long, long time.

During the next stage of your chronicle, every-
one chooses a side including the players’ characters
Don't foreet the Redeemed, because she's the only
existing proof at this point that the ritual works, and
she certainly has a destiny 1o fulfill. Slowly, those
twior sides begin to skirmish among each other. Does
it have to escalate to violence! No, you can choose
to have it be an out-and-our bartle in the streets or
go for a more clandestine feel, where the struggle
accurs through intrigue and politics. Bur either way,
there's no way that the two sides can manage to
coexist peacefully, particularly since only one ol
them has access to the ritual.

THESTORM
Once the stage is set, it's only a matter of time
before the fight begins. We've already discussed the
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philosophical reasons behind the conflict, bur what
exactly is the point? Well, the point is simple. The
winner of the conflict is the one who controls the
ritual. That means thar they have possession of the
tomes — and the people with the know-how to
conduct the ritual. The Redeemed would be a nice
added bonus as well. Whar does this mean? This
means that the characters could be in quite a lot of
rrouble... again.

If the characters have already chosen sides, they'll
have some help in remaining safely hidden, but of
course there are always spies, both fleshly and spirit
in nature. Furthermore, though they might feel se-
cure among their chosen compatriots, there is almost
always someone in the group who has his own per-
sonal agenda. Maybe he'sdetermined thar they'll use
the ritual to bring back his vampire lover, maybe he's

-

h

decided thar they should teach him how o perform
the ritual himself,

As the conflict escalates, things once again tumn
strange. The signs slowly appear once mare, and it
becomes staggeringly clear that tampering with the
forces of nature isn’t going to go unnoticed. Perhaps
the Redeemed goes out into the mortal world and
amasses legions of followers. Maybe the Four Horse-
men of the Apocalypse or the Wild Hunt comes
riding, in search of the lost soul thar was returned to
the world. Whatever the chosen signs, kq:a_-p them
big. If we've said it before, we'll say it a thousand
rimes: The Ritual of the Red Sign is an event of
staggering proportions, and the coming of The End is
no laughing matter. Regardless of the outcome in
rerms of the players' characters, thischronicle shoulid
rake you one step closer to ultimate destruction... or
is it ultimate salvarion! Only time will tell.

Criammn Tme: Rimuags o Screses
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Storyrellers, take note: We've }"T'E’HII_IIHI enough
characters in this t'ha'||‘l[l:r o ;mru]ntt _Fr:-ur ar hve
chronicles. We don't expect you to useslvemealll bu:
i plq.‘|-; and choose the characrers that Vil feel m'i'["
Jdl.l 1]11;.' most [o Yyour story. (7, l['|-ll:||.:h T pl.‘e-
sented, for example, primogen of Russiapd@leiesy
[talian Necromancers, Tremere schemefs; Sabbat
archbishops, three characters who are each in pos-
session of one of T|!|i: rare tomes,; as “'1."'” asatew |[hl.fﬂ
who have read one of those forbidden books and leet
them slip through their fingers, we're not going t
come atrer you with a baschall bar if you don't use
them all. In fact, it might make it more interesting if

[l i
.

==

Pk
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anlyoneoetwo of the individuals make themselves
availableor Kngwn to the characters ar the begin-
niggef the chronicle, and they have to seek our the
g5t of the individuals via trial and error, nor o
mention dealing with the Widderslainte and other
nasties thar result from their first few borched ar-
tempts at the ritual.

The players' characters might find themselves, say,
i possession of the tome or appointed as spies of the
Tfﬂ'm'n:. More than anything else, these characrers
sepve as hooks by which to bring your troupe's charac-
ters into the events of The Red Sign. Use, modify or
ignore them as best serves your troupe and chronicle.

Charmn Fouse Conspmatnes
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AMPROGINO GIOVANNL AMRBITION
PERSONIFIED

5th peneration, Childe of Lady Constancia

Clan: Giovanni

Nature: Conniver

Demeanor: Vistonary

Embrace: 1045

Apparent Age: Mid-50s

Much can be said about Ambrogino Giovanni:
OneE ol thi greatbipst Necromancers W his clan, an
occult gFenius, a rogue iIn one ol the I|:.1|11-.'.-it-|-:[1|l
clans and a right bastard. Even betore his Embrace,
Ambrogino was both skilled and driven. Becominga
vampire simply gave him all of erernity to fulfill his
ambitions.

For more than 300 years, ever since Ambrogino
learned of the fabled Sareon Fragment, his main
Lo ~_:-n”u-;|-.|.. When
Ambrogino believed the Fragment destroyed, he he-
pan searching the Underworld of the ghosts for its

-'II'I'||"|T1LF1] Witk AscCension

spiritual reflection. I was during one of these searches
that :'kl:ll“l-.h_,ﬂﬂu witnessed one ol fll'-l-.' IMOosE |‘--.:-1-".'L'I1II|
storms ever to rock the Underworld and became
aware, through spirits tleeing this storm, of strange
slowing figures that had appeared just before the
rempest struck. Derermined to learn
Ambrogino turned his attentions toward investiga-

maorc,

tion. It was ~|I|I’1I|,L_' these research AI!ILL:LI"-"-'-I"‘- that
.'.I'L“li"llll_:H'lll I.'H‘Elrlb-l-”".' e el l]u' artention of 1[1&'
mages involved in the Red Sign ritual.

Ambrogino is an elder and powerful vampire, a
master of Necromancy and quite skilled ar
Thaumaturgy. He is exceptionally wealthy and has
He is

intelligent, manipulative and shrewd. However, his

:l:l|ul'i'u.'-.: OvVeEer |-I1u l|||'~'||~...'|'|l'l|1 fklt' 't‘-'l-l1'lt|

fault is, was and always will be his overconfidence,
which might more appropriately be called arrogance.
-"kllﬁi*!-%:_:itl-- knows th.l.r he s '|.'.‘~;LL‘|"'[I"'|!-I| -IHLi IH.‘
helieves himself all but invulnerable and infallible.
II'1 fhl.' L'I!'l-.l. [11IH CLr ‘-'-.I” |I|-.1.'h' be |“II‘~ Liu"r'-.lilf.i“.

(For more on Ambrogino Glovanni, see Chil-
dren of the Night, pages 53-54)

NATACHA DmMITRIVA RADOCARA, VENTRLUE
PrIMOGEN OF S1.PDETERSAURG

Background: Natacha was born into a minor
noble family in the grear Russian empire. Her family
was not rich, but Natacha still managed to attract a
fair number of suitors, relying more on her personal-
ity and clever flartering than her looks. She played
suitors against each other, collecting gifts from all of
them, and waiting for the right one to come along.
E'|:1.||.|',, she was married into an extremely wealthy

family. Her husbhand left the running of the estates to
her while he indulged himself in travels and business
ventures. Natacha displayed a gifr tor administra-
L1, She ;||-u-1u'|L] L:r.m-.] srecs thar were attended
by the upper echelon of Russian and Eastern Euro
pean society. It was during these parties that her
sire-to-be, Dimitri, realized just what an asset she
could be to Clan Ventrue... and to him personally

At first, Natacha though Dimitri was simply a
wealthy and elderly gentleman who was tHirting
with I!'ll‘r. Hltl'ﬂ."'\'. hie l'-."'.t‘:'llL'L] maone -Hh.i Trg vl the
world of the Kindred to Naracha, at the same time
blood |"'."lll.'|l1l‘_[ hrl’ o him. In the -.'Il-.lI when b
L:'1-I1.,'rl'L1l1L'r|:]]L' -q_'h.:m i rllll'-l'l.'{llni'1."II.L'I"1 ||'It llHlll'.lLl,
Matacha accepted.

At first, Natacha was shocked and overwhelmed
by the experience of becoming a vampire. Her sire
feared her lost to trenzy, bur she |_l|':11.{|1.|l|'n.' managed
ro gain some semblance of control over hersell
Shocked by the Beast Within, Natacha wanted to
leave Russin and her sire took her on a tourof Europe
Here, Natacha was introduced to several esteeme li
members of Camarilla society and she gained her
first taste of real power. She enjoyed it immenscly
Rerurning to Russia ateer a tew decades, shie, with het
sire’s help, immediately established a powerbase fot
herself using the lesser Russian nobilivy as its founda
However, World War | and the Communist
Party ruined many of her efforts and then Baba Yaga
arose and raised her Shadow Curtain. Natacha Hed,
h1|| 1]|u1|T[| =-I-|1!.-."| IIL'I.IiI'I.-.i, trying o acy 4s an agent
of the Camarilla in Russia, He has never been heard
from again,

Lo
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Afrer the war, Naracha established herself in the
west. She served a stint as an archon betore moving
on to serve various powerful Kindred directly, in-
cluding members of the Inner Circle. When the
Shadow Curtain tell, Natacha moved swiftly into her
homeland and oftered her assistance to Nikolai, the
prince ol =t |."1.'IL'I!"-.|'-'|I'I_F_,'. He took her up aon her ofter
With Nikolai spending

most of his time on Vasilievsky Island, Natacha

and made her primogen

often seems to be the true power of St. Petersburg.
Image: Naracha is short, but still manages to be
imposing, with black hair and ice-blue eyes. Her
behavior is always extremely dignitied and there is
very little thar can shake her composure. Her voice
1s her main WeaApon she never lowers herself to
making actual threats, but merely speaks in a care-
tully L1I-~.1;TLPE.H.'1:1E monotone while reciring the facts
of the situation. Natacha prerers to dress in severe
suits that minimize her femininity
Roleplaying Hints: You are a master politician
and an expert at mind games. You prefer to dominate
a situation, rh”ll:._']l. often from behind the throne
rather than openly. Never let anyone ger to you;
ilways remain calm and composed. You are the
master of vour realm and of vourselt, never torget
that. You are beginning to become jaded: You have
wealth, vou have power, you have achieved your
ambitions, so now what! This whole project is some-
thing to occupy your nights with — though a
Christian in life, you really don't worry too much
about the whole God's Curse aspect. The possibility
that the Embrace can be reversed is simply roo
interesting not Lo investigate,
Clan: Ventrue
Sire: Dimitri Tchmill
MNature: Director
Demeanor: Rogue
Generation: Tth
Embrace: | 759
Apparent Age: Mid-30s
Physical: Strength 2. Dexterity 3, Stamina 5
Social: Charisma 4, Manipulation 5, Appearance .
Mental: Perception 4, Intelligence 4, Wits 4
Talents: Alertness 2, Dodge 2, Empathy 3, Intimida-
tion 4, Leadership 5, Subterfuge 4
Skills: Eriquette 5, Firearms 1, Melee |
Knowledges: Academics 3, Compurer 1, Finance 3,
Investigation 1, Law 2, Linguistics 4, Occult 2, Politics
0, Science |

Disciplines: Auspex 2, Dominate 5, Fortitude 4, Presence 6

Backgrounds: Allies 5, Herd 3, Intluence 4, Resources
P

Letainers 5, Status 5
Virtues: Conscience 21, Selt-Control 3, Courage 4
Morality: Humanity 5
Willpower: 7
Pi RCIVAL, RELUCTANT ARCHRBISHOD OF
FLIATDAL ALARA

Background: Percival's father was a professor ol
Medieval English Literature and his work meant all
to him, so much so that he named his sons after the
knights of Arthurian Legend. A strong and achleric
young man, Percival joined the Royal Hussars and,
despite not being of noble blood, managed to rise in
the ranks. To his father, this was a dream come true.
He praised his son for becoming a true knight

Percival's Embrace was somerhing of o fluke. His
sire, Ermenegildo, was not looking for a new childe,
]_lr_' WaE :n.i_llii'lh' ACTINE as 0 h;ii'i".l[ SCOUE 1N I.l.'“.l.ll.l"“.
I-Il.!“‘_lll..llrl 1..'|..|||;,'I|. ]II._' LW t]l.l.' l.ir!'l’]]”!!_: lui‘ﬁ.tr, SCNne
thing about him made Ermenegildo think of the
legends of El Cid that he had grown up listening to
Not being the most stable of Cainites, Ermenegildo
arranged tor Percival to be assaulted by muggers and
he was astonished to see how well the young man
handled himself. Almost on the spur of the moment,
Ermenceildo Embraced Percival, wanting to see if he
would survive the transition to vampire physically
and mentally intacr

Burdened in lite with a tather who wanted him to
be an Arthurian knight, Percival now found himsel
with a sire who wanted him o be El Cid. Coupled
with the strain of having to drink blood from mortals
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(as well as being forced to participate in the Sabbat
rites), Percival's mind cracked. He managed to ace
normal enough for his sire to accepr him, though
Ermenegildo soon abandoned Percival when it was
clear that he was not El Cid. Seeking to escape the
painful memories Europe held for him, Percival tled
to the New World. Here, he lost himselt tor decades
in the tighting between the Sabbat and the Camarilla,
driven by a subconscious death wish, and was finally
awarded with the ritle of Archbishop of Guadalajara
for his valor, 1t was upon raking his office in this ciry
that Percival first heard of Teotihuacdn. After his
tirst visit, he felt that the answers to the meaning of
his existence might be found in these ruins and
became one of the Cainite archeologists seeking
hidden knowledge in the ghosr city.

Image: Percival is archetypally rall, dark and
handsome. His hair, which is lustrous black, falls to
his shoulders in thick curls and he has been com-
pared to Antonio Banderas more than once. He
sports awell-trimmed moustache and a goaree slightly
longer than could reasonably be considered "well
kempt.” When he cares about his wardrobe, he pre-
ters old-fashioned suits in charcoal or midnight blue,
but he dresses most often in tough field clothes and
ties his hair back casually

Roleplaying Hints: You are on a grand quest, a
quest to restore life back ro vampires. You will defy
God Himself and show yourself as the grandest knight
ever. Maybe then, you will know what your purpose
in life is. But you must be careful. Others aim to
hinder your quest, to lead you astray. As such, you
must adopt a mask, the mask of a Sabbat Archbishop,
stern, unvielding, dedicated to the Sword of Caine,
Play the role to the hilt (maybe even overacting at
rimes ), so that vour enemies do not suspect what you
are.

Clan: Lasombea

Sire: Ermenegildo the Rake

Nature: Visionary

Demeanor: Architect

Generation: Tth (through diablerie: 10th by Embrace)
Embrace: 1866

Apparent Age: Early 30s

Physical: Strength 4, Dexterity 4, Stamina 4

Social: Charisma 4, Manipulation 3, Appearance 4
Mental: Perception 3, Intelligence 4, Wirs 3

Talents: Alertness 2, Athletics 2, Brawl 3, Dodge 3,
Intimidation 1, Leadership 1, Subrerfuge 3

Skills: Animal Ken 1, Drive 1, Eriquette 2, Firearms 2,
Melee (Fencing) 4, Ride 3, Survival |

¥
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Knowledges: Academics 4, Linguistics 5, Medicine 2,
Cecule 5, Politics 2, Science |

Disciplines: Auspex 2, Dominate 1, Obtenebration 5,
Potence 3, Fortitude 3

Backgrounds: Allies 2, Contacts 4, Intluence 1, Re
sources 4, Retainers 2, Sabbatr Srarus 4

Virtues: Conscience 1, Self-Conrrol 3, Courage 5

Morality: Humamity 3

Willpower: 7
Rutor, THy RenFLLious DAawN

Bﬂfl‘iﬂ'ﬂ““l‘ldl!{Illi"]'\"u'il:"t"'l.lr'lldl'lLI r..ll"l.“l.ll.'l'f'lI[.:I'I'Iil.‘i'l.'l'.
lands. He was bred tor war, war against the Tremere
who had invaded the ancestral homeland of the Fiends
-:Il'll.l i Wk I'Ii.' wWent, ll'l'.”.tl.:i'l fuot ol ]lt!‘l LW T L'I"il'll""il-l'lj{-
His master believed Rutor suborned by the blood bond,
but Rutor was immune to this and ended up betraying
|'||-"' Masier o I"IL'F CTEMICS, Earmmg 1l|'H.' I:.IHI""ILH.'I.' Ironm
Clan Tremere as o backhanded reward.

Rutor, however, was as malcontent and rebel-
I|1'|||"-' i il]'ﬂ..l'ﬁ.‘- .Il'll,,l “'I'Il_'n ]l.l.,' l]H_III‘L’l” |'||"1 I'II_'lII'Il.i lll
apprenticeship over (which was long before his men-
tor thought it was), he left Ceoris to establish a
powerhase of his own. Atrer years of rraveling and
.|"-'l-'|"|l-.1li'|_‘_'_ CONMTACT “Ill! I'il" Lt:"'l-- |'hl.' l.'f'!~'.l1."\.| Iil" 1
l';lii]nkilrll1\'||l. 'l-"r'l-lt'“.' I'I‘L' ['[Iq‘l';'ll' | |1|-'|| [4in i"”.‘!. LTTREE I‘I'I.I'I'L L
of Copenhagen. However, when the Tremere clan

spread northward, Rutor again decided to leave,
rather than be caught in what he saw as the restric-
tive hierarchy of the clan. For a time he made his
haven in the New World, dodging the Sabbat, but
when Camarilla presence in the North America
grew, Rutor went back to Europe

Tr Ren Siow
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For the last century or so, Rutor has kept mini-
mal contact with hiz clan while ar the same time
focusing on expanding his own influence and occulr
knowledge. He has sometimes associated with
Ambr !uiﬁufim\'nnni. serving as a sort of mercenary
for the Necromancer, and when Ambrogino began
to put together his group, Rurtor was one of the first
he contacred.

Image: Striking is a word thar fits Rutor well; he
is tall, with a noble bearing and intense, glistening
eves. His black, curly hair falls to his shoulders and
he has a neatly trimmed full beard. His voice,
however, 15 deep and gravelly and he must work
I't ._:Irl.] Ly 51_[1_11_"['{".4-5 H 5T T “'i]{'.n{_' wier Ca I.klI'If_h_"' O anyone
he considers his inferior. His wardrobe is extensive,
bur he usually wears dark colors and some form ol
long coat.

Roleplaying Hints: The most important person
in the world 1s you. You know thar others don't teel
that way and you do your level best ta be sociable and
work rogether with others, but you are too much of
an egotist to be a part of any group for long if you
can't galn control of it. .""|.|rt".ul'5'. YOou are t-uulin;_.: the
strain of having to defer ro Ambrogino. You tend o
stare intently at people that you are jealous of and
casually disregard those you feel are beneath you.
Clan: Tremere
Sire: Jervais
Nature: Rogue
Demeanor: Rebel
Generation: 7th
Emberace: 1200
Apparent Age: Early 30
Physical: Strength 4, Dexterity 3, Stamina 4
Social: Charisma 2, Manipulation 4, Appearance 4
Mental: Perception 3, Intelligence 3, Wits 4
Talents: Alertness 3, Athlenics 2, Brawl 4, Dodge 5,
Intimidation 2, Lendership 1, Streetwise 1, Subterfuge 4
Skills: Animal Ken 1, Body Crafts 3, Drive 1, Etiquette
1, Firearms 3, Melee 5, Ride 2, Security |, Stealth 2,
Survival 2
Knowledges: Academics 3, Computer |, Finance 1, In-
vestigation 1, Law 1, Linguistics 5, Medicine 1, Oceult 5
Disciplines: Animalism 1, Auspex 5, Dominate 4,
Fortitude 2, Potence 2, Protean 3, Thaumaturgy 6,
Vicissitude 4
Thaumaturgy Paths: Blood 5, Elemental Control 4,
Thaumaturgical Countermagic 4, Movement of the
Mind 3, Alchemy 3, Weather Control 3

Backgrounds: Contacts 3, Influence 1, Resources 4,
Retainers 3, Status 3

Virtues: Conscience 2, Self-Control 3, Courage 5
Morality: Humanity 3

Willpower: 8

Duavity, Korpunanp Curt LEADER

Background: Poland in the early 20th century
was not a good place for a woman feeling herselt
rrapped in a man's body. Being gay was not accepted
and it was taboo to question your own gender. As
such, life was hard for young Sebastian, the son of a
renowned surgeon. Driven mentally to the edge of
insanity and physically to acts of grear perversion,
Sebastian found himself as an acolyte in one of the
occult societies of Krakow, Here, he chanted nightly
to dark spirits and forbidden gods and he gave blood
offerings and drank the foul blood thar was given in
return. Surprisingly, the High Magus decided tha
Schastian was worthy of enlightenment and Em-
braced him. Thus, Duality was born.

Mo longer torn berween its male and female side,
Duality tumed out to be an exceptionally quick
study, soon surpassing its sire in the arts of
flesherafring and the occult. Arkedi decided ro send
Duality 1o Mexico City, to learn at the feet of some
of the grearest koldun in the Sabbar. Once there,
Duality learned not only Koldunic Sorcery, bur also
the lore of its clan. After years of study, it formed the
Cult of the Revelation with a small number of other
Tzimisce. When Duality learned of Percival and his
search for occult lore in Teotthuacan, it managed to
have itself assigned as Percival’s templar, hoping to
exploit whatever discoveries Percival made for its
LT rl].i-]-'l'l."h

Image: Duality has used its Vicissitude 1o re-
shape itsell. Its left side looks like a stunningly
beautiful woman with long, blonde hair and a blue
eve, its right like an extremely handsome man with
short, dark hair and a green eye. lts clothing tends to
be as gender-neutral as possible. When our among
maortals, Duality usually lers one of irs sides rake over,
though it has been known to simply wear a hat and
upturned collar,

Roleplaying Hints: You are adivided being. You
are both male and female, you are both a modern
warrior of the Sabbat and a master of ancient sorcery,
You are both a devored bodyguard and a traitor. You
are deeply religious, believing fully in the ascension
of your clan when the Eldest arises. You scoff at the
notion of the Curse of God — you are not cursed, you
are blessed and you will bring about Transcendence

Criarmen Fous: Consmmaons
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through Gehenna, no matter who vou must defy in
the process. Of course, you cannot allow yourself 1o
revenl vour plans, so vou play vour role as Percival’s
supporter ns well as possible.

Clan: Tzimisce

Sire: Arkedi

Nature: Visionary

Demeanor: Deviani

Generation: Sth

Embrace: 1921

Apparent Age: Mid-20s

Physical: Strength 2, Dexterity 5, Stamina 4

Social: Charisma 2, Manipulation 3, Appearance Qf3
Mental: Perception 3, Intellipence 3, Wirs 3

Talents: Alertness 3, Brawl 3, Empathy 1, Intimidarion
3, Leadership 2, Streerwise 1, Subterfuge 3

Skills: Animal Ken 1, Body Crafts 5, Drive 1, Etiquette
|, Firearms 1, Melee 3, Security 1, Survival |
Knowledges: Academics 3, Koldunism 4, Linguistics 3,
Medicine 3, Occulr 4, Politics 1, Science 2
Disciplines: Animalism 1, Auspex 3, Fortitude 1,
Koldunic Sorcery 5, Vicissitude 4

Koldunic Paths: Way of the Spirit 5, Way of Earth 3
Backgrounds: Allies 5, Contacts 5, Resources 3, Re-
tainers 2, Sabbat Starus 3

Virtues: Conviction 3, Instincts 5, Courage 4
Morality: Path of Metamaorphosis 6

Willpower: 8

AnNnRew STUuART, BT Hllf*-.-"'-'-ipu-

Uth generation, Childe of Erich Wassermann

Clan: Tremere

Nature: Fanatic

Demeanor: Rebel

Embrace: 1858

Apparent Age: Late 20s

Andrew grew up in wealth in Glasgow, the son of
a successful banker. He atrended the prestigious Uni
versity of Glaspow where he excelled not only
scholastically, but also socially, After praduating with a
merit degree in Anthropology, he went on a tour of
Europe, entertaining offers from various universities
However, in Vienna, he was made an offer ke could no
so easily turm down.

Andrew made the transition to Kindred unlife
seemingly without any difficulties and quickly became
a valued member of his chantry. His skills not only ar
Thaumaturgy, but also at winning confidence and
influencing people, earned him the notice of some of
the hir_’,hfr.mkinu members of the clan and he found
himself gaining a great deal of status within the ¢lan
Andrew smiled and laughed and managed 1o avoid all
the jealous plots directed at him by the enemies that his
quick rise through the ranks made. To his superiors, he
seemed the perfect Tremere — inrelligent, manipula-
tive, ambitious but not overly so, and loval to the
pyramid, Assuch, he was the wisest choice when Errius
Ill.'.“L"l._{l:.‘ul sOMeOne o ITIII]TI':'lEJ.' r|l1: CONSPITacy .‘\I|1"1'|.I-||||.|.]-
ing the Red Sign.

In reality, Andrew is far from the smooth Tremere
he appears. The very talents for acting that brought him
to the point he is at now also allowed him to mask his
deep-seared uncertainty about himself, his abilities and
his vampiric nature. A religions man in life, Andrew
has so far been able to reconcile his beliefs, bur now he
15 forced to confront them as the conspiracy challenges
the work of God. This serves ro amplify his nervousness
about himself and his powers and it probably won't be
long before something goes wrong and Andrew either
blows his cover, 1.1ﬂi!"-|r1'l|"h1l.|li1||' fails in a ritual or
decides to try to put a stop to the whole project,
-I"""..'[T.'I.‘_"Il'lg I:“-l.'ltl:'.l I"Lll"l'll.' ."I:I'Llj EI s at once

Andrew is a handsome man of average heighr, with
H.f':“'l-""..'i.'l]l.“l."l.j hil" :II.'IIJ: l‘fluh[ E"II.UL' CYCS, f [1.’ -I.L'I‘.'- | lL‘.ll.i"u
smile, an amiable face, a charming voice and he is
|‘|1“'|.I"|""1 p'II'!!L' T Sy !H."ll IEH" I'II-_':I'“ lhiI'IL: o win I'!-t'llill.l.'
OVET. I'{I‘.' ;"H‘!'L‘:I‘H' L] LII'IZ""I-?'\- in 1!'[!.’ ].IIL"-T I.i“-i'l I |I[3|1.| L!L"'tl"‘-
the “traditional” Tremere look by totally eschewing
dark clothing.
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HILIpPE DE MARSFILLES, DESPDERATY
JENTTENT

Tth peneration, Childe of Remilliard le Blanche

Clan: Toreador

Nature: Penitent

Demeanor: Visionary

Embrace: 1620

Apparent Age: Early 30s

In lite, Philippe was certainly one of the most
beauriful men in all of France. He was also a gitted
artist, if somewhat rortured, pouring his soul out on
the canvas. As such, it was only a matter of time
l'u."r- HE hn: Ciame oo tll:.' attention of one of }'n't'.iThl'l|l|l"-'
Toreador

At tirst, Philippe was horrified ar his new state.
Then, he went from horritied to absolure dismay and
shock. To be denied the sun, the taste of wine and
, the pleasure of a woman, to be forced to drink
the blood of his erstwhile tellows to survive, to be the
slave of a raging Beast that wanted nothing but to kill

it was all to be cursed by God. It was almost too
much tor Philippe, who spent weeks in a state of
fugue-like depression followed by months of con-
templating suicide. In the end, Philippe discarded

PO

the idea of suicide because it was sinful and instead
decided upon the pach of redemprion. His sire mostly
ignored this, knowing that with age most vampires
either adjust or ar least accept their fate. But not so
with Philippe. Drawing upon his tamily resources, he
managed to set himself up quite well and then under-
took his quest for ri_‘dl_'u]}'l[llt‘l. Golconda was the
most logical target and Philippe has spent more than
300 years and an incredible amount of resources

r1.'-|_'.|rL'h|:|U.: this fabled state. He has also ]"llr‘-ut‘-t ATty
and all rumors about vampires who have become
mortal again. He accepted the post as primogen in
his home city, hoping thar the prestige of the posi-
tion might help him in his quest. So far, he has
achieved next to nothing. Only when he joined the
conspiracy did it seem like his quest search had come
to an end.

Philippe is a driven man, tortured by what he has
become and what he is torced to do. He has been
pushed almost to insanity by guilt and self-loathing
and if the conspiracy doesn't deliver results soon, it
is quite likely that he will cross the line into genuine
madness. He believes that God has forsaken him, but
that he can regain His grace and this hope is all that
keeps him going through the night. Philippe acts
quite intensely, interspersed with periods of depres-
sion and feelings of guilt and despair, He can be
charming if he puts his mind to it, but it has become

E.li|ll|"ll'a .‘III'. Y [Il"llhl."'l"-'." 15

|I-Hl.]l'.'l iil'l-'.l ]l-lflil.‘l ] ]l!|1l
.ﬂl” C‘ﬁtt‘[‘““ﬂ.i”‘i |"|.1I'|ri.|'1l-"l|i'l-t‘ \'t'Hll '-1-11'|1'|"|"'T'H-! II..III.

ETECT EYes and an effortless grace and style,

THeMISTOCLES, THEF CONSCIPNTIOUS
TRrRAITOR

B;!L']{Ernl_l]]d: T]IL'!II'I'Hlll‘I. il."‘- Wwiis o *-|'E1II|.IF trom
Thrace in life. His father sent him to Constantinople,
where his skill earned him a place at Emperor
Here, he fell in with the
Monophysite heresy, but was protected from perse

lustinian's court.

cution by the empress, herselt a Monophysite. His
]n.ﬂ.'r ||r' |:'.u1n|i.;_: H1h| b TRINES I.!lvt'ﬂ atttacted the
attention of a Brujah making his haven in the grand
city, and after a period of observation and intellec
rual tesring, Themistocles was Embraced.

For a century, Themistocles was tutored by his
sire, but eventually he decided to strike out on his
LI, iy SeAr |L 1.I"r Il«.ll'.?"r'l. tl.ll.tl_:'.. .llll.! 1'\"{'[“'1.'. e .|I'|.1| [
look for a way to reconcile his religious beliefs with
his state as a vampire. He finally ended up in the
J_..lriL:l.H'l.,lh"l;,' rl._'l_:]'.‘:ll | F:|11'|'|, LS [i'li'll .i11 |'I:Il I'I..'rl""ﬁ' Wis
at its height. Here, he made a haven and studied with
Cathar scholars, eventually absorbing some of their
Ginostic beliefs. When the Albigensian Crusade be
gan in the early 13th century, Themistocles protected
several Cathars and hid important works in his ha
ven. However, with the tall of Montsegur in 1255,
Themistocles withdrew from involvement in mortal
society for several centuries.

When he finally emerged from this self-imposed
exile, Themistocles resumed his quest for knowl
edpe, sending out his retainers to hunt down rare
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works and somerimes traveling himself when cir-
cumstances seemed to require it [t was during these
travels that he became acquainted with Ambrogino
Giovanni. Although the two respected each other as
scholars, there was little love lost between them.,

Image: Themistocles is short by modern stan-
dards, but with broad shoulders and a muscular build.
His skin is very pale, his head shaven and his face as
expressionless as one of the classic marble statues
that he resembles. He normally dresses in dark,
loose-fitting clothing.

Roleplaying Hints: Ever since you learned of
the path of the Scorched Heart, you have searched
tor perfection in the absence of emotion, though vou
still maintain your religious beliefs. You speak rarely
and never say anything that you do not consider
important. You do not often allow yourself o display
emotions and you strive not to feel any either. The
whole project of turning a vampire into a mortal has
shocked you to the core, but you do your best not to
let it show through, instead playing the cold, dedi-
cated knowledge-secker to the hilr.

Clan: Brujah

sire: Marcus the Advocate

Nature: Perfectionist

Demeanor: Fanatic

Generation: 6th

Embrace: 537 AD

Apparent Age: Mid-30s

Physical: Strength 6, Dexterity 6, Stamina 6

Social: Charisma 3, Manipularion 2, Appearance 3
Mental: Perception 5, Intelligence 6, Wits 3

Talents: Alertness 3, Athlerics 6, Brawl 2, l'}hhige 4,
Intimidation 3

Skills: Archery 5, Crafts (Stonemason) 3, Etiquette 1,
Melee 2, Ride 3, Survival 5

Knowledges: Academics 6, Finance 1, History 3, Inves-
tigation 3, Law 1, Linguistics 7 (languages roo numerous
to list — if it needs o be spoken, written or rranslared,
Themistocles can almost certainly do it), Medicine 5,
Occule 5, Science 5

Disciplines: Auspex 5, Celerity 7, Fortitude 5, Porence
1, Presence 2

Backgrounds: Contacts 2, Herd 3, Resources 2, Retain-
ers 1, Status 3

Virtues: Conviction 1, Self-Control 5, Courage 5
Morality: Path of the Scorched Heart 5

Willpower: 9

ANHH-SFN-SUTFHH, MFRCENARY SORCERESS

Sth generation, Childe of Sutekh-Neferu

Clan: Follower of Ser

Nature: Monster

Demeanor: Tradinionalist

Embrace: 1315

Apparent Apge: Late 40s

Born under another name to a slave in one of the
Breat H‘Illr'lrt to Ser, Ankh-sen-Sutekh seemed des-
”t'll.'!l..l 1 I"l.." !'ll‘lr iin“lhl‘r J"1”I- FI.I I-.!H”- |"E:I'IA‘-|:‘-'I:I‘. I':L‘T sire
saw her porential and put her through aseries of tests
designed to determine not only her dedication to
Ser, but also her magical potential. As it turned our,
she excelled in both areas.

Ankh-sen-Surekh spent the first decades of her
vampiric existence leaming from her sire ar the
remple. She was indoctrinated into the beliefs of the
Followers of Set; that civilization is the tool of Osiris,
enemy of Ser, and rhar all Serites must strive roward
destroving civilization and awakening Ser. The in-
doctrinarion worked so well thar the new Setite took
the name Ankh-sen-Sutekh, literally She-Lives-For-
Sutekh. In addition, she was tutored in the Akhu
style of religious sorcery practiced by her clan,

After being released by her sire, Ankh-sen-Sutekh
set out to do her part in exposing the flaws of
civilization's august personalities and bringing abour
the return of Set. She set herself up in Alexandria,
selling her magical services to the highest hidder,
u|ww,'~. on the lookout for ]-.'-|‘~.'- where she could turn
up personal secrets and subvert the established or-
der. The money, boons and contacts she made from
her mercenary work was pur into creating a network
of spies, assassins and mercenaries that eventually
spanned the entire Mediterranean. For centuries,
Ankh-sen-Sutekh continued on her mission 1o
awaken her dark god.

Ankh-sen-Sutekh is a small woman with black
hair and intense eyes. She tends to dress more or less
conservatively, unless she is involved in her magic,
in which case she dresses like an Egyptian priestess of
old. Despite her small size, she radiaves an almost
palpable aura of power. Ankh-sen-Surekh doesn't
talk much, preferring to let her actions speak for her.

Tre Mouse, InForMaTion BROKER
Yrh FENEratuon, childe of Harold Tanner
Clan: Nosteratu
Nature: Survivor
Demeanor: Conniver

THe Rep Sicw




Embrace: 1875

Apparent Age: Early 40s

Aristotle Marmonides was born the son of a Greek
professor of Antiquities at Oxford University. He went
to this university himself and studied history. After
graduating, he set up an antiguities shop in London,
specializing in items from the Mediterranean region, as
well as Egyptian artifacts. His skills at procuring these
artifaces, along with his extensive network of contacts,
earried him the attention of one Harold Tanner, a
legend among the London Nosferatu. He Embraced the
unfortunate Aristotle after corresponding with him
briefly regarding an artifact of Tanner's interest, who
larer gave him a stipend as a mentor to see what the
young man would do with the money. The shock of
finding out what his mysterious mentor really was, the
agony of the Nosferatu Embrace and the horrible real-
ization of the truth abour the World of Darkness made
Aristorle, already a shy man, somewhat timid and
nervous. T his, coupled with his small size, earned him
the nickname The Mouse among his fellow Nosferatu.
When Aristotle finally managed to tight his way back
into asemblance of status in the clan, he took thisname
as an honorific.

Upon his release, The Mouse set himself up in
London, this time under an antiquities shop. Using
his vast network, now improved hy his sire and his
contacts among the clan, he quickly expanded his
“brokerage” to deal in more than just artitaces.
Secrets became another commaodity and it turmed
out that The Mouse had not only the sense of a
shrewd businessman bur also a talent for finding
information and secrets about anyone and any-
thing. His status within the clan grew and for the
lust 50 years, he has been one of the premier Kin-
dred information brokers in Western Europe. It
helps that The Mouse has an almost insatiable
curiosity and a great mind for putting rogether facts
from seemingly unrelated clues.

The Mouse is small, hunched and rries his best
to look unassuming. His small eves lie deep in their
sockets, hidden behind a pair of glasses almost too
thick to be believed, his chin juts out from his face
like a pier and his hair is long, gray and tangled. The
Mouse prefers to dress in relatively clean and com-
fortable clothing. When he leaves his haven, he
usually wears a dirty, threadbare rench coat and a
haseball cap.

Hinnren ReLATIONS CHART
Miuich like a coterie chart, this table summarizes the relationships of the vampiric conspirators toone another.

This Character... ...Regarding this Character... ...Feels This Way.
Ambrogina Natacha Blinded by ambirtion.
Percival Insane fanatic.
Duality Useful bur dangerous.
Rutor Watch carefully!
Andrew Rutor's problem,
Themistocles A fellow scholar.
Ankh-sen-Sutekh Untrustworthy mercenary.
Nartacha Ambrogino Overconfident fool.
Percival Competent rival,
Diuality Percival's flunky.
Rutor Useful but untrustworthy.
Andrew Better than Ruror. -
Themistocles Ambrogino'’s clone.
Ankh-sen-Sutekh Mercenary.
Percival Ambrogino Untrustworthy bur useful.
Natacha Callous powermonger.
Dualicy My only true ally.
Rutor Dangerously competent. d
Andrew Honorless traitor. '
Themistocles Far too callous. »
Ankh-sen-Surekh Uninteresting.
Carma Fous: ConsmmaToes
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This Character...
Dualivy Ambrogino
Natacha

Percival

Ruror

Andrew
Themistocles
Ankh-sen-Sutckh
Ambrogino
Natacha

Percival

Duality

Andrew

Thl:l‘l'lla tocles
Ankh-sen-Surekh
Ambrogino
Hi'll:“f.]:'lﬂ

Percival

Duality

Rutor
Themistocles
Ankh-sen-Sutekh
Ambrogino
Natacha

Percival

Duality

Rutor

Andrew
Ankh-sen-Sutekh
Ambrogino
Natacha

Percival

Dhuality

Rutor

Andrew
Themistocles

Rurtar

Andrew

Themistoches

Ankh-sen-Sutekh

Frater Anson, FRATER DATRIC .
DREAMSPEAKER W ARRIOR-DRIEST

Background: For as long as he can remember,
Frater Anson has been able to see ghosts. Poltergeist
activity was acommon thing around his bovhood home,
and it was not uncommon for his parents to find him
conversing with empty air. Luckily for him, his parents
had a deep and abiding belief in the spirit world, passed
down from their Haitian grandparents. They did not

... Regarding this Character...

woFeels This Way.
Capable bur expendable.
Camarilla enemy.

A key o power.
Surprisingly amiable,

A typical Tremere.

Weird, but learned.
Warships wrong Anrediluvian.
Lse, then discard,

The bitch with the meney.
Why I didn’t join the Sabbat!?
A freak, but efficient.

A wimp, but useful.
Callous freak.

Dangerous and untrustworthy,
The greatcst threar,
Traitor,

Enemy.

Insane Tzimisce.

Bastard traitor.

Useful bur scary.
Untrustworthy mercenary.
He musr be stopped.
Consumed by ambition,
Intelligent, but misguided.
Strangely tascinaring.
Selfish fool.

Something of a mystery.
Unfocused bur skilled.
Eliminate him.

'Tht' I-m‘:l.: of ll'l.l,."' ETICmYy.
Another enemy.

Knows a little too much.
Corruprible.

Skilled but weak.
Dingerons.

have the HI,L_:ht rlwnm'h'-:a. but they nurtured it in their
son and helped him to learn to deal with ir as best they
could. Yet, they could not understand the torment that
he faced. Always, there were spirits clustering about
him, disturbing his sleep, begging for messages to be
delivered and tasks to be complered, and they tor-
mented him when he refused 1o comply with their
wishes, His schoolwork suffered, and in the seventh
grade, he was finally expelled from schoal
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He was desperate for help, and ar last he told his
parents about his problems, They were dismayed to
L.'.ﬁrT't |"|-:"1|L' '|'|'||‘~I.,']'.‘||"|l' |'|||.‘ Widbs, I-'li]' 1"|.'|r'i|_'\f r'r.ll LIC .||. ELF]L:..
they quickly set their minds to remedying the situa-
tion. The family could not afford private schools,
and Frater's parents felt that sending him away would
only worsen the problem. They decided thar his
mother would home-schoaol the boy, and his grand
mother would travel from Haiti to help him leamn o
deal with his gifes.

The plan was a success, and when he graduated
from high school, he had a scholarship to study pre-
law ar a local university. His spirit visions were by no
means abared, but his grandmother, a Dreamspeaker
of the highest caliber, had taught him to control
them and to use them ro good ends. In general, he
was happy and healthy, and his tirst few years of
During the week, he
attended classes and spent time with fnends. He

-_‘-l]lu]_',-'..' WeEnt very smoothly

spent the weekends in study sessions with his grand-
mother, and he made it a point to still help the needy
sols that came to him. He reserved Sundays for
communication with the spirits, and he faithfully set
out in his old beat-up car every Sunday on what he
called “running errands for the dead.”

One such Sunday, he found himself in a used
|:"|:~LI=~;*~1-.'-T1‘. l.'H-.ll.'.l't::er O recrreve a hu[u'l.':_'-_i 1"||-1|-\
for a yvoung wraith who could not rest unril it was
-.;11'1_=E=, i '-Tu:d away. Al :]Ll: |"-1I.'L il I]u. atire, |"|l.' l-.'-'L:II.-.'
an ancient tome that positively glowed with power
t”ll.,' |1|'II|[L‘!1!,' ll'll._|'|]|r|,,‘k| :Ik.'iﬂ” |"I|F:, ]'Iul.“\-l.lﬁ_. [t'li. |\"|."-|'|L:..
only o find thar it was nor tor sale. He was so
instantly, irrationally obsessed with the idea of own-

ing this book that he did something quite our of
character. To his shame, Frater returned cthat night
with some of his ghostly friends to aid him, and he
stole i,

Thus ]'L'L::.lll i ]n:ll.'.: |'H..'Tl-'u_| O Pesenr |3| and train
ing for Frater Anson. The book in gquestion was on
of the rare copies of the Sussex edition of The Ritual
i the Red S, Alter reading and studying it in full,
he knew he was onto something, and proceeded ro
research the existence and nature of vampires, His
spirit contacts were of the most help in this en
deavor, though their information was largely limired
to the nature of the Giovanni and, in some instances,
the Tremere. Unfortunarely for him, news travels
fast, and soon the Giovanni heard that a young
upstart mage was asking questions about them, and
he purportedly knew of a way to reverse the curse laid
upon them. Quite naturally, they resolved to tind
him, question him, and dispose of him if necessary

He learned quickly that secrecy was of urmaost
priority, and he dropped out of school immediately
and left town so as to protect his family. He had a few
minor run-ins with his vampiric hunters, but his
sheer physical strength combined with his magical
abilities helped him to tiumph or escape. He be-
came something of a crusader, looking tor others
who might be willing to join with him in his figha
against the undead. At times, his spirit contacts led
him to potential allies. Yer, his group of followers is
primarily made up of converts whom he has saved
from the clutches of a creature of the night, Since
they quite literally owe him their lives, they are
more than willing o tollow him into the most
L!L"l!_"'t'f.lfl' of situations.

Frater Anson is not convinced that the Ritual of
the Red Sign would really undo the Curse of Caine,
.II'I.xt i'li.‘ 15 Not Yer certam Ehm' |!|1' ||.'|.‘|- b it the
possibility. However, he does concede that the book
certainly attracts vampiric atrention, making his job
as a hunter of vampires much easier, or so he justifies
his continued possession of it. Yet, in reality, he has
|:"1'-_'u1:|||: quite I'I:""t:"*.-.‘ll:.'l.] }*'..' it, .11'|1| '-'n'-lllnj take drastic
measures to maintain his hold on it

Image: Frater Anson is of Haitian descent, and
his features strongly retlect hisancestry, Hisskin s of
the darkest ebony, his nose broad, and his teeth a
startling white in the dark circle of his face. Yet, he
rarely smiles, and in fact often wears an expression of
such grim determination thar it unnerves even the
staunchest of hearts. This, combined with his enor-
mous size, unevenly scarred skin, and a bald head
covered with tribal tattoos, makes him an imposing
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figure indeed. In an elfort to put people at ease, he
always speaks in soft tones, and the rtouch of his
broad tingers is surprisingly gentle. Generally, he
carries himselt as o man who s atraid thar he might
break something, though when his fury is aroused, all
prefense of L{L‘l'l[ll.'l'li'.‘i-"'ﬁ 15 gFon,

Roleplaying Hints: You don’t have time to beat
around the bush, since danger could very well be
around the corner. In your world, time is a valuable
thing to waste. Srill, you were raught from a young
age that politeness is important, and you're willing to
observe the niceties if time allows. Frankly, this
nomadic life is a lictle roo lonely for your preference
You'd much rather be ar home with yvour tamily, and
anything that you can do to connect with someone
else is a blessing. Unfortunately, this tome that you
are carrying not only has sent you running for your
life, but it also seems to attract even more spirits to
you. Without your grandmother’s help in control-
ling them, they've bepun to take over yvour life again.
.'!'i" i FL"!*U“. Vo sometimes COome Across as manic :.“'-Il.-!
uncontrolled ro others. However, those with the
ability to see spirits will quickly come to understand
that this is because yvou're listening to 20 different
CONYeErsations at once.

Mature: Martyr

Demeanor: Fanaric

Age: 27

Phvsical: Srrength 4, Dexrerity 2, Stamina 4

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

Talents: Alertness 2, Awareness (Low Umbra) 5, Brawl
2, Dodge 2, Intimidation 3

Skills: Dirvive |, Firearms 4, Melee 3, Stealth 2, Research 2
Knowledges:
(vampires) 3
Arete: 4
Spheres: Life 3, Prime 1, Spirit 4
Backgrounds
Willpower:

Cosmology 3, Investigation 1, Occult

: Destiny 4, Arcane 2, Avatar |, Resources |
T
IRVING SLOAN, DREAMSPEAHER IDEVOTEE
Background: Betore he met Frater Anson,
Irving's life was going nowhere fast. He slogged his
miserable way through high school, mostly by keep-
ing his head down and trying to avoid attention
whenever possible. He was hopeless at sports, barely
kept his grades above passing, and couldn’t sing or
play an instrument. At school, he was a non-entity,
and tor years to come, his former classmates would
look at his picture in the yearbook and would be

unable to remember a single thing about him. All in
all, he was completely torgerrable.

Llpon graduation, he had no desire to go to
college, so he screwed around and played video
games all night until his parents tinally grew tired of
supporting him and kicked him out of the house. He
moved into the city with a few ot his triends who
worked as cashiers at a local grocery store, and they
got him a job restocking the shelves at night. The pay
wis pretty good (for someone with no genuine ambi
tions), and there wasn't anything else he wanted to
do, so he took it.

Lare one night, as he took a smoke break in the
employee parking lot, the thing attacked him. Iy
looked like a creature from a bad sci-fi movie, and it
smelled even worse. With a strength bom of panic,
he fought back. He kicked and flailed with no resulr,
and the thing laughed at him mockingly until he
jammed his lit cigarerte into its eve. With a roar of
pain, it released him and then PO ed, sinking irs
teeth into his neck. All of the tight went out of him,
and he certainly would have died if they hadn't
shown up. They were dressed all in black with whire
collars, and for a moment, he thought he'd been
saved by a troupe of priests. The thought made him
laugh, and the vampire turned to look ar him in
surprise. The distraction was all they needed, and
one of the fipures threw himsell ar the creature and
impaled it on a sharpened chair leg.

This is how lrving Sloan met Frater Anson
That first night, he was awed and trightened and not
a little weak from loss of blood, so the group took
11]1;11 o a sate ElrL A0 L0 resl and rec uperate Lll'l«.l:
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GAINING ACCESS TO
THe Rituar oFtieE Ren Sy
Clearly, Fraver Anson isn't going to simply hand
over his o« Py f this invaluable ancient tome
Afyoaie Un.'h.l: FCOHTEES I{nlﬂ:kiﬂu. I'IL"II.' Hred flL"'“-' 'I:'.lll.'ﬂji s

for the Storyteller to consider when trying to make

the book available to the players’ characrers:
Anyone with the ability to communicate with

spirits could learn about the book and possibly gain

possession of it. Afrer all, this tome ateraces spirits

like honey attraces Hies. While some of them are

loyal to Frater Anson, others are not. This could
afford opportunities for both the Giovanni and any

mage skilled in the usé of the Spirit sphere. They |

could either steal the book altogether or sneak a
peak at it while Frater and his followers are out for
their nightly vampire hunt (though if he has wind

of a plor to steal the book, Fraver will risk bringing

it with him on the hunt).

Tradition mages have the greatest chance of
gaining access to the book peacefully. Perhaps the
characters have some special expertise or knowl-
edge (like Alan Meroni) that will cause Frater ro
bring the book to them and solicit their advice. In
fact, if they are desperate enough, they might
pretend 1o have some special insight in an effort o
get just a glimpse at the book. However, if the ruse
is discovered, Frater and his followers will defi-
nitely not be happy about it

Ciiven Frarer's negative view of vampires and
his ability to derect the undead using the Lite
sphere, any non-Giovanni vampires will need ro
take the book by force. When the group is out
vampire hunting, the tome 1s usually left inasecure
location at their lair in case of capture or death. At
these times, mortal guards watch over the lair, and
a host of spirits looks over the book. B Frater is

concerned that someone is trying to take the baok, |
he'll carry it with him éverywhere, trusting his own

abiliries and those of his spirit allies to keep it safe.
Either of these situations offers an oppertunicy for
skilled vampires to make their move.

Technocracy mages are also likely o ke the book
by force. Their skills with the Spirit sphere are generally
limived. Given their abilities, their best chunce & 1w
detain the followers (perhaps with a madblock or “rou-
rine search) and then deal with Frater on his own.
Capturing Frater Anson along with the book would e a
major benefit for the Technocmts, but he is well aware of
this and may chiose to commit siucide mither tham allow
himself to be mken,

make certain that he wasn't going to rise again as
one of the undead), In a few days, when he'd recov-
ered, the rwo sat for a long afternoon and ralked.
The conversation ended with Frater's invitation to
join the group and lrving's acceptance. He moved
out of his apartment, quit his job, and ook up with
his new friends. There were about two dozen or so of
them in all; most of whom were in their 20s or early
305, and most had been saved troma va MpIric attack
by Frater Anson. They wartched each other’s backs,
and they hunted vampires.

Thus began lrving's period of study. Before he
could go out with the group on their hunting expe-
ditions, he needed to learn to shoot, to attack with a
stake, to fight with his hands if need be. He learned
to move through shadows, silent and unseen. He
learned about the existence of vampires, their abili-
ties and weaknesses. Strangely enough, he was
somewhat of a natural at it all. He jokingly attributed
it to his years of plaving video games, but secretly he
knew he'd found his vocation, and he dedicated
himself to it and to Frater Anson with a single-
TT”I'.I.I'.]L"tl i.hf'ﬁ'“[ 1.

A tew weeks betore his first mission, [rving began
to see things out of the corners of his eyes. He told no
one, worried that it would jeopardize his status with
the group, but he noticed Frater watching him at odd
moments, On his first mission, the group was travel-
ing down a darkened alleyway on their way back to
the lair. There was no way lrving could have seen the
creature waiting for them in the darkest corner, but
a voice from nowhere whispered a warning in his ear,
and he looked up to see Frater Anson watching him
r.*.'n.'pl.ll:'r'.mli','. He shouted a warning and artacked,
After they dispatched the thing and returned to the
lair, Frater took Irving on as his apprentice. Now,
hE‘PE- Camming i !l.."ilr'['l th'-" II"I.I..'TL'rh more [o [hlﬁ Vilm-
pire hunting thing than meers the eye, and it has
only served to intensify his devortion.

Image: If Irving were to be described in one
word, it would be “average.” He is of average build,
average heighe, and average appearance. He has
average brown hair and average hazel eyes. His voice
and demeanor are nice enough, but nothing exem-
plary. The good news is that he quire simply fades
into the crowd. He's unobtrusive and unassuming,
and he doesn't look in the least bit dangerous. Actu-
ally, he doesn't seem to be much of anything. When
he leaves, it's difficult to remember much about him.
Most pnrnph: would doubr that he was there ar all,
except for the pile of cigarette butts he leaves behind
him wherever he goes.
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Roleplaying Hints: You're used to being ig-
nored, and you don’t even bother to compensate
anymore. You just go along with your business
because that's what's important. On occasion, you
make jokes and pal around with your companions,
and they always seem so surprised o find out thar
vou have a personality. It would strike you as kind
of funny if it weren't so sad. But even you have to
admirt that there isn't much that sets you apart from
the crowd, except maybe for your tendency to
chain-smoke.

The good news is thar you've found something
(and someone) that yvou really believe in, and you're
actually good at ir. Qut of all of the members of the
group, you're the most devored to the cause, excepr
maybe for Frater Anson himself. You'd do just about

anything ro ensure his safery and ro rid the world of

vampires forever, regardless of the costs. Although
LRI I'I.i‘t‘l'l!ﬂ“ |.L'a‘|.f|'|L'I.J |“|.H_']"| '}'L"I ill_"l. Wil [I'l.l_" tome Ihﬂt
:Fri.l[l..'l' L‘il:lTit.“- FL 'ﬂ]nli. Yo l‘.nllw it "\“liﬂ."l'il "'l':ll-_'{ll:“l
weapon that could be used against the vampires, and
vou can't wait to see it hauled our,

Nature: Martyr

Demeanor: Conformist

Agpge: 26

Physical: Strength 2, Dexterity 3, Stamina 3

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

Talents: Alerrness 2, Athletics 2, Awareness 3, Brawl
2, Dodge 3, Intuition 3

Skills: Firearms |, Melee 2, Stealth 2, Survival 2
Knowledges: Computer 2, Cosmology 2, Enigmas
Investigation 2, Occule 2

Arete: |

Spheres: Life 1, Prime 1, Spirie 1

Backgrounds: Arcane 5, Destiny 1, Mentor 3
Willpower: 5

9
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MreLissA CHONG, AHASHIC SUHOLAR
Background: Melissa Chong grew up in a mili-
tary household, and her American Marine futherand
Korean mother both held extremely high expecta-
tions for their only daughrer. As a result, Melissa
grew up with an overdeveloped work ethic. She
played the violin, learned to speak three languages
fluently, and earmed a black belr in Tae Kwon Do.
She topped off these accomplishments by graduating
from high school at 16, and earning a Bachelor's
degree in Business Administration by age 18, both
while holding down a part-time job at her dojo.

v

— o —

Melissa's parents were understandably proud of
these achievements, but what they didn't know is
that her sensei, Master Harsumi, spent most of her
lessons training her in the finer points of Do and The
Way. By the vime she lefr for college, she not only
had her black belt in Tae Kwon Do, bur she was also
taking her first steps into the world as a member of
the Akashic Brotherhood.

Melissa enjoyed college because she has always
had a true, deep-seated love for learning and explo-
ration. She spent her time outside of the classroom in
the library or the dojo where she taught martial arts
for a little extra spending money. Yet, though her
college years were an unequivocal success on paper,
she had few friends and indeed litcle idea of how o
communicate with people at all. All her life, she had
been too busy to learn the finer points of making
friends,

About a year ago, after she graduated, Melissa
opencd up her own dojo, where she teaches Tae
Kwon Do, women's self detense, and kickboxing.
Although she would greatly enjoy taking on an
apprentice, Masrer Hatsumi (with whom she contin-
ues to communicate) has counseled her ro wair and
gain some worldly experience before acting as a
beacon to another. Although she feels herselt to be
ready for such a task, she has contented herselt with
the idea that a worthy apprentice has not yer come
along.

In the meantime, Melissa looked for a new pur-
suit to occupy her time. She decided that her level of
magical knowledge and history was lacking and turned
her mind to an exploration of magical tomes. Master
Hatsumi was instrumental in helping her build a
library thar would make most Hermetics drool with
envy. In the past few years, her intense, single-
minded study of these books has made her somewhat
of an expert on the nature of tomes and how to
decipher them. Furthermore, she is always looking
for new books to study. Among her most cherished
tomes happens to be a copy ot Ex Libris Necro, though
she's never tried to complete the ritual contained
within and has no desire 1o do so.

Image: Melissa Chong's Korean heritage shows
in her slight build and almond eyes, but her pale skin
and brown-black hair come directly from her father.
Always proper, she prefers to wear skirts or dresses
when not in the dojo, and regardless of the situation,
she is impeccably groomed. Although she is (ro pur
it simply) tiny, her economical way of moving, pierc-
ing eyes, and calculating exXpression make it clear
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that she 5 no damsel in distress. Strangely enough,
she seems to be alert even when sleeping.
Roleplaying Hints: First and toremost, you are a
reacher and a scholar, and vou never forger this
With strangers and acquaintances, you are polite to
a tault bur still hold vourselt somewhat aloot. Atrer
all, it is not proper tor a teacher to become triends
with a student. You rend to steer the conversation
toward business matrers as a result, and rather than

dunce around a subject, you F"Fl'l-l'T to directly stare
what's on your mind. As a result, you can sometimes
appear abrupt and hasty, though you see it as being
honest and forthright.

Although you don't realize it, you're lonely. You
.|-u"||:-r 11.'.1'.1:1.' ".'lll.“ | K] "l.'l"\-‘-'llil_: |'I."1:|I VOHIT !”L' |'"i'|. da USE
vou've never really had friends. Yer, if someone
managed to break through your detense mechanisms,
they would have a loyal (and capable!) friend for life
Anyone persistent enough to break through those
barriers will earn your gratitude and unflagging de
VOO, ol Ty lll.l.'t'l1h.||| iy ]I.'.'LL. 4.|| an '|||'|]'|I'l'."i'i!'-.'l.'
bodyeuard
Nature: Loner
Demeanor: Architect
Age: 20
Physical: Strengeh 3, Dexrerity 5, Stamina 3
Social: Charisma 2, Manipulation 2, Appearance 2
Mental: Perception 3, Intelligence 4, Wits 3
Talents: Alermess 3, Brawl (Tae Kwon Do) 4, Instruc-
tion 3, Intuition |
Skills: Do 3, Eriquette 2, Leadership 1, Meditation 3,
Melee 2, Research 4
Knowledges: Academics 4, Enigmas 2, Linguistics 3
{Korean, Japanese, Latin), Mage Lore 3
Arete:

Spheres: Correspondence |, Mind 2
Backgrounds: Mentor 3, Resources 3, Sanctum |

Willpower: 7

JenSMITH, MARAUDEFR ACTRESS

Background: Jen Smith never intended to be
come an actress. Actually, she always had an atfinity
for animals, and during her vounger years, she had
intention of becoming a veterinarian. She
spent her summers grooming dogs, helping with her
|'-"l. || "I"l 1 L l|‘||l5. -|1'||'-|- CAEnl ||.1|t"|-' garmmnga II-'I‘“ dat A tl'l. |||-
vet clinic. At her local county fair one year, Jen was
AP Proac |H.'I| |'"'- d YOUTIE IEm in A '.i:-'ll"r't'r SUIE [h;lr WS
much too dressy tor such a casual tunction. He was a
talent scour for a modeling agency, and he offered
her a job

EvVEry

| he next few vears were a whirlwind of travel

.HI:] I..I"']I. -.|r||-,:-- .ll!-.i 1|t|.'l|['|:.‘I HL'I Career 1n~||!-. it
quickly, soquickly in fact that her dreams of working
with animals tell by the wayside, never to be picked
up again, She had an apartment in Paris and one in
New York. She rarely saw her family. Being voung
and far away from home, she was taken advanrage ol
again and again. She finally hit rock bottom on her

hen

25th birthday, w she overdosed and wenrt into
convulsions, falling face-first into her birthday cake
She awoke ina hospatal bed, ina detox ward tor
drug addicrs. Durning her stay there, she learned to
control her destructive impulses, decided ro leave
the modeling world behind, and joined the Cult of
Ecstasy. Her mentor's name was Trey, and he too was
a patient. He'd come there voluntarily, he told her,
just to find people like her. During their time two
gether, Trey and Jen talked a lot about drugs and

altered states of consciousness, and she gradually

learned how to draw the line berween recreational
use and addiction. Larer, she would often say thar her
time with Trey did more to heal her than all of the
therapy she'd ever had

When she left, she turned her mind to acting as
i new profession She had plenty of triends in the
business and enough money in the bank o jumpstan
a new career. Soon she found herself working Fairly
steadily. No job was too big or too small for her,
though she wisely refused o work in pornography
"'":ll:L' II.I-.l Hi..II.L.'III'i rl*ll"- N SIEComs .lIl-.l LAITIE s 1N
films; she understudied the part of Ophelia in an off-
Broadway production of Hamlet. She did made-for-TV
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movies and acted in commercials, and all in all she
was happy and in control. Although she still used
drugs on occasion, often to help her with her magic,
she never overdid it.

One year, she found herself acting in the chorus
of a Greek tragedy. It wasn't the largest of parts, and
she had a lor of time to spare while the lead actors
warked on their lines, so she spenta lot of time in the
thearer office, reading old scripts and looking through
scrapbooks. The history of the old theater fascinated
her, and she quickly devoured their entire shelf of
scripts and notes and old newspaper clippings. Fi-
nally, tucked into the back cormer of the shelf, she
found it: a short scripe, so old and decayed that the
front cover had long since disintegrated. The play
was called The King m Yellow, and it was a curious
find since no one at the theater could remember
having ever produced it. Still, it was the only thing
left to read, and it piqued her curiosity, so she read it

It slowly drove her mad.

No one noticed it at first. Sure, Jen was ralking
to thin air a lot, but she had lines to practice, and it
wasn't such an uncommon behavioramong a bunch
of actors trying to learn a difficult play. And yes, it
seemed like perhaps she wasn't sleeping well, but
she had a reputation as a party animal, so thar
wasn't surprising, either. She wasn't eating much,
bur that was to be expected from a former model. By
the time anyone noticed, it was too late for Jen. She
had lost all contact with reality, and she was con-
vinced that the Man in the Pallid Mask was coming
for her, to reward her for her persistence and tri-
umphs over adversity.

Eventually, someone got a message to Trey, and
he came to visit his wayward protégé. Whar he found
was alarming indeed, so alarming that he attempred
to take the book from her. Inafit of rage and fury, Jen
lashed out with all of the magic in her power, and
Trey went careening through space and time, never
to be seen again. Strangely enough, she felt no
backlash from her action, though she rationalized
this as a gift from the Man in the Pallid Mask.

Since then, Jen has rraveled from place to place,
or rather from theater 1o theater. She is searching for
one particular theater where she will put on a full-
scale production of The King in Yellow. Somehow, she
knows that there is one theater in particular thar the
Man in the Pallid Mask wants her to use, and all she
needs to do is find it

Image: Jen is indeed an actress, but she is an
actress whose beauty Is beginning to show signs of

decay. Her long blonde hair isn't quite as lustrous as
it once was, and streaks of gray now show at her
temples. Her makeup is always impeccably applied,
but it cannot hide the faint dark circles under her
eves and the first hines of wrinkles at the comers of
her mouth. Although she selects herclothes with the
finest taste and no expense spared, they never seem
ro fit perfectly, and she ofren looks uncomfortable in
them. Still, despite all of this, she is still beautiful,
and she carries herself with an air of importance and
an aura of mystery. Jen never fails to turn heads,
However, it's difficult to rell, just looking at her, il
she ought to be admired or perhaps pitied.

Roleplaying Hints: Although you are completely
insane, it's not entirely obvious at first. After all,
vou're an actress, and a livtle eccentricity isn't our of
the ordinary in your profession. Still, you are single-
minded to a fault, and you don't have much patience
for anything that stands in the way of your goal. In
fact, you'll lash out without a second thought if
anvone gives you any trouble. The idea that the
punishment should fit the crime doesn't mean much
to you anymore; you have the same contempt for
someone who accidentally trips you as you do for
someone who shoots at vou, However, anyone who
shows a willingness to help you is immediately your
best friend, and vou're more than willing to share
your copy of this wonderful play with anyone who
would like to read ir, Perhaps you'll find one of your
major leads that way, or at least someone who s
willing to act as your stage manager.

Despite your lack of sanity and conscience, you
still maintain your love of animals. Indeed, they're
the only things with the power to bring back your old
self again. When interacting with animals, you can
almost forget about the Man in the Pallid Mask and
just be Jen. You'd never do anything to hurt an
animal, and you'll quickly take action against any-
one who does.

Nature: Archirect

Demeanor: Bon Vivant

Age: 19

Physical: Strength 2, Dexterity 2, Stamina 2

Social: Charisma 4, Manipulation 3, Appearance 4
Mental: Perception 3, Intelligence 2, Wits 3
Talents: Alertness |, Athletics 1, Expression 4, Intu-
ition 3, Streetwise 2, Subterfuge 3

Skills: Etiguette 1, Firearms 1, Leadership 1, Medita-
tion 1, Research 1

Knowledges: Computer 1, Cosmology 1, Culture 2,
Enigmas 2, Mage Lore 1, Occult 2
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Arete: 3

Spheres: Comespondence 2, Entropy 2, Prime 2, Time 3

Backgrounds: Allies 5, Avartar 3, Influence 2, Re-

SOLTOES )

o

Willpower: 5
CrectLia L yons, Orper oF HERrMES
CONSPIRATOR

Background: Cecilia was a child of privilege,
and when she graduated from high school, her par-
ents decided thar it was time to send their child
abroad so that she might add some polish to her
manners. She was more than happy to go. After years
spent at a strict boarding school for girls, she was
eager to strike out on her own and see¢ the world.
Untortunately for her, this wasn't to be. Her parents
traveled along with her, and they even went so far as
to hire a chaperone to travel with her and keep her
out of trouble. [ he companion,; a EL'I"III:.il"'iL' scholar
from Oxtord who was taking a yvear off to work on a
manuscript, was content to take Cecilia on rours
through Paris and Copenhagen and Prague, to veach
her as much of the language and customs as he knew,
and generally make the trip interesting while still
keeping her parents happy

Toward the end of the trip, Mr. Murray offered to
take her on a special pilgrimage o a place called
Maison Liban. He was very secretive about the trip,
going so far as to make her promise not to speak of
this place to anyone. The touch of intrigue delighted
the girl, and she readily accepred. This is how Cecilia
Lyons mer Pierre de Calice. Their first encounter in
the front hall lasted no more than five minutes, and
in that time, Pierre saw the magical potential in the
voung, naive girl, and Cecilia fell in love

The experience rocked her, to say the least, and
Mr. Murray was actually dismavyed to find that her
grand introduction to a Hermetic chantry left her
depressed and withdrawn. A Hermetic mage himself,
he'd brought her to the chantry as a prospective
apprentice, though she knew nothing of those plans.
He was rather dismayed to find that, despite the
innate magical ralents that he felt from her, she
sensed nothing from the chantry or the mages that

|['||'|.|.I"'|Eli.'L1. f"'|l=|.' Wk T 1||-I i [ [L'l.] }'-'- il -HI.HJ.'H Cise 1=1.

puppy love

Still, he saw no harm in trying, and he suggested
to Cecilia that she might stay at the chantry and
study under the scholars there. She jumped at the
chance, and berween the two of them, they con-

WL r.'-.I. ht'r |‘:|r1'||1- Ly :I”ll'-.'l.' !'lt‘r L "-1"L'!I.-.| Lome time

at Maison Liban under the care of the best private
tutors the world had o ofter.

Cecilia was delighted, and she '.11*11]|l*-'5 herself ro
her lessons in the hope that she might impress Pierre
and make him notice her. She tound, to her surprise,
that the lessons were not only interesting, but came
quite naturally to her. This talent, combined with

her unique dreamy idealism, all but insured that she
stood our among the mages at the chantry, and Pierre
couldn't help but take interest in her training. He
attempted to reason with the girl and bring her back
down to earth, but she responded with an unshak-
able devotion that was both annoying and endearing
at the same time

Unforcunarely tor Pierre, he couldn't seem Ein et
Cecilia our of his mind, and she became somewhat of
to rationalize the

a distraction tor him. He triec
absurdity of it, telling himselt (quite accurately) that
she was roo young for him, too idealistic, too foolish
Still, he tound himself leaving his books ro seek her
out, and eventually broke an appointment with
Philippe de Marseilles to spend time in her company
This, he realized, was veering into dangerous terri
tory, and he resolved to send her away before the
siTUATION Erew any worse,

His initial arremprs o ger rid of Cecilia only
succeeded in hurting her feelings, and she shur her-
self in her room and refused o come out. Finally,
Pierre himself went to see her, and against his better
Al-

though Cecilia was sad to hear that he wished tosend

judgment, he confided his problems to her

her away, she was ecstatic to learn that he was

beginning to think about her. She agreed to leave ar
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once, though she secretly hoped thar he might tind
her absence too much to bear and eventually ask her
Lo return.

Since she didn't know where to go and had no
desire to return to her parents, she asked Pierre if
there was some chantry-relared matter thar she mighe
attend to. Pierre sent her to look for a copy of The
Ritual of the Red Sign, believing it to be a wild-goose
chase that would keep her out of trouble while he
attended to business. Little does he know that, un-
derneath her air-headed demeanor, Cecilia has a
kl‘.l.:]"l '|T1|ﬂl.i .'iTItI cViEDN kl.‘l!nt"'f il'l.TUltElﬂ'l, ill'll;.i ."i-I'H.;.' ]Ll:ﬁf
might manage to succeed where others have failed.

Image: Cecilia is certainly a pretty young thing,
iﬂ']l..l on TI:'“.' ‘.'rllrl.ul.i. L !'l-h'l." Il'H '|k_"| I.Iklf i | Ci..'l-l.l.t.']-.'hi.' C'Ii'll".','i.:l Lt
to have a good time. She has long, curly hair, a
complexion that always looks ranned, and a bright,
putleless smile. These factors, combined with her
preferred casual style of dress, often make her look
vounger than she is, and it isn't rare for her to be
mistaken for a teenager. All in all, Cecilia’s appear-
ance and expression give no indication that she's
really an inrellectual ar heart, and most people are
quite surprised to find the cool-headed logician un-
der that divzy exterior. If the truth were told, Cecilia
'||'|-'|-|III‘LI PT'H!"EII"I"!' say 'j:lill '.'l-hi‘.' klldnlt l:nuw th.‘ hi‘ld itin
her, either.

Roleplaying Hints: You've grown up very quickly
over the past few years, though on the outside you
don’t appear to have changed. Let everyone think

What A Comcmencel i

It is quite a coincidence if all three books
happen o be in the same place at the same time,
isn't it? After all of these years, Frarer Patriot,
Melissa and Jen all bring their books to the sleepy
little town that your chronicle tobesetin,
and everything goes to hell in a handbasket. Des
it seem kind of far-ferched? Maybe.

But consider that most people in the know
would agree that the signs all point to the same
thing: The End is coming. Although mages and
vampires have different names for it, it all
amounts to the same thing. If all three books
come together and the Ritual of the Red Sign is
completed, is that another sign that the end is
near, or is it a symbol of possible redemption and
salvation? As we all know, coincidences rarely
happen, and one possible theme for a chronicle |
is that the chiracters are pawns ina cosmic game
of strategy. If this is true, which side will win?
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that you're obsessed with silly, girlish things; you
know you're a woman now, and you've got a purpose.
You're determined to find that book and take it back
to Pierre and prove to him that you're worthy of his
ln-".'t,", and 'g,.'nll'“ STOP ar mi :Thil.’];_[ tomake that |‘L:'ip11'|.‘n-
If everyone underestimates you, then that means
[l'lu'lt ll'IE"r' “'H‘I'I.I I'Hi'!‘ilf.'.lll? €] “..'” YL li'I.IT'IL‘.‘.'u 500 WO E"'hl'lr'
into that image every chance you get.
Unfortunately, though you'd like to think of
vourself as ruthless, there’s still quite a lor of the
dreamer in you vet. You're a little too quick to trust
FE!‘FIL‘.‘, 'JI'I:b,l YLl 'i‘r";“lll.! f“]’]ﬁh‘il:r Il..“”i['l.].! |'|1..’l._:lr'|.li,'| b | Il:ll'l.i..fI
E"lll ﬂt"lﬂl.ll |I'|.l: COMSPITALY II. 1T W FU].IJ T Yo n._'|:n:u‘r Lid
i l:l]-i"l'ﬁ" H!- |hL" h“l.lli- 1f[:lll. \'n.'H“L! t"'l.’ dl i.l1"-'l!|l|;l|"‘|.t‘.
source of information, if only someone would see
past your image to the keen mind working inside,
Nature: Martyr
Demeanor: Bon Vivant
Age: 22
Physical: Strengeth 2, Dexteriry 2, Stamina 2
Social: Charisma 4, Manipulation 3, Appearance 3
Mental: Perception 3, Intelligence 3, Wits 3
Talents: Alertness 2, Awareness 2, Expression 2, Intu-
ition 4, Subterfuge 2
Skills: Ex Hjuetne # I.-.-;nd-:r-'-h:r- I, Rescarch 2, Survival |
Knowledges: Academics 2, Computer 1, Culture 3,
Enigmas 3, Investigation 1, Linguistics | (Latin), Mage
Lore 1, Occulr 2, Science |
Arete: 1
Spheres: Forces 2, Mind 1, Prime 2, Time |
Backgrounds: Avatar 5, Destiny 2, Resources 3
Willpower: 6

Sanne Marcrau, NepHanpus Hunter

Background: When Sabine was seven, her par-
ents were killed in an avalanche. Both avid hikers,
they left their daughter in the care of her uncle while
they scaled mountains and rappelled down sheer clift
faces, Their deaths came as a great shock to the
family as well as to the mountain-climbing commu-
nity, among which they were highly respected. The
bodies, unfortunately, were never tound. (Larer,
Sabine would wonder it perhaps her Nephandic rela-
tive had something to do with ir, but she never
asked. )

Luckily for Sabine, she was very close to her
uncle, and he agreed to take her in rather than send
her to an orphanage. She had always been close to
Uncle Jean-Paul, since he never spoke down to her
and would often tell the most interesting stories
when he put her to bed. In fact, though she never
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told anyone, he even sometimes did magic tricks tor
her. Sabine never could manage to figure out how he
did them, though she studied sleight-of-hand tor
TNany vyears

Sabine and her uncle lived together in a lodge,
and thev had many guests who came and went ar odd
hours. Some of them were very kind ro Sabine but
athers frightened her with their strange ways and
their burning eves. Sometimes they would corner her
and ask her strange questions, and she would answer
as her uncle taught her until they were tinally saris-
fied enough to go away. Evenrua

Iy, one of the guests,
a dwarf-like man with |'|1;r['u_'TIIL'|'| snecr, l*:IH!h'L! her
roo far, and she lashed our at him without knowing
The air around her cracked like a
whip, and he fell to the ground, screaming tor her
blood. Surely, he would have done something ter
rible to her if her uncle hadn't intervened

|:'|.,|'n' ~.|'.u did it

With the assistance of her uncle, Sabing learned
the secrets of magic and of the Hermetic Order. She
knew that these lessons were to be |-:t'|'lt secret, but
even more secret were the lessons that she had lace
at night, the lessons where she learned that the
Hermetics were all wrong, the lessons where she
learned the rruth. Sometimes, she worried because
the lessons taught her to think and Jdo bad things, but
she loved and trusted her uncle and so she did what
shie was told. Thus began her long spiral into the
darkness.

She was a |'rr-,||.|.|:_}_:'-. because her training ]‘1'_1_:.111 Al
such a voung age; Sabine quickly rose in the ranks of
both the Hermertic Order and the Nephandi. As her
uncle's right hand assistant, she often acted on his

behalf and therefore on the behalf of the Red Temple
asa whole. At first, she rook charge of the day-to-day
affairs around the Red Temple, arranging visits and
communications by the Nephandi and the occa
sional Hermertic, only allowing the latter to see what
she and her uncle wanted them to see. As she grew
older and her power developed, Jean-Faul included
her in some of his most secrer plans, and thus she
learned abour the CONEPracy id his designs for it

The plot was simple. Jean-Paul was a member of
the conspiracy and would gain power and informa.
tion through his participation. Yet, he wanted the
power of the Ritual of the Red Sign all to himselt,
rather than having to share it with a bunch of idiots
and religious types who saw it as a tool of salvation
ruther than one of destruction. It was Jean-Paul’s
goal to claim the ritual for himselt and his master,
;md |I1' ‘\l‘l-i."-. Il'..] Sabine to I'H.IL-L. 1 |'|:'|[*|'-.'I1. While he
worked from the inside, she would work from the
.-u[ﬂ..lu;, i an ertort to find ||!1l;. |'-- ...|._ .Ill-| take it AWHY
before anyone else learned of i

Thus began years of traveling for Sabine, where
she learned the finer points of hiding her Nephandic
pnature and gaining information about 4 mysterious
book trom LH'U.'-l”lIH.: subjects. lean=Paul It".i |'||;1 s
much information as he could, but largely she was an
her own. In her many years of travel, Sabine has
grown to }*.: quite '-|:_'||.-I|,,'1I.III|I, and now that -]U. has
rracked the tome down toa group of vampire hunters
in a small city, she is determined to retrieve it on her
own and present it to their master herself. True, it is
a l'!a_-tr;wu[ H lwr uncle, but if he knew the dark
designs in her heart, he would probably be just as
proud as he would be angry.

Image: Sabine is in her mid-40s, ver still very
attractive and physically fit for her age. At all times,
she plays the part of the sophisticated French tray
eler, roaming the world in search of new -Ili]lt‘- and
new cXperiences ['o this -'11-.|. she 15 ‘]"III"I-."L culri-
vated in manner, and impeccably groomed. Her
clothing, manner, and appearance in general all
seem to indicate success and good breeding. How
ever, if necessary, Sabine can get her hands dirty and
will do so in order to win the trust or admiration ol
her companions if she deems it necessary
Roleplaying Hints: You're tired of living under
vour uncle's thumb, and you're determined to do
SO tth;um {for '_.'-lur-u.il After all, you've spent
VEArs upon 1_.1.--.ar.-1|- ERTY what he wants you to, what he
thinks is right. What have you gotren from all of this
work? You have nothing to show for it, while Uncle
Jean-Paul takes all the credit when reporting back to
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IF Jean-Paur Fivns Ourt...

[f Jean-Paul Joreau léams of his niece’s
desire to steal the book for hesself, it's unlikely
that he'll stick his neck our or interfere. After
all, it she manages to get herself killed, it will
save him the effort of domng it himself. If she
manages to getaway with the book, he can take
it from her at his leisure. He's chosen to keep
tabs on her and mind his time. He is confident
that, though she may be more socially adepr
than he, he will win any magical bartle thar
they may have. Unfortunately for Sabine, he's
probably right.

vour masters. It's time to show them thar, even with
all of his magical abilities, his time is over. Now, it's
your time.

Bur tirst, you need to get the book, and in order
to do that, you must be very careful. For you, it isa
struggle between playing the part of a self-assured
Hermetic while still being accessible. Your goal is to
make the book come to you, and then quietly ».ll?wi]."'
pear with it before anyone in the conspiracy even
knows you've absconded with it. To this end, vou are
determined to make yourself as usetul as ]*u'-ulhh: Lo
any and all mages you run into. You're certain that
one of them can give you the lead you desire. If that
doesn't work, well, the man who has that book is
reportedly a vampire hunter. If you need ro find bait
for your trap, you will.

Nature: Conniver

Demeanor: Caregiver

Apge: 4)

Physical: Strength 2, Dexterity 3, Stamina 2

Social: Charisma 3, Manipularion 4, Appearance 3
Mental: Perception 4, Intelligence 2, Wits 3
Talents: Alertness 2, E.'-:}‘rn.‘ﬁr'-mn 3, Instruction 1, Intu-
iion 1, Subterfupe 4

Skills: Etiquette 2, Firearms 2

2, Leadership |

Knowledges: Cosmology 1, Culrure 2, Enigmas 2,

vestigation 3, Mage Lore 3, Vampire Lore 2, Occult 3

Arete: 3

Spheres: Entropy 3, Forces 3, Mind 2, Prime 2

Backgrounds: Mentor 5, Resources 3

Willpower: 7

WiLrLiam Revere, New Wort n ORDER
NounLE AGeN

Background: William has always been a scien-
at hearr. While the other kids in the

In-

rist

neighborhood were plaving stickball and tag, Will-
iam was building a telescope or designing a tree
house. A pale, sickly child devoted to science and
learning, William never quite fir in with the other
lﬂ.dm '.H'ld I]IL'1,-' tensed ]‘hll‘l'l tor it. & 'Htil_'r L'}Illl.!l'l.'r'l
might have become bitrer at the constant taunts and
shoves in the hallways at school, but not William.
He simply accepted ir as the price he paid for what
he knew ro be his burgeoning genius.

”L_L‘,h '~'|..'|11'-w| .1I'|.n.| 1..'I.'Ii|L'j..:l.' wWere |:Hj_ti.'l1. 1|'il;‘ ST,
with his days and nights filled with questions ol
scientific theory and laboratory practice, but in col
lege he was pleased ro find himself among others who
shared his fascination with how things worked. With
regard to science, William was alwavs JAk k-of-all
trades, never developing an interest in one particular
field or another, but instead fascinated with the
process of asking and answering questions and find-
INg a concrete solution to a ]"-T-.1|"'|1.'r|'|.

His sentor year, William was invited to present
his final paper about the development and potential
applications of the scientific process to all aspects of
civilization. The presentation was clearly a success,
for it atrracted a wealth of |11}" alters from various
think tanks, as well as an offer from the Technoc-
racy. The New World Order slowly took him under
its wing, ottering him more and more insight into the
nature of existence as his clearance level slowly rose.
William thrived under the circumstances, impress-
ing his superiors with his ability ro deduce what

might be happening in the higher levels of control
based on what was happening in his own office
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Above all, William was known for having an open
mind, secure in his belief that a scientific theory could
be found to explain any phenomena if only one looked
hard enough for it. Wich this philosophy in mind, he
was assigned to the Red Five project under the direc-
tion of Licutenant Geary Mandel. He jumped into his
studies with an open and eager mind, but what he found
wasn't entirely what he expected. He went into the
project expecting to find a scientific rationale for so-
called “psychic” abilities, but the creatures they
encountered through the project could not be ex-
plained away by science, no matter how hard he tried.

His disillusionment was written so clearly on his
face that anyone could read it, and Lieutenant Mandel
took a chance on William as a result, lerting him in
on the secret experiments that were l"lt‘II'l}__", conducred
at a handful of obscure Red Five camps. If William
would consent to take charge of the experimental
team at one of the camps, he might find the answers
he wanted. William knew thar if his parricipation
was ever made public, his life would likely be for-
feited, but once again he accepted the risk. After all,
it was the price he paid tor his science.

William spent many years at the Red Five facilivy,
offering captured Tradition mages freedom in exchange
for their willing participation in some of his research
studies. He learned much about the mechanics of magic
and is now one of the foremost experts on the subject.
Furthermore, he had the opportunity to examine other
categories of reality deviants, including a few vampires
and the occasional werewolf. He was less compassion-
are with these creatures, so determined was he to learn
more about the diseases they carried. He shared with
Murndel the belief that vampirism is a disease, and he is
determined to find a cure for it before the end.

William and Mandel have become rather glose
confidants in their vears together, and Mandel has told
William about the conspiracy and their efforts to cure
vampirism. Given that William has the more extensive
scientific background in the physiology of vampires
and the nature of magic out of the pair of them, they
both agreed dhat he would be an asset to anyone
artempting to enact the ritual, or as they would prefer
to call ir, “the rearment.” To this end, Mandel pulled
a few strings and had William reassigned to the ciry
where the book containing the ritual was rumored to be
found., William's task is to act as a consultant to the
conspiracy once its members have retrieved the book,
all while keeping the local Technocrats from learning
of his secret, and Mandel's.

Image: William is the stereotypical scientist, a
halding gent in his mid-50s who never seems to take

much time with his appearance. What little hair he
has is always mussed, largely due to his habit of
running his fingers through it when he's deep in
thought. He often wears his labcoat out in public,
mastly because he forgers to take it offt when he
leaves the lab, Whatever he's wearing, it is fre-
quently wrinkled and often spotred with crumbs
from his latest sandwich or stains from his most
recent cup of coffee. As a result of his unkempr
appearance, most people write him off as incompe-
tent. However, William often surprises them with
his keen powers of observation and insight. Regard-
less of his appearance, when he opens his mouth, it
is clear that he's no dummy.

Roleplaying Hints: For a Technocrar, you're
remarkably tolerant. This stems from your belief that
all things can be explained through science. This
belief helps you ro feel secure regardless of the situ-
ation or company. Although you certainly aren't
chummy with Tradition mages, you're interested in
them on a clinical level, and you realize that it's in
vour best interest to get along with them, You're
willing to set up a mutually beneficial arrangement
to get what you need.

Unfortunately, when it comes to dealing direct
with vampires, you're less adepr at hiding your true
feelings. You firmly believe that vampirism 1 a
disease, and parients who don't want to take their
medicine are not tolerated in your lab. You can't
help but talk down to them, and it often creates a
little too much tension for others to handle. As a
result, you tend to limit yourself to working with
other mages. However, you'll trade information with
anyone if the exchange is worthwhile. It's a sacrifice
vou're willing to make.

Nature: Visionary

Demeanor: Director

Age: 56

Physical: Strength 2, Dexterity 2, Stamina 2

Social: Charisma 2, Manipulation 4, Appearance .
Mental: Perception 4, Intelligence 5, Wits 4
Talents: Alertness 3, Instruction 3, Subterfuge 3
Skills: Firearms 2, Leadership 3, Research 4, Technol-
ogy 3

Knowledges: Computer 2, Enigmas 3, Investigation 1,
Mage Lore 3, Occult 2, Science 5

Arete: 3

Spheres: Life 3, Matter 2, Mind 3, Prime |
Backgrounds: Mentor 3, Resources 3

Willpower: 8

Crarmz Four: Conspanois
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GnnrianCanter, New WorRrtn Ornpen
e FCOMMUNICATIONS ERpERT

Background: Gillian's lite before college wasn't
particularly interesting or impressive. She was a
good student from a good family who got passably
good grades in school. She participated in sports and
cheerleading, though she never excelled at any of
them. Her early years weren't much to ralk abour.
She was popular and successful enough and that was
what mattered

Gillian had always had a dream of being a
newscaster on television, but when she graduated
high school, she realistically evaluated her chances.
She went to a good school, but not one of the best.
Her grades were pood, but not stellar. She wasn't
had looking, bur she was no beauty. All in all, she
might be able to make her dream happen, but she
concluded that she'd rather excel ar a difterent field
than be mediocre as a newscaster. So she decided
that if she didn't have a chance in front of the
camera, she'd run the scenes behind the camera.
Shew CIe oo |"'T'-"-;'|'.1.L'41.."l [ g scho || :II'|L| lI1‘|:|]h‘ h.mn..E
something she could sink her teeth into, She learned
the ins and outs of camera work, with all of the
derails abour sound and lighting and wiring. By the
time she graduated (in the top five percent of her
class), she was an expert ar the technological art of
broadcasting and relecommunications.

What she didn't know is thart the New World
Order kept tabs on all of the broadeasting schools,
often approaching one or two students to recruit for
their technological expertise. Thar year, she was one
of two students to be selected, and '-I'u.‘ felt <o tlat-
tered by the attention that she found herself saying

ves without quite realizing what she'd gotten herself
into. Sull, she had to admic thar the work she was
doing was interesting. Instead of monitoring a studio
all day, she was setting up new relecommunications
networks nearly every day. Sometimes, she'd work
within a particular location, and other times she'd
set up mobile units capable of following a targer and
r-_'-.:tr-.]in;__r their every move. She never knew much
about the targets tl'li."gr' chose or w|'11,' T|'u"_.' were cho
sen, but that wasn't her place anyway.

Still, being the low girl on the totem pole some-
times has its negatives. Whenever a senior officer
visited their operations, she was the one who was
always designated to act as the gofer and babysitter,
chauffeuring them around and making sure they gor
the information and contacts they needed. Although
she resented the time awav from her work, she did
her duty and kept her mouth shut. Unfortunarely,
this most recent visitor, a t|'|.|'-.j.|.”L":IL!L'I.] sclentist named
William Revere, has really overstaved his wel ime,
and Gillian is really vired of driving him around all
the rime.

Image: Gillian is the voung, earmest newcomer
who is very eager to prove herself. She always ap-
pears bright-eyed and bushy-tailed ar leasr five
minutes betore she's supposed to, with her simple
business suit, polished briefcase, and van full of
relecommunicarions gadgets all organized into bins
that are labeled in neat block letters. She's made
every effort to appear older and more responsible by
curtmg her IT-.III into a short, neat |:"H|‘. wearing
rasteful makeup and refined business suits. Still, she
really just looks like a kid wearing mom's clothes for
dress up. She looks like she'd be more at home in
jeans and a T-shirt.

Roleplaying Hints: You enjoy your job, and
you re very proud of vour excellent performance. In
fact, you never pass up o chance to show off vour
work. Bragging isn't your forte, but you just get so
excited when vou solve a new problem that you want
to share your excitement with others. You know thar
your coworkers often laugh at you, and you'd like to
take every opportunity to prove to them that you're
not a kid and you're not 1o be laughed at. You know
they respect you, but you don't think they respect
vou enough.

You're not all chat happy about being assigned to
help William during his research here. Frankly, you
don't understand what he's doing here anyway, since
he mostly seems to sit around and discuss theory all
day, or has you drive him around to meer wirh
random r't.'.nrl]::, or Jlﬁ'rlg'lrL'.Lrh tor all hours taking
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BrINGING IN THE BIG GLUYS

You may notice that we've refrained from pro-
vidingstatistics for the major players in the conspiracy.
While the Big Five (Ambrogino Giovanni, Jean-
Paul Joreau, Pierre de Calice, Dr. Emma Dodd, and
Geary Mandel) are all deeply involved in the con-
spiracy, perhaps more so than anyone else in the
World of Darkness, we've chosen to provide full
statistics for other characrers. Bur why!

The first reason is fairly simple. [t's no fun to play
in a chronicle where the Stwryteller characters do
everything and gee all the glory. These five charac-
ters are very powerful individuals, and if they show
up; relatively young or inexperienced characters will
likely be stuck bringing rthem coffee (or caffeinared
mortals) while they study the tomes. The point of
this book is to give you ideas of how your players
could become involved in such an earth-shaking
event, and we've tried to give vou Storveeller charac-
ters that will let your players become as involved as
they want to be.

Srill, isn't it logical that the big guys would show
up @5 soon as one of the tomes was found? Not
necessarily. Remember that, even though these are

long walks around the city. He says it helps him
think; you're just relieved he hasn't asked you to go
with him. Srtill, you're loyal to the Technocracy
without quite understanding what that means, and if
you somechow learned that he was doing something
he shouldn't, vou wouldn't hesitare to turn him in...
particularly it that means getting him our of your hair
so you can get back to your job.

MNature: Architect

Demeanor: Conformist

Age: 13

Physical: Strength 2, Dexterity 2, Stamina 2

central characters and the books are invaluable re-
sources, these five chamcters can't be everywhere at
once. If they tracked down every umored appearance
of a rome, they'd never spend any time actually getting
anything done. Furthermare, it's only logical toassume
that these five characters have their fingers in plenty of
plots and intrigues. Powerful people have lots of things
to do, and lots of enemies that they need w shield
against. That's why they need to delegare authority.
Srill, it's possible thar Cecilia might call on
Pierre de Calice, or that William Revere might drop
a line to his friend Mandel to tell him what's happen-
ing. If one of the players’ characters or Storyteller
characrers decided to call on one of the Big Five, they
might decide it's worth their while to make an ap-
pearance. Still, it would take them a while ro travel
to your city, particularly if they're Kindred and can’
reivel anly by night. You're more than welcome to
bring these characters into your chronicle if it suits
your purposes. The background informarion pro-
vided in the previous chapters should be enough o
help youfigure our whar makes the Big Five tick, even
though we haven't provided a full ser of seatistics.

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

Talents: Alertness 3, Athlerics 2, Brawl 1, Expression
2, Intuition 1, Streetwise 1, Subterfuge 2

Skills: Drive 1, Firearms 1, Research 1, Stealth 1,

Technology 4
Knowledges: Academics 3, Computer 3, Enigmas 2,
Investigation 3
Arete: 1
Spheres: Correspondence 1, Forces 2, Mind 2, Prime |
Backgrounds: Allies 3, Resources 2
Willpower: 6

Criamez Four: Conspmarmons

17




o

= e g
e o wi-L L P e

e oS

= .I-l._.- ._.|- -




CHANGING THE
WORLD
APOCALYPSE PLOTS

The Red Sign chronicle depends on one of the
most dangerous story elements possible in the World
of Darkness, an event that brings the world closer to
its own destruction — and why not! Many Storytell-
ers ambitiously start long-term chronicles, bur few
bring them to conclusion.

In most games, the characters take their time
exploring a world that seems to grow a lirtle b
larger in each story, one where the amount of
unfathomed supermnatural activity seems limitless,
That means they have a habit of wanting ro check in
on one more contact they haven't talked to for a
while, suggesting a trip back to thar city they left six
months ago, or finding yet another nefarious con-

spiracy that SUgEests another \tlt*]‘]m. In a book like
this, however, the resolution of the story brings us a
little bit closer to the end, not just of the chronicle,
but the end of everything

This type of plot usually leads up ro a Big Event,
usually one with far-reaching complications. It may
be the culmination of a much larger plot, or it may be
the resolution of a legend or prophecy. Extremists
use words like “destiny” and "fare” at these times
More free-willed individuals (like the players’ char-
acters) may rush to stop the event from happening,
or they may b |'um.'::r|.1:.-.~ O stop It in which case,
l‘ht“..' must deal with the COMsequences.

Although students of the occult may want to
analvze these occurrences in terms of whar they
know, the event is even more terrifying when its
cause or effect is unknown. That same sense ol lear
can motivate your players’ roleplaying as well. Jus
when they think we understand the workings ot the
supernatural world, just when we've adjusted to an
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existence we ance thought of as horrific, a shocking
occurrence forces us to examine the world all over
again. Consider that some of your players may have
become rather blasé about their characters feeding
off blood by now —or pe rhaps have had one firefight
roo many with secrer agenits in black suits— and that
may not be a bad thing, either.

WHAT HAS HAppENED

For the sake of this chapter, we need a term o
define this big event. Vampire players may want
some reference to Gehenna here, while Mage players
could try to work in Ascension. To find some neutral
ground, a better term might be “apocalypse plot.” By
examining the way they work in general, you (as the
Storyteller) will probably get more ideas about how
to run more specific apocalyptic events, like the one
defined The Red Sign. Such events have occurred in
the World of Darkness before, of course, and they
will happen again.

For instance, an excellent example of an apoca-
lypse plot comes from a Werewolf book called Rage
Across the Heavens. Scholars of the Garou know
that when two werewolves mate, their offspring is
sterile, cursed with original sin for the forbidden
union between their parents — the proper term for
that child is “metis.” Yet on the same night that a
new star appeared in the Umbral heavens, two metis
did indeed bear a child, fulfilling a prophecy that the
offspring would play a major role in the coming
Apocalypse. The birth of that child is an “apoca-
lypse” of sorts, since it confirms that in the Final
Nights, the unthinkable may become real.

That book furthered its apocalypse plot by set-
ting up many different factions to fight each other
over the child, presumably with the characters caught
in the middle. That's one way to incorporate the
information in this book, too. Although one or two
massive conspiracies seem to have a huge head-start
in learning the Ritual of the Red Sign, many smaller
groups contest with them, either directly or indi-
rectly. In both stories, the players have a chance 1o
decide whether to change sides or make a stand
against everyone, If they actually find a true copy of
the book — and not some viriated, derivative adap-
tation that doesn't actually contain the ritual —
they may need to defend themselves against these
factions, or choose one to join.

If you've been reading Vampire faithfully, you've
.1 ol l]!hﬂr ﬂFiJEHlvPEE PI“[E uﬂfﬂtd. ]ﬂ Timﬂ' ﬂi
Thin Blood, the existence of 14th- and 15th-gen-

eration vampires — the last generations of Caine's

childer — has been confirmed. It is unthinkable
that Cainite blood should be so diluted thar these
childer cannot Embrace other vampires in turn;
because that is “impossible,” it becomes less re-
markable that these thin-blooded vampires have
powers that have never been seen before. Some are
able to walk in daylight for brief periods of rime,
consume food, or even have visions of the horrors
that await us in the Final Nights.

The dominant approach in that book was o
personalize the horror involved, showing a larger
scope of events throughout encounters with specific
thin-blooded vampires. In the same way, the hig
turning point in this story is the creation of the first
Redeemed. The characters might be the first indi-
vidual she approaches, or they may be contracred to
hunt her down. Indeed, the Redeemed may actually
come from their own coterie. Whichever option you
Fﬂllrﬁlll!. Eﬂ{:ﬂl..lﬂtl..'fll.'lﬂ II:'II!'L FI".II"'q]I.I{'I'I'.I: !'I]L_Ijl'l.dl]:.l“"r' “Iki."‘._"'i
the story away from philosophical abstractions and
makes it personal,

One of the most grandiose Gehenna |‘|]|:T~.-. Wils
the awakening of the Ravnos Antediluvian. If you've
U.':il.."“l.l rl"l“[ P].iﬂ Elﬂmﬂ]‘lt, 'i:l‘!'i f-:;lll'l"" ]ll'i.i.‘l'h' Ihi:lT IEs
El."l'.IITHJ. evients ﬂl.;l:l.lrrt"l.Ji n Il'll...’ hﬂl..'.kﬂl".'l'l_lnd “'. WONLIT
chronicle. In India, the first of the Antediluvians
returned from millennia of torpor. Countless Ravnos,
answering the call of their mad progenitor, turmed on
cach other in a frenzy of destruction. Hundreds, if
not thousands, dir:d, r::-:]‘u:u:'milf after the “techno-
cratic” carpet bombing began. (You'll notice that
the word “Technocracy™ never appears in Time of
Thin Blood. This is to keep the serring events as
focused on Vampire as possible, though players of
other games are free to use the capital-T Technoe-
racy as movers and shakers in that story arc.)

ln fhﬂt E"E]Lll'[. l'l'l.l'." ﬂpﬂ-l:'ﬂ]""],'!ﬁt!‘ ],"I.Hlt Was Tnore l'I-I'. |
I"li.‘lLﬂ'.kﬁlL"lr'!p' that EH:{;UTTE'L! 11thi1’ld l'.hl.‘ SLETIES, ].L'i'l"u'll"l,.:
the Storyreller to figure our how to link it inro the
ongoing chronicle. Granted, the book you're hold-
ing now has more events and characters than you'd
choose to use at any one time — which means you'll
need to decide how many of the events described in
this bock are taking place in the background. Since
there isn't one overarching, official, canonical series
of events taking place (a concept we'll address a little
later on), you don't need to use all of it. Even when
you play on a cosmic scale, don't feel like you need to
describe evervthing going on. A little bit of plot
occurring in the background is a good thing... so
long as the characters can interact with the story in
some way.

Tit Reo Sin
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Mage players have gotten a taste of Ascension in
the revised edition of Mage and Manifesto: Trans-
missions from the Rogue Council. On a cosmic
scale, the narure of the spirit world is shifting, and it
doesn't work in the characters' favor. Places mages
could reach before are now gone, or ar least fading
away. On a more personal scale, that means mages
can't cross between worlds with the ease they used to
enjoy years ago. Manifesto offered theories (some
would say outright evidence) of precisely why the
Gauntler now has teeth, foreshadowing cosmic forces
that may be moving into the physical world as well.

In many stories players have told since the re-
lease of those books, powerful Tradition mages had
ideas and theories about why these events occurred.
It is an inevitable topic of discussion in any mage
cabal, since everyvone wanis to find the reasons and
how it will affect them here and now. Some of your
more political players may be familiar with the con-
cept of thinking globally and acting locally. The
motto here is, in the context of the story, is “think
cosmically, but show it personally.” As rumors of the
Red Sign spread, the plavers may be tempted to
interview many elders (vampiric, magical or other-
wise ) about their opinions and predictions. No matter
what broad, sweeping changes may be taking place
with reality, the story is more accessible if you dem-
onstrate those broad conceprs in a way thar characrers
can interact with them,

The Red Sign is the next book in this series,
According to early legends, it is impossible for a
vampire to escape the Curse of Caine. Other sources
claim thar such an event is inevitable, bur usually
posit a prophecy that it heralds the end of the world.
When the impossible becomes real, it is a sign that
reality is unraveling, and even more horrible events
— such as the retum of the Antediluvians to the
world — might be equally possible.

INVESTING IN THE GAME

By running this type of story, you're still making
an investment in a long-term chronicle. An apoca-
lypse plot isn't the type of tale you can tell in a few
evenings, unlike the first few stories you may have
told for Vampire or Mage. Telling the story of a
vampire's Embrace or mage’s Awakening must now
seem relatively simple, if you've been playing these
games for years. If you're going to show the world
going to hell, you might as well take your time.

The players are making an investment as well,
however. They're not just investing their rime; they
have an emotional investment in the STOTY as a

w
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whole, perhaps becoming rather attached to their
characters. The story loses its drama if you merely
tell them over and over that the world is ending. .
occasionally, you must show them. Maybe you've
already had to deal with the balancing act thar
resules. Push events too far, and the protagonists are
convinced that all is hopeless. They're powerless to
seize control of their own fate. How much worse can
things get!

If you never push at all, however (that is, push
the world a little closer to the brink of oblivion), the
characters may actually become comfortable with
their surroundings. Mages stay secluded in chantries,
lwr.ping their immediate nuighhurhuud free L1f5[|]1nr-
natural incursions. Vampires develop networks of
powerful contacts and influence, content to regard
feeding on blood as # mere inconvenience. No mat-
ter how often others try to draw them into
investigating the unknown, they may become apa-
thetic — unless they have a way to get involved in
the world in a pn‘ﬂhund and significant way.

Whether you're thinking of a Gehenna or As-
cension, a good apocalypse plot is one that is designed
with the players' character in mind. Mare weird shit
will happen in the shadows that they can ever fully
investigate, but you must occasionally give them a
way to interact with the most important of these
events, Don't just have an Antediluvian rise from
the Earth... let the characrers follow a trail of clues
that will lead them closer to the fallout of that event.
One of the most beautiful moments in a well-done
apocalypse plot is when you can see the players
mentally put the last piece of the puzzle in place and
realize what it means.

CHRONICLE
STRUCTURE

When leading into the stories (and fragments of
stories) presented in this book, the Storyteller really
has three major choices of how to approach a Red
Sign chronicle. Each presents its own particular type
of chronicle. We'll call the three variants:

® Unmasking the Conspiracy

e Achieving the Impossible, and

® Reacting to the Unthinkable

The tirst type of chronicle begins before the
Ritual of the Red Sign is performed successfully. It
presumes the ritual is going to be performed by
someone other than the players' characters. The
coteric begins by investigating one aspect of a
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“erimson conspiracy,” or perhaps they uncover a
rumor of a tome's existence. At some point, some-
one (hopefully one of the characrers) realizes what
'||'||;' |_|'II'|--‘I"'|[.|-.,"l|' |]| -|"1"'. Ty A |"||l."'|.'|.' .]“II';.":. [mist l]h‘."”-
decide whether o stop 1t |‘=n'fh-lrﬂ* based on the
opinions of their elders). Either way, they'll have
113 .|.[1.-.|.|1t54:_':_' 1! I:hu_-x; can hygure oot the ||;J|~.'uhm|-

behind this cabal, and unmask the conspiracy
The xr;.'--u.| type o |:I--[1u_|1 Lefs ourt Irom Ilu'
start toofer | h;_- ]15;11. ers C |1:1T;u tersa firsth .11‘.-.| -._'|]:'|IH =
to make sure the ritual succeeds. They THIL‘.h1 iry to
perform the ritual themselves (it they're mages),
E-ru,-u,-nr SO MeOnNe 1n I,lg;_'|[ COrerie os an initiace or I]I.L'
ritual (if they're vampires), or help someone who
wants to be the ritual's initiate (repardless of what
they are ). Orher conspiracies may be trying toac hieve
the same goal or desperately fighting ro stop them
E'||1[L'!'|r|_.l] .t]l!r."-, [I'-.'.1|‘1. II'!u,t ENeImics |'|'I.||".'L' rI"I{' SLOTY
maore complex, trustrating rhe characters etforts to
achieve the impossible

T|'.L ||||r-.| 1':.|~'.' of \|'-I-=-|||L le assumes that Ih!'

Ritual of the Red Sien has already been '|'L'r|.1'FII:I.I.‘1
(or that it's inevitable, and the characrers can only
react to it). Most of the events in this book are set
before the ritual takes place, but it s possible to run
a story that actually begins with the creation of the
Redeemed. The characters learn, either through firse-
hand testimony or the revelations of elders and
contacts, thar a vampire has become human. If you've
spent time building an elaborate background for your
chronicle, it's going to set other forces in motion
Before long, allies will rally around him, enemies will
try to destrov him, and other initiates will try to
follow him. Whatever city he is in, vampires and
mages are drawn I|L'|III - .11lx| the characters musi
decide how to react to the unthinkable

BeroRETHE RITUAIL

The temporal part of the story — whether the
chronicle begins before or after the event — is the
most important decision you'll make. Most of this
book assumes the ritual hasn't been pertormed yet,
hut beginning the story after it has succeeded (tor
better or worse) is another option, one that raises
many more issues. Unril the end of this chaprer, we'll
focus mainly on the first two options. The last one is
woarthy of a chronicle all its own; you might even run
it as a sequel 1o this one

SETTING Lp THE INTRODUCTION
Whether vour characters want the ritual to suc-
._'1'-_-._1 ol L|||: 1S, O COUrse, up to Ih:' p|.t1.'{'l:~. “H.‘ Mast
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LT Pt ant cu ||'|-"||.|.]L'ri-1T [T B '|.'|-'I'|.II.,'|'|. :-II"FII.HIE]"I Yol want
them to take, at least at the beginning. Setring the
characrers on a course of action can give your char-
acters a direction to advance the story. A coterie of
neonates might have a reason to help a humane
Salubri become mortal, or a chantry of Tremere
TTI!J:]“ be out to destray her and EVEryone h:.-lpmu
her. An amalgam of rogue Technocrats might like
the idea of the Masquerade being shartered when the
Red Sign ritual succeeds, or a Euthanatos mentor
might feel it would destroy the circle of life and death
and possibly all Creation. Your players may surprise
vou, however, by switching sides. They may start out
to destroy a culr of deviant visionaries in the begin-
ning and then find reasons to join them in the end,
The more morally ambiguous you make the ritual,
the richer your story will become,

AsseMBLING Your Cast

By now, you've seen plenty of Kindred, Cainites,
Traditionalists, technocrats, conspiracies, cabals, and
cults — no doubt you've been passing judgment on
which you like and which you don't care for. It's a
box of interchangeable puzzle picces; you must de-
cide which pieces 1o use and how you want to fir
them together. Mare precisely, you're going to take
a handful of these pieces and give them to the
players, one by one. They'll have to figure our how
they're put together until they realize the big picture.

SToRY Seen: REDLIGHT SURVEILL ANCE
For any chronicle with vampiric activity,
particularly one in which individuals are search-
ing for romes like the Red Sien, NWO
surveillance should begin as a fairly subtle in-
Huence on the story. It may begin with the
characters or other individuals feeling as though
they are being watched and then finding evi-
dence of surveillance devices nearby. Yet
because there's a bit of Enlightened procedure
involved, there's no guarantee that someone
withour Arete can figure out whar the high-
tech devices used by agents do, or where their
transmissions lead. Components of (alleged)
cameras and recording devices may slag them-
selves when they're tampered with, ora device's
purpose may be unfathomable afrer it's taken
apart. Wharever method your choose, the Tech-
nocracy (like stories about it) thrives on
paranoia. For groups thar like intrizue and con-
spiracy, consider using these techniques to add

=" o)

STtoRY Seen: FIrericoH1

The Templars have all the stealth training
one would expect from a special operations
group, along with Mind magic and a little bit of
Entropy to help them. While magical misdirec-
tion and a smoke grenade or flash-bang can
provide an excellent distraction to any apera-
tion, when guns go off and weapon fire heats
up, the Templars are rather unsubtle about
announcing their presence. This doesn’t mean
they patrol streets in camouflage while carry-
ing M16s (not usually, at any rate), bur when
Frater Patriot’s squad moves to take up a posi-
rion and seize an objective, they don't do it
haltway., For groups that like a lictle bhit of
combat, consider activating the story arc with
a Templar firefight.

It you're exceptionally prepared, vou could just
shake up the box and throw all the pieces down on the
floor. It's the hardest variant of the story to adjudicate
sensibly, but it gives the characters complete freedom,
They'll need to take copious notes about all the indi-
viduals they meet, but don't introduce them all oo
soon! A more complex story isn't necessarily a better
one; instead, this approach involves adding more detail
to the plot slowly and strategically.

Your players will no doubt discuss (in characrer
or out of character) whether or not the ritual is a
good rhing, Listen to them, Let them make up their
own opinions. If they start having doubts about
stopping the ritual, introduce one or two characters
who may help them in slowing it down. If they decide
SOMeOne “";Hlili 11]'.1!1;1.' it l"‘..l”t'.."lli"'!'!u' Lil.'?:n!."f'i-'i.l'lj." L=
tiate, give them leads on resources that will help
them fulfill che rituwal on their own.

DURING THE INVESTIGATION

For all the complexity in this book, there is one
plot you can always fall back on: Find the tome. The
more complex a story is, the more critical it is that
you have a fall-back position. You'll need it in case
you've thrown out too many supporting characters,
or the characters’ motivations have become too
ambiguous, or the players are simply overwhelmed
and confused.

THe McGurEFN
In one case, the driving plot device is known as
a McCrutfin. It's like the Maltese Falcon: Everyone

a lietle paranoia, Y wanits it and everyone is trying to get it. Who wants
it, why they want it, what they'll do together — these
SHORITELING




facrs all add texrure to the story, but ultimately, the
most important face at any given time is who's study-
ing that book. The next critical bit of informarion is
whart they'll do with ir, which should define for the
players whether they're going toside with that group,
defy it or strike ourt on their own.

At the start of the story, the question of who has
the book is rather simple. You have several choices
of which character to drop hints abour, depending
on what motivates your group: The Gangrel archae-
ologist, the Templars, Simon Keyes, and Alan Meroni
are all good examples. Here are four illustrations of
how to do this for various groups:

Camarilla Vampires: The prince of the city has
called a blood hunt against the Gangrel archaeolo-
gist, with a brief explanation that he's selling a rare
item without introducing himself ro the prince first.
This is a complete lie, however, since the prince
wants to take the book himself and make sure its
former owner is dead.

Tradition Mages: The characters are invited to
visit a chantry, Moments before they arrive inside,
flashes of semi-automatic weapon fire are visible in
the building's windows. Someone in the chantry was
trying to acquire a rare book, and vastly underesti-
mated the fanaticism of the people selling it. One of
the survivors of the fight, hiding nearby, later de-
scribes it as a book of “vampiric lore.” The buyer had
an unusual interest in vampires, acting almost as
though his own lite depended on it

Technocracy Mages: A rogue rechnocrat has
been observing a dangerous population of vampires.
Why he's doing this is a mystery, but as the story
begins, his agents kill a lone vampire. Basic investi-
ration reveals that the victim was a bookseller, and
he was on his WY [0 a COVErt mécnng with a poten-
rial buyer. The subject of the book was vampirism...
but why is the rechnocracy pursuing this agenda?
The truth is our there.

Sabbat Vampires: The Sword of Caine 1s set to
invade a city and it's looking for weaknesses betore
its members attack, The characters' pack has been
enlisted as a group of advance scouts who must
explore the city. They may be spies pretending to be
Camarilla vampires or T.hn:}' may rely on stealth (their
choice). While in the city's Barrens, they discover
thar the city's scourge has been abducting lone Cai-
tiff, Gangrel and other wanderers from the streets,
and one particularly onerous Gangrel escaped but

left behind this weird book. ...

w

Start it out simple, then consider this: At the
beginning of the story, the book contains the raw
information needed to attempt the ritual. Within a
matter of weeks, Alan Meroni will possess that infor-
mation. At that point, the story could shift to a
search for that Celestial Chorister (see the "Man-
hunt” sidebar).

SToRY Sren: MaNHUNT

Alan Meroni can be far maore acrive in a
story than a mere book passed from one faction
to the next. Regardless of which tomes are passed
around, they all need to be translated and inter-
preted. Meroni already has a head start. Forming
subplots around the McGuffin part of this plot
(find the tomes!) is fairly easy, but hunting
Meroni is far more complicated. The Storyteller
should ask himself each week (withour telling
anyone else) whom Meroni is going to try to
recritit next. The nexr question, then, is who is
rracking that character down!?

Like any human being, Meroni leaves a trail
of data behind him when he travels, so finding
him may simply be a matter of interviewing
witnesses (“have you seen this man larely?”),
checking itineraries, and so on. Mages have
plenty of Effects to aid them in this research,
from Virtual Adept data searches ro ephemeral
spirits that can track individuals to outright
mind manipulation of people who may have
seen him. Vampires not only have Disciplines
for observing others undisturbed, reading minds
and conditioning them, burt far-reaching Influ-
ences that can make any manhunt for the
Chaorister more interesting. Shurting down an
airport, sending in palice to an area where he
may be hiding, tracing his hnancial activity
through banks and ATMs are all typical strate-
gies. With enough Influence, all things are
possible.

Meroni, on the other hand, fully believes
that God is on his side. A little prayer can work
wonders, especially when coincidental magic is
involved. Once players learn the name of the
first mage to “translate” the tome, they may
throw resources into finding him. This can lead
to a type of plor called a “frustration game,” in.
which the characters chase sdmeone down and
he repeatedly escapes. If the early part of your
story bogs down in a round of “Who has the |
romes™ news of a sighting of the Chorister can
jumpstart it again.

T Rep Sicw
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Each person who studies that book for a suffi-
cient period of time is then another resource for
complering the ritual. Researching thar person re-
veals the character’s motives for wanting the book,
which leads back to the mortivation of whether o
work with her or stop her. The story becomes far
more interesting if you leak a lictle biv of knowledge
at a time that hints at what the book can do.

As part of the characters' research, you may want
to refer to the summaries we've provided about trans-
formations, Golconda, apotheosis and diablerie, since
some will specularve rthar those goals are mortivators.
You've no doubt noticed that there are many, lesser
works derived from the original Red Sign written in
the 15th century, Tracking them down (perhaps
using Investigation if the characters are stuck) gives
hints about the secrets held in the original book.
F.\'::I‘lttl:t”v, the characrers should learn the urigmul
book's real potential. This, of course, may happen
right before the ritual is atrempred or right after.

Before long, the playvers may decide that the
book (thar is, the knowledge within it) should be
destroyed so that no one else learns the ritual, or they
may want to seize it so nobody else claims it. If a
patron sent them out to retrieve the book, they may
want it so that no one else can use it. The book is just
a book, of course; the important thing is the knowl-
edge inside it. It's like a virus. The more people it
passes through (who have time to study it), the more
it “infects” the chronicle with potential.

This approach to the story can be as complex as
you want to make it. The book may pass through
many hands quickly or it may stay in hiding fora long
rime while the characrers do research. You may
introduce another major tome to the plot, like The
Yellow Sign or Ex Libris Necro, then let some of the
characters speculate about why that book is related
to this one. Or you may just let the players study The
Red Sign tor a time, and let them fend off other groups
that are after this knowledge. Ar the start of this
story, they'll be asking where the McGuffin is, but as
the story expands, they'll have a more complex story,
asking who knows what, and what they want to do.
This leads to two other rypes of stories,

THe Coterie PLo

To be perfectly honest, there are more charac-
ters in this book than you will pmbably want 1o use
in your story. {That has something ro do with our
fondness for free will, along with a bit of trust that
you'll want to customize the story for your players).
The more characters you add, of course, the more

confusing the plor will be. A different approach to
the story then, or a SI.1]I'!IP|I."HH:I'I[ to the last one, is
unraveling a vast conspiracy.

Think back to the first chapter of this book:
Three vampires have organited a conspiracy to seek
out the Ritual of the Red Sign. All of their associates
are linked into one big coterie chart (or several small
ones, depending on how you choose to break it up).
A group of characters could find a lead pointing to
any one character in that chart, and as long as they
have a reason to investigate, they'll realize the con-
nection that character has to others on that chart.

For vampires, the first lead can be as blatant as a
prince {or archbishop, or priest, or wharever) saying,
“Watch this guy, and find out who he's really work-
ing for." Some characters can use Obfuscare (or
Entropy) toshadow him, some will use Dominare (or
Mind) to read his mind, and others can just dedicare
ghouls, allies, retainers, or even Influence tw see
what he's doing. Before long, you can drop that hint
that he's looking for something (or if someone has
already learned the rirual, someone). Follow the trail
and you'll eventually find someone with one of the
books and figure out what he's doing.

The same principle applies to mages. We're in-
cluding some coterie charts, bur since they can be
tairly fluid (or entirely mutable), you can build your
own and pick a starting point. A Son of Ether with a
reputation ftor insanity works with a Tremere 1o
experiment with captured vampires. A rogue Tech-
nocrat observes the local vampires. A lone Euthanatos
has tipped us off that the vampires have a plan to
infiltrate mortal society. (Or if you like, just start off
with “What the fuck are those Templars doing!™) As
long as the characters have a reason o follow the
trail, you can unveil the coterie chart member by
member.

As an alternative, maybe someone really wants
to perform the ritual but doesn’t want to tip off the
characters as to why, He simply says, "Bring me the
book, it's dangerous, it can't fall into the wrong
hands” or “These guys have a book and | don't trust
them.” Start with a limited number of characters,
|:'l|'ﬂ'l|.-' connect-the-dots on the coterie chart, and let
the players research the relationships. Let them piece
together why this other group wants the book and
then, if you're entirely diabolical, wait until they ask
why their ally wants the book. By the time Templars
open fire, or lightning-fast Akashic Brothers assault
s0Mme poor neonates, or Anastasia starts preaching
about the end of the world, thm,— will realize its
significance is mounting. When they understand
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what purpose the book serves, the plor will become
arace. | hestory gers more interesting if there’s more
than one group racing after it, which leads to our
next .'1]:","TU'.IL I'l.

NewTONIAN DLoTs

Have you been playing Vampire or Mage for a
while! Then you know how entertaining the inter-
play of vastly different groups can be. Picture a pool
table. Each ball on the table is a different mage,
vampire or group. If the characters collide with one
agroup, they may force it to interact with another one,
and soon there's motion on the table. Someone'’s
poing to get knocked into a pocket eventually. Or
maybe it's more like an asteroid field: Each chunk of
rock is going to go in a particular direction until it
caroms off another one.

This model of story is a “Newronian plot.” The
mantra here (in case you're not a science geek) is
Newton's Third Law: An object in motion stays in
motion in a straight line at a constant speed unless
acted upon by an unbalanced force. Granred, indi-

viduals are more unpredicrable than chunks of rock,
but the same principle applies to drama in a limited
way. Someone's gonna do whar he's gonna do unril
someone gets in his way.

The group of characters is like the cue ball on our
table. You set up where everyone is then hand the
players the cue. They take their shot, then you take
ViMITS: Who's 2OINE o collide with the characters
next! If the players’ characters have the tome, or
know how to perform the ritual, the answer is: as
many groups as you want. If they haven't got the
book, they'll have competition from another group.
All points converge on who has the book until
someone learns the ritual and comes close to per-
forming it.

In the Newtonian version of this plot, there's an
idea thar makes this far more interesting: The Rirual
of the Red Sign is a communal ritual, so no one
individual can perform it alone. Several mages must
work together (particularly if you raised the degree of
difficulty as suggested in Chaprer Three), and they
need a vampire to stand in the center of the cer-

¥
ANOTHFR AppROACH: ENDING 1HE HERO §JOURNEY

The writings of Joseph Campbell have been
misinterpreted and abused countless rimes. Many
of his books, such as Hero With a Thousand Faces,
have provided insights and analysis into the struc-
wire of myth. By following the structure of the
archerypal “hero's journey,” many have tried to
recapture that mythic feel in modern works of
fiction. There's no guarantee you'll creare a myth
as end uring as the (:}ILI?ES'E"_F or lliad h',‘ using
Campbell's archerypal structure, but many dyed-
in-the-wool White Wolf gamers have given it the
best rry they can. If you know what we're talking
about, then the possibilities of a Red Sign chranicle
feed right into the possibilities of modern myth.

Many gamers are familiar with the seart of the
heroes' journey: The hero leaves the world he
knows to explore the unknown. Many chronicles
begin thar way; it's like the moment a sire's Em-
brace brings his childe into a World of Darkness,
outside of mortal society. Just as important is the
final stage of the journey, when the hero rerurns
to the world he knows, bringing the wisdom he's
learned with him.

Not every Vampire chronicle has a strong
ending, Many chronicles have launched over the
last 10 years, but not all of them have come toa
dramaric conclusion. If one of the characters in

your chronicle survives the Rirual of the Red
Sign, it's an ohvious way to bring a long-running
chronicle to an end.

Na doubt over countless nights, the protago-
nists of your chronicle have learned much abour
mortal society by dwelling outside it. They've
explored the darkest corners of their souls, and
hopefully learned 1o keep the Beasts Within them
in check. Just like Vampire characters (and writ-
ers, vicariously), Kindred have an unforrunate
tendency of occasionally waxing poetic about
how deeply they understand human sociery atrer
they've survived the Embrace — but thisstory arc
can put that wisdom ro the test.

The Ritual of the Red Sign can be the culmi-
nation of a long-term Vampire chronicle. Many
begin with the Embrace (or Creation Rire) of
each and every vampire in the coterie. If you've
been playing this game for years, you've no doubt
gone through this routine several times, develop-
ing the art of telling these preludes into a science.
Ending a chronicle by having a vampire return to
humanirty would bring the story full circle. In the
chronicle’s denouement, the “hero™ must deal
with the consequences of returning to the mortal
world, showing what he has learned from his
departure from mortal society.
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emony. For that matter, if yvou're playing with the

idea thar several books are needed, vampires will be
as well. Let
them chase the Gangrel archaeologise, if vou like, or
set up another group to protect him. The smalles

d, which

scrambling to obrain the other books

groups may form larger groups to succee
leads to more conflict

Then consider who's out o stop the ritual,
destroy the book or kill the vampire who's attempt
ing this. [t is possible that the story may conclude
without anyone performing the ritual. Maybe the
characrers themselves destroy it before anyone else
claims it, or mavbe they set forces in motion so that
Keyes' Technocracy cell ¢leans house. Perhaps the
prince s weakness tor the temptation of that book
sbat in-

distracrs him from the aforementioned Sa
vasion, and everyone suffers tor the prince's hubris
(or insanity, in case the treasured tome is The
Fo

Yol Siem )

e
There is no one official way to run this plot, on

permutations. This is a book that can rip entire
societies apart. Whar you do with it is up to vou. It's

vour world, to save or destroy as vou see fit.
Wonrse THAN Rures L awvensr

You have the potential here to save the world
or destroy it. The idea of a world-shaking event that

isn't defined for all playvers everywhere with an

outcome that isn't a given challenges a few
commonly held misconceptions about the World of
Darkness. It gives the characters absolure freedom,
illowing them to deviate from what's been pub
lished in books over the last decade. Some |"|.'|".'-L'r=~
will recoil in horror trom that very concepr. It's
worth spending a few moments preparing for this
eventuality and the pernicious variery of gamer who
"l!':l".'I-'“"'\. It.

If you've spent time playing storvrelling games,
vou've probably heard enough invective against
“rules lawyers" by now. They're the bane of any
artful Storvteller's existence, since they live to per
vert and abuse the rules for their own benefit and
amusement. Chapter Three, with its derails aboun
the Ritual of the Red Sign, offers some oprions that
can help you circumvent the designs of this perni-
cious gamer. Hell, if that's not enough, consider the
Golden Rule that's been touted since the first Vam-
pire rulebook appeared

When you're running an apocalypse plot, there's
another variety of lawyer to watch out for: the Famer
who insists on citing every element of backstory that's
ever been published. Some insist that every story must

pertain to the one true “canonical” version of the

STORYTELLING




World of Darkness; others on knowledge they've ac-
quired in out-of-print or irrelevant White Wolf books,
blurring the boundary between what they know and
what their characters know, or that what's assumed to be
rrue in Werewolf must also be true for Mage. While
there are countless varieries and variations of this
phenomenon, for the sake of discussion, we'll refer to
them all as background lawyers.

According to the Golden Rule of the Storyreller
Svstem, whenever the rules get in the way of the
story you tell, you (as the Storyteller) have the
freedom to alter or amend them as you see fit. Since
this is your story, you'll also need o invent people,
places, conspiracies, and even organizations to ad-
vance your plot. Maybe you need to puta Technocracy
stronghold in the center of Manhattan, or maybe in
your chronicle, the Sabbat (or Camarilla, or the
anarchs) has conquered your homerown. This book
introduces many more characters, and this time,
vou've got @ great deal of freedom in deciding where
to put them.

The background lawyer bristles at such devia-
tions from “canon.” In his mind, il someone or
something has been mentioned in passing in a book
somewhere, it must be true, and he insists that the
world around his character conform to his expecra-
tions. Invite the characters into a new city, and he'll
tell you the name of the vampire's prince, the loca-
tion of the largest Technocracy stronghold, and
where the werewolf caem is. Mention a supernatural
group the characters have never seen before, and
he'll give you a breakdown of their supernatural
powers and philosophy. He's got pithy descriprions
of every clan, Tradition, tribe, and seven other
groups you've never heard of, He is, in short, out to
prove he knows more about the background of the
warld than you do... and you're the Storyreller!

Granted, there's probably a good reason why the
background lawyer insists on showing off his knowl-
edge. For a start, if he's been buying every White
Wolf book he can get his hands on (bless his heart!),
then he's going to want to find a way to actually use
all his favorite birs of backstory. By reciting chaprer
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and verse, he's really giving you his expectations of
what he wants from the game — even if that means
his expectations differ from what you have planned.
In theory, Vampire and Mage are supposed to be
firmly entrenched in the horror genre. .. and nothing's
more horrific than the unknown. If he's read the
sourcebooks for l.‘\'l‘:l",-'thinj_.',. then the world is a de-
fined and comfortable place. For this story, you'll
have to manage background lawyers carefully.

If this idea seems a bit academic, then consider
what that means to an :-ll_"'I.H.:-'II"r'['I'!'I-I: plot. You're out to
challenge all those assumprtions, showing him some-
thing he's never seen before now. The ideas in this
hook are only a start. By unveiling the plots and
conspiracies in this book, you'll have the experience
to perform similar (and impossible) fears, In each
case, you'll have to maintain the Amazing Balancing
Act of Realism (mentioned earlier), showing just
enough to keep the world horrific, bur not pushing
hard enough to shatter the illusion of free will.

The background lawyer may seem like your natu-
ral enemy when you're running a chronicle like this.
He wants a documented record somewhere of how
this plot unfolds in print, and may even seize the
opportunity to buy that book and read ir later... or
evin worse, before the story is over (while citing
some rationale that he can separate player and char-
acter knowledge). Even if you don’t hunt him down
and kick him out of your chronicle, you're going to
have the tools you need from rhis book to construci
your own unique approach to this plot.

When running this story, you may have to gently
remind this individual that your chronicle is difter-
ent than some of the books that have been published.
This is pretty damn honest, considering the fact that
The Red Sign doesn't have one canonical plot, nor
should it. Save for a few events that jumpstare the
story, which you can use, amend, or reject as de-
scribed earlier, you're really ereating your version of
thﬂ' Wl'_"lrlljlf; lﬂf_‘.xﬂrﬂhlﬂ hElLIﬂ tl.'“"dl'ij t]l.‘.‘:!lrl“:th!“. '[.ULI
may even decide to begin the story “in the middle,”
after the ritual has been successfully performed. Even
if you're not, it never hurts ro plan ahead.

The Reo Sicy
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Forbidden Arcana

The Curse of Caine is a Biblical punishment, handed
down by God Himself Could it be true that a
conspiracy of Kindred and mages has found a way to
reverse its effects! As the world comes closer and closer
to Gehenna, might the Kindred escape their divine
fate! Or is it all part of some larger plan? As a title that
combines the themes of Mage and Vampire, The Red
Sign is a Lovecraftian revelation of ages-old horror. As
the Kindred discover a method to escape damnation, a
faction of mages aids them in their blasphemous quest.
Players can either join the conspiracy or oppose it — or
find themselves knowing entirely too much about it.

| he red sign includes:

® A new secrer sociery ro join or confront

® An opportunity to participate as characters from
Mage or Vampire

e New revelations to protect or exploit
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