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That

On the nighted eve of the grand
masked ball, a storm rages through
the streets of Florence that no one
breathing can see. Under the glow of
such a mercy, sanity grows in sickly
patchcs. Outside, something ululates
from a honeycombed multitude of
gnashing maws — when Carmen
asks my honest opinion on the table
settings for the upcoming festivity.

I groan. No one else in the room
reacts. \X/hy should thcy?

Carmen selects colors, pat-
terns, and other trifles. Then thcy
look up from the samples and
offer a smile only meant for me.
Not everyone can name their own
purgatory. My purgatory is named
Carmen Giovanni.

Carmen conducts business
in their silken bathrobe. Or is it a
smoking jncket? Everything Carmen
does, they perform with languid
grace and practiced casualness. We
stand in the study, at least I think so.
The details are all humming mists. [
see every past version of this ancient
room, as well as a few of the future,
all undulating on top of one another.
Someone was chained to the far wall
there and tortured with the Pear of
Anguish. Or will be.

Servants and assistants buzz
about the room. I barely see them.
They are all vibrating blurs of
quickly ﬁ)rgotten details. The living

Ve ati0ns in ﬂ\e Ng
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haunt me but faintly. They bring in

By Joshua Alan Doetsch

masks and costumes, many rejected,
some accepted. Carmen asks opin-
ions on live musical entertainment
and then says something tastefully
bawdy and the room quivers with
laughter. Everyone adores Carmen.
Unlike their ancestors and most

of their descendants, Carmen will
look a servant in the cye, use famil-
iar tones and given names. They are
charm incarnate.

With mock seriousness, Car-
men examines the guest list for the
masked ball. Slyly, they hold the list
so that I too can see. Thcy are fa-
miliar names, like the major arcana
of a demoniacal tarot. The Gardner,
the Mambo, the Gastronome, the
Weaver, the Perfumer, the Priest,
the Foreign Prince, and all the rest
will be in attendance.

“I've made some last-minute
additions to the guest list,” Car-
men says to a faceless assistant,
“over there on my desk.” These new
names, however, are unfamiliar to
me. Somcthing new.

Time passes. Someone trims
Carmen’s lustrous hair. It always
grows back to full length during
the day. It is at this moment that
a shrieking horror lurches into the
room, a thing that was recently, or
not so recently, a man. Translucent
skin chokes its bones. Vapor and

v
v

cctoplasm seep and fume from two
holes in its neck. Its mouth gapes in
a lamprey circle of teeth and suc-
tion. It chargcs toward Carmen.

I swing my sword. That is to
say, I swing the memory of an echo
of my sword. It is enough. The
wretch falls bisected and still. Nei-
ther Carmen nor the barber react.

Carmen looks over the food
menu, a subject far past their expe-
rience, but thcy have ptofessionnl
tasters to sample and describe in
exquisite detail. Carmen listens in
fascination to the recipe for cook-
ing an ortolan bird.

The preparations follow thus:
Capture the tiny bird and blind it
with a set of pincers. Place the ani-
mal in a cage tight f:nough to allow
no movement. Feed the creature a
diet of figs, grapes, and millet. In the
ever-dark of blindness, the bird will
eat until it swells four times its nor-
mal size. Drown the engorged crea-
ture in a snifter of‘Armagnnc. Pluck
the marinated corpse and roast it for
SiX to Cight minutes. Serve imme-
diately. The eater places the whole
bird inside their mouth, feet first,
all except the head, before biting
down. Traditionally the eater does
this while covering their face with a
napkin to hide their gluttony from
God. The teeth puncture the tiny
lungs and stomach, releasing packets



of hot brandy into the mouth. The
bird’s head falls into the napkin.

Carmen claps and laughs,
saying, “That! That is deliciously
wicked. I know just whom I will
entertain with that.”

I know whom they mean.
Whether that particular guest sub-
sists on the meat or on the cruelty, I
cannot say.

Carmen stands and stretches
like a cat. “I'm going downstairs for
a bath,” they say to the servants.
“Let us continue in ... two hours?”
Carmen adjusts their robe. “Were
you all pecking just now?” they say
with a raised eyebrow. Everyone
laughs. Everyone adores Carmen.

The scion of the Giovanni
walks out of the room, and I follow.
I always follow. We descend down
several stairways. The 1ight becomes
less bright, the spatial arrangements
less confusing. Everything is stone
down here. Little has changed.
What I see is closer to what is.

“Tell me,” Carmen says to me,
“do you think everyone will come
together and celebrate and truly
bond as one happy family?”

One such as I stands outside of
time. From that vantage, one such
as [ sees far away things, past and
future. Some might call this sooth-
saying, but it is a false gift. I can see
only distantly. I am nearly blind to
the immediate. When the End of
Days comes, there will be no Before
and no After. I will only see the
Now — that is to say, nothing.

I speak, and my voice pierces
the Shroud, and I say the words that
echo to me from far away: “There
is wrong done with the knife, and
though the gods smile, there are
those of the dead who will not let
old wounds heal.”

Carmen considers and chuck-
les. “Oh you, you are always so
dramatic.”

“Do you think Hel-Blar will
attend the revels?” I ask.

At this, for only a mayfly mo-
ment, Carmen shivers. There exist
few things in this world or in the
next that cause Carmen Giovanni
to shiver, and they grow fewer every
year. [ will feast on this tiny crumb
of enjoyment over the next several
sand grain months.

Down in the underground, the
shrill chiming of an clectronic bau-
ble profanes the ancient air with its
modernity. Carmen sighs and places
the glowing rectangle to their ear.

“Yes? Oh? On the contrary, that
is precisely what I want. [ want the
Ivory Tower there. Thf:y can’t resist
their curiosity, and their mere attend-
ance implies participation and com-
placency in the way things are. And
[ want them to see us. All of us. So
many of us! Hmm? No. No. They will
not be allowed in those chambers,
and that conveys the proper message
to them in ways words cannot. Yes.
Until then. Ciao-ciao.”

We pass many doors. Carmen
indulges a recreational moment to
open one particular door and look
inside. The room contains a rare
treasure: the last existing Brazen
Bull. It is a large, hollow statue
of the horned beast all in bronze.
Millenia ago, many a person was
locked inside, before a fire was lit
beneath the bronze belly. As the
victim roasted within, the ingenious
acoustics of the beast’s throat and
mouth converted the screams into
the bellows of an angry bull. All the
while, the flaring nostrils released
spicy plumes of incense smoke.

The bronze is now cool, but
I can hear the trumpeting call of
all the past victims. Carmen closes
their eyes and inhales, breathing in
the memory of the incense, absorb-
ing the powerful resonance and
saving it for what is to come.

The final door is of a dull metal
with no ornamentation. Though
heavy, it swings open without a
sound. The bare room has a domed
ceiling of marble and a deep bath.
Carmen disrobes, rcvcaling exqui-
site, pale flesh. They place on their
head a helmeted mask, the lacquered
skull of a great, horned beast. They
chant, first in Latin, then in Enochi-
an, and then in tongues developed in
the Underworld by no living speaker.
Soon thereafter, several servants
shamble in holding trays. The faces
of these servants I can see clearly.
Each tray contains a severed head,
cach well preserved.

As Carmen chants, the servants
drop the severed heads into the
bath. The liquid is clear, but it flows
with a slow, loathsome plasticity
and opalescence. Carmen’s words
reach a fevered crescendo. The now
drowned heads respond, opening
and closing their mouths in words
no one above the surface can hear.

Carmen removes the horned
mask, and a servant takes it. They
turn to me with a grin.

“Pcrhaps you spcak truth. Per-
haps wrong is done with the knife.
Then we must turn the landscape
until all is inversed, and the wrong
thing becomes right. I will com-
mune on this now.”

With that, Carmen steps into the
thick liquid, sinking down to the bot-
tom of the deep bath. The mouths of
the heads continue to open and close
in mute cadence. Carmen’s mouth
moves too, speaking back to the gory
chorus. Silently shouting, arching in
ecstasy, Carmen pulls the heads to
them, until vanishing beneath the
pickled orbs. Though there is much
churning below, the surface of the
shimmering fluid barely moves.

The stone domed ceiling van-
ishes, becoming a swirling, starless
sky. I gaze upward. [ abide. I always
abide.






Introduction

“Sincerely, I recommend staying the fuck away from Kindred who form these weird, close-knit cults.

Keep everyone at arm’s length.”
ry g

— Lia Milliner, Money Launderer

Cu]ts 1611d to gl‘(ll’ldCLlT.
Cu]ts 1611d to dﬁStTUCtiOH.

This book contains four stories centered on vampires

:md EhCiT CU.]ES, EhC pl’iCC OFthI’Zlyﬂ] llﬂd EhC bCﬂCFlES OF

faich. Trails of Ash and Bone presents you with distinct

stories introducing brutal hierarchies and the comfort of

bc]onging within a rc]igion.

Evcry story is different, but they're all about the

pains and pulls of faith for the undead.

Flesh Becomes Ash

The content in the following chapters of Trails of

Ash and Bone can be used straight from the book or

adapted for any other story of Vampire: The Masquerade.

.

Revelations in the Water That Is Not Water — In
this short fiction, we're introduced to the revolting
appetites of one Carmen Giovanni.

Introduction — Our bric‘f‘cxposurc to the boons and
banes of cults in Vampire: The Masqucradc.

The Wellspring — Our protagonists are sent to fetch
the Prince of Copenhagen’s childe in the forests of
Denmark, only for things to go horribly wrong.

The Family — A member of the Hecata clan in Atlantic
City has betrayed the family, and our protagonists are
responsible for discovering the leak of clan secrets.

Open Your Eyes — The Prince of Birminghﬂm has
fallen under the sway of a Golconda prophet and the
domain’s Kindred are revolting.

Old Wounds — In the historic domain of Florence,
a gathering of Hecata Kindred is disrupted when a
grisly murder takes place.

Loresheets and Ceremonies — This chapter contains
new Loresheets and Ceremonies for player characters
to choose, allowing them to connect their characters
to the Vampire’s lore and explore some of Oblivion’s

dethS.

Ready-Made Characters — Ten intriguing, involved
characters with backgrounds, ambitions, and traits
appear in this chapter, perfect for any Vampire: The
Masquerade story.






T'he
Wellspring

“For the outside world has nothing to offer, merely agony and pain.

Here is where true salvation lies. Here is where you will never be alone again. Here is home.”

— Jakob, leader of the Wellspring

The Wellspring is a five-chapter story with heavy focus on
humanity, desperation, and hope. The player characters
must determine the fate of seven mortals in a dire situ-
ation. In this story, the player characters dive deep into
human mentality at its worst, where physical and mental
torture is encouraged, and expressions of individualism
banned. Thcy encounter individuals of various ages and
stages in life, all affected by isolation to different dcgrccs,
and learn deep secrets with horrible consequences if re-
leased. But sometimes, from the depths of human despair
hope can unfold, as the members of the Wellspring may
show the coterie.

The player characters play a vital role in the Well-
spring, as they dig deeper and further into not only the
mechanics of cult existence but also the cultists’ stories.
In this story, the player characters must make difficule
choices as thcy dig dccp]y into the cult’s background. This
story challenges not only the vampires’ view on humanity
as a concept but also the characters’ own Humanity. Will
they free the Wellspring, or exploit its power?
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Introduction and
Storyteller Advice

The Wellspring centers on the concept of player freedom
and initiative. The Storyteller should encourage players to
investigate and discover the Wcllspring’s secrets accord-
ing to what interests them. Provide the story elements

to the playcrs, and lightly guidc them to mix and match
the picces. This story is deliberately non-linear, with a
toolbox approach to encounters. The best way to prepare
for this story is to read it beforehand, select scenes that
appeal, and keep others in mind for introducing based on
player actions.

The Wellspring takes place over a week, maximum,
and heavily focuses on player characters, SPCs, and the
dynamic of the cult, therefore the Storyteller should un-
derstand the cultists and their group to run the Wcllspring
successfully. Take time to read about the cultists and create
an idea of who they are before running the game. Adding
Storytcllcr—crcatcd cult members is an excellent idea, if the
Storyteller wishes to expand the game’s focus.



TRAILS OF ASH AND BONE

The following text providcs story hooks, playcr hand-
outs, dynamic characters, and an open plotlinc Discuss
with the players beforchand the themes they want to
cxplorc in the Wcllspring, and more ir)nportmntly7 discuss
any touchy or “forbidden” subjects, as the Wellspring can
dive into difficult human emotions and experiences. The
Storytcllcr should avoid material that might harm the
playcrs in any way. The Vampire: The Masqucradc core
book contains safcty guidelincs, and we recommend you
check them out.

Assist the playcrs in forming their group dynamic
and dctcrmining their characters’ relations with each
another. Characters can be from any sect or clan, as each
might rcspond to the situations the Wcﬂspring presents
in an interesting, distinct way.

Players required: 2—4

Duration: 6—10 hours

Prologue

He is dead. What was once a threat to your life — a bes-
tial creature, a rotten soul — now lies before you as noth-
ing more than a pile of ash drifting away on the wind, his
remnants escaping between the oak trees. Was this truly
all the feared vampire was? Was this it? Somchow, you
feel as if chis is only just the beginning and more awaits
behind the trees...

Why Are You Here?

Politikommisaer Gorm ofCopcnhagcn, a close ally to
the Prince and a respected member of the Kindred com-
munity, asks the coterie to investigate the whereabouts of
a powerful vampire known as Jakob, hiding within Rold
forest. Gorm wants the coterie to bring Jakob back safely,
as he’s the Prince’s childe. The Prince will not easily ac-
cept the final death of her childe.

Unfortunately, Jakob is now a degenerated wight.
Doubly unfortunately, the wight was powerful, and the
coterie wielded all their might to best him, and their con-
flict brought him to final death. The Wellspring begins
right after this battle occurs as the PCs stare down at the
ashes.

What's My Motivation?

Depending on the player characters’ clan and sect af-
filiation, their reason for Cmbarking on this mission could
come down to loyalty; promises of payment in the form

12

BUT MY CHRONICLE’S NOT SET IN
DENMARK...

This applies to all the stories in this book, and books
such as Chicago by Night and Let the Streets Run
Red, but if your chronicle is set in another domain,
just shift this tale to another location. Change Prince
Belinde to another vampire, make Jakob a player
character’s lost sire, and shift titles like “politikom-
miser” to “sheriff” or “inspector” We use Copen-
hagen as a local backdrop as it’s an intensely urban
environment not far removed from wide tracks of
countryside, including the forest in which this story
is set. You can easily move this tale to Washington
State, Stuttgart, or Rio de Janeiro, given their prox-
imity to great expanses of woodland.

of cash, territory, boons, or siring rights; or boons to be
collected down the line. If the characters are more mer-
cenary in nature, Politikommisaer Gorm may have hired
them to find evidence of the Prince’s feral childe so they
can mutually blackmail Prince Belinde of Copenhagen.

For a more humane coterie, more dceply entwined
with this plot, Jakob may have murdered one of their
loved ones since his descent into bccoming a Wight, or
pcrhaps one of their Touchstones was recruited into the
\X/cllspring, and thcy now seek to rescue them. Any num-
ber of reasons might lure them into the forest.

The following are reasons for a coterie to become
involved in this story:

WE OWE THE PRINCE A FAVOR /
WE WISH TO WIN THE PRINCE’S FAVOR

If the p]ayer characters are indebted to the Prince,
they're sent to find Jakob to repay the favor. This, and
wanting to prove themselves to the Prince, are good ways
for misaligned coteries comprising gangsters, supermod-
cls, artists, and stockbrokers to come together. The Prince
cares less about the coterie composition, bc]ieving most
will probably fall to Jakob in their attempt to retrieve
him.

POLITIKOMMISZAR GORM WANTS TO
BLACKMAIL THE PRINCE

If the player characters are mercenary, the politikom-
miszr (or another vampire) tells them about the infamous
vampire in the forest, and the rumor that they’re the
Prince’s misbegotten childe. Recovering the vampire with
a stake through their heart would prove to be a formida-

ble blackmail chip.



JAKOB RECRUITED / MURDERED A PLAYER
CHARACTER’S LOVED ONES

Jakob was an old vampire, and despite the edicts he
placed on his cultists, he left the forest semi-regularly to
hunt and enrich himself on fresh blood. The cult’s size is
so meager by the story’s start, that Jakob couldn’t sustain
himself on them as a herd, anyhow. In one of Jakob’s
forays into the city, he may have harmed a character close
to the protagonists, or even recruited them to his cult.
The trail leads back to the forest, and the politikommiszer
may become involved with an offer to add a reward if the
protagonists find the feral Nosferatu.

“l LOST MY LOVED ONE...”

If the player characters have roots in local mortal so-
ciety, and are known for investigating or handling strange
affairs, a mortal might approach with a faded photo of
one of the cultists, asking the protagonists to help look.

The Wellspring
Cultsts

Sharing the dim spotlight with the player characters in
this story come the cultists of the Wcllspring: all mortals
(to one dcgrcc or other), all in a dcspcratc situation, and
all acting to tug on the player characters’ desires, fears,
and Humanity. The Storyteller should get familiar wich
these characters ahead of the story and feel free to add
new ones. The Wellspring is a character-driven plot, so
adjust the characters to suit your story. Keep in mind that
any of these characters are interchangeable with con-
nections from the player characters’ pasts, or such SPCs
could be added to the congregation.

SOREN BROGA'ARD

Ever since Seren graduatcd from one OFCopenna—
gen’s most esteemed business schools, the pressure to
perform and excel from first his parents and later his wife
intensified. He formed a small yet successful business
with his childhood friend but in order to satisfy his wifc’s
monctary demands and grandiosc shopping habits, he
knew he had to take drastic measures. Unknown to his
partner and Family, he started laundcring money through
his business for a variety of criminal organizations. Just
as his p]:ms came togetncr and he could satisfy both his
fami]y, parents, and his economic quandarics, the po]icc
raided his business and found Cvcrything. Knowing he
couldn’t return to his Fami]y — let alone society — with-
out Facing judgcment and a prison sentence, he disap—

pcared.
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Through Seren’s new contacts in Denmark’s crimi-
nal environment he met Villy, who gave him temporary
sanctuary and a card that read “Need an escape? Call
this number.” Soren called and soon after, he joincd the
Wellspring.

The only people aware of Seren’s continued exist-
ence are members of the Wellspring, of which he’s been
a member for two years. As soon as Seren entered the
cult, he was elevated to the leading position under Jakob’s
guidance, much to Villy’s disdain. Seren is now Jakob's

Ol’lly ghoul.

Standard Dice Pools: Physical 4, Social 2, Mental 2
Secondary Attributes: Health 7, Willpower 4

Exceptional Dice Pools: Brawl 5; Animal Ken 3,
Intimidation 4, Leadership 4; Occult 4

Disciplines: Animalism 1

General Difficulties: 4/2

MARIA MONICAYJOGRGENSEN

When Maria was 19 years old, she travelled to
Denmark on a student visa and had no intention of
returning to her home country. Her father died when she
was young. Her mom fell into a dccp pit of alcoholism.
During her studies she met her eventual husband, and
within a year of knowing cach other, they married and
had twins. Maria’s husband was a]wnys possessive over
her, a possessiveness which slowly turned to anger and
violence if she did not do as he asked.

One night, after a vicious fight, Maria packed her
bclongings and left with her children, never to return.
She gained custody of both, but a loneliness followed her.
She had no friends in Denmark and the culture was still
fbrcign to her. One morning, while standing in line at
the welfare center, an elderly man behind Maria struck
up conversation. He told her he could see she struggled
and there was a way out. Next week, Maria and her two

children had their first meeting with Jakob.

Standard Dice Pools: Physical 2, Social 3, Mental 2
Secondary Attributes: Health 5, Willpower 5

Exceptional Dice Pools: Stealth 3, Survival 3; Aware-
ness 3, Medicine 3

General Difficulties: 3/2

ISABEL JORGENSEN

Entcring t}‘lC cu]t as W}‘lCﬂ S}'IC was FOU.T years Old has
IC{:I ISQ]Z)C],S memory OFthC outsidc WOT]d SCthtCTCd and
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fractured. She remembers cars and the little apartment
she used to stay in with her mother, and she misses the
chcrry loliipops she got at the dentist, but little more is
left of her memory. To many of the cultists’ annoyance,
Isabel’s presence means there’s rarcly a quiet moment.
Her only playmatc is her brother, and dcspite being his
twin, thcy could not be more different from each other.
Isabel often runs around the woods near the camp to
pick bugs from trees or sct traps for mice and birds. She
has a keen interest in crafting and building contraptions.
She often asks questions about her existence in the woods
and Why they don’t have a house with water like thcy
once had. Isabel is the cultist who shows the most fear
toward ]akob and he’s often the oniy one she listens to.

Standard Dice Pools: Physical 1, Social 2, Mental 1
Secondary Attributes: Health 4, Willpower 3
Exceptional Dice Pools: Survival 2; Technology 2

General Difficulties: 2/1

SIMON JORGENSEN

Opposite his rambunctious sister, Simén prcfcrs to
stay quiet, and can often be seen playing on his own with
a toy or reading a book. Simon lives most of his life in his
own mind, imagining things that could be beyond the
woods. Despite never talking about it, Simoén has vivid
memories about his past and knows that there is a life
outside of the cult, but he never dares raise the subject
with his mother or sister.

Simoén spcnds most of his time in his side of the cab-
in, finding new ways of hiding his books from Jakob, who
doesn’t permit Simon’s book—rcading. Simon has taught
himself how to read and has kcpt a diary covering the last
year of events in the camp.

Standard Dice Pools: Physical 1, Social 1, Mental 2
Secondary Attributes: Health 4, Willpower 3
Exceptional Dice Pools: Craft 2, Stealth 2; Subter-
fuge 5

General Difficulties: 2/1

VILLY FABRICIUS

Villy is the oldest member of the Wellspring in both
age and time spent in the cult. He was introduced to
the cult by a business partner, a gentleman by the name
“Jakob,” who was looking to create his own company.
Villy was reluctant. He had an established homelife
with a wife and children. While a part of him grew tired
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of the same cvcryday routine, he was comfortable with his
lot. Tt was his kernel of frustration that Jakob cultivated,
secding every one of their conversations with talk of how
Villy should find somewhere new and start over, with
freedom from the rat race, the familial grind, and the
constant disappointrncnt of parcnthood. Jakob needled
and needled, offcring Villy moncy, status within this new
company, and most importantly, a restart for his life. Vil-
iy evcntualiy buckled, agreeing to create the Wcllspring
with Jakob, believing it to be a form of organic farming
commune distant from the urban sprawi he was used to.
He gave up everything and placed all his trust in Jakob.

There came a time quite swiftly, of course, when Viily
realized cvcrything he was doing with the Wcllspring was
against common sense and ethical intclligcncc. He knew
the “cmployccs” at this startup were little more than
dcspcratc homeless and outcasts, and he was occupying a
joint 1cadcrship role for a bizarre pcrsonality cule. Most
importantly to Viily and his business-minded sensibili-
ties, there was no money to be made here. He exprcsscd
this all to Jakob in a frustrated outburst, only to be met
with threats against his farnily back in Copcnhagen in
response. He was to stay with the cult and shcphcrd them
whenever Jakob wasn’t around. If he failed, if he left the
woods, if he even ;1ttcmptcd to contact his farnily, thcy’d
die painfully.

Villy bowed before Jakob and took on stewardship
over the Wcllspring, but it took him over a decade to tru-
ly buy into the “hope” it was selling to its members. After
20 years in the cult, Viliy now takes up a background role,
and has been pushcd aside by newer and stronger mem-
bers. His disdain for bcing cast aside after many years
of service is apparent, and now Jakob’s gone, he doesn’t
know what his future holds.

Standard Dice Pools: Physical 2, Social 4, Mental 3
Secondary Attributes: Health 5, Willpower 6
Exceptional Dice Pools: Subterfuge 5; Survival 3

General Difficulties: 3/2

NATASHAVEJLSTRUP

When Natasha’s parents threw her out of their house
for hiding drugs in her mother’s jcwclry box, she had little
money to take care of herself and refused to seek help from
authorities. Determined to take care of herself despite her
16 years of age, she resorted to sex work and drug dealing to
make it through the dayr Her pimp would often providc her
with what she needed for survival, but during slow weeks
or if she was sick and couldn’t work, she had to survive with
what she had. When she was 20 kroner short of buying a
liter of milk and a loaf of bread, a woman with two children



offered to pay for what she needed. She offered Natasha a
pl:lce to sleep, although it would be under modest circum-
stances and a fair distance from the city. Natasha joined the
Wellspring, and to date, hasn’t left the forest.

Natasha is loyal to the structure of the \X/ellspring,
but less so to Jakob, within whom she identifies many of
the behaviors she associates with some of the terrible peo-
ple she met in Copenhagen. She appreciates the sanctuary
of the wilderness and the community of the family atmos-
phele7 but she finds herself asl{ing Villy lots of‘questions
whenever he returns from the city. She is lil{ely to latch
on to newcomers with all kinds of enquiries about life
loeyond the tree line.

Standard Dice Pools: Physical 2, Social 3, Mental 3
Secondary Attributes: Health 5, Willpower 6

Exceptional Dice Pools: Athletics 3, Survival 3;
Medicine 4

General Difficulties: 3/2

KATRINE'BRICATO,

Growing up to a life of wealth and decadence, Katrine
faced few difficulties in her childhood. Her parents were
rarely home and thus Katrine was left to her own devices
and decisions. She isn't sure when she met Jakob for the first
time, but she remembers him coming to her parent’s house
frequently throughout her tenth summer, and him showing
a keen interest in her. She was never allowed to listen in on
what Jakob and her father talked about, and she and her
mother were told to leave the room on many occasions.

Katrine was sure she was going to end up at a
boarding school by the time she turned 11, so it was to
her surprise that she discovered her mother packing her
bclongings. Katrine asked her mother what was going on,
and her mother, tears in her eyes, instructed Katrine that
it was time for her to go.

Despite Katrine’s protests and struggles, she was
placed in the back of a van and driven away. Seven years
after, Katrine still thinks back to that day, but she has
accepted her role as Jakob’s partner, and forced herself to
care for him despite his violent tendencies. With Jakob’s
final death, she falls into a despondent state. Jakob was all
she had, and as awful as he was, she doesn’t connect to her
fellow cultists on the same level.

Standard Dice Pools: Physical 3, Social 1, Mental 4

Secondary Attributes: Health 6, Willpower 5

Exceptional Dice Pools: Leadership 2, Persuasion 3,
Subterfuge 5

General Difficulties: 3/2
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|
CULTIST AGENCY

The Wellspring cultists work best if they’re more
than just set dressing and plot devices. These char-
acters all escaped (or were taken) from society for a
reason, and through exchanges with the player char-
acters they should express their desires, fears, and
reasons for wanting to remain isolated in the woods
over returning to friends and families back home.
For this story to function at any meaningful level,
these characters should perform useful tasks and act
as counsel for the protagonists, so emotional bonds
might form. Don't be afraid to tell a player about
how, after three nights of intense exchanges, one
of the Wellspring cultists has developed into their
character’s Touchstone, for instance.

|
OTHER CULTISITIS

The Storyteller is encouraged to add one or two
additional cultists to the Wellspring. One should have a
personal connection to one of the protagonists, such as
a relative who went missing years before, a kidnapped
Touchstone, or a ghoul who vanished one day. The other
should be a more distant connection of one of the other
player characters, such as someone with whom they
briefly worked in their breathing days, or someone they
remember seeing reported as missing on the news.

Building in these connections allows the player char-
acters to form a deeper attachment to the Wellspring’s
members.

The Wellspring Beliefs

The Wellspring’s been through around 30 members
hy the time the STOTY Starts, with only a handful of those
remaining. Some have passed in and out well before the
story starts, with several dying at a disappointed Jakob's
hands or fangs, and others fleeing never to be seen again.
The surviving cultists assume those people who run away
are absorbed back into the corrupt urban machine, but
the reality is Jakob hunts them down or, if they start
running their mouths about “the Nightwalker in the
woods,” Belinde or one of her kommiszxr’s swiftly silences
the hlahloing mortal.

Those who remain with the Wellspring do so due
to fear, a belief in Jakob and his “divine gifts,” or the
realization that a wilderness commune with its share of
hardships and torments is still preferahle to pointless toil
and anonymity in a city like Copenhagen. They’ve built
a self—sustaining life for themselves in the forest, hunt-
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ing rabbits and deer, growing crops, fishing, and eating
berries — when not engaging in cult rituals of celebration
and competition. Evcrything they do is in exaltation of
Jakob, who existed (before becoming a wight) for the adu-
lation he received.

Jakob's cult tenets are as follows:

GIVE THANKS TO THE LEADER FOR ALL
GOOD THINGS.

The cultists are led to believe their existence in the
wild wouldn't last without Jakob’s protection and infre-
quent b]cssings, in the form of vitae he bestows to them.
These are so infrequent, in fact, that only one cultist can
be considered a ghoul through repeated drinks.

SUSTAIN THE WELLSPRING WITH THE GIFTS
OF THE WILD AND OF JAKOB, REJECTING THE
CORRUPTION OF THE CITY.

Jakob tried on many occasions to form cults in cities,
but cities have distractions in the form of jobs, families,
friends, and an incessant bombardment of news. His
belief was that for the Wellspring to flourish, it needed to
divorce itself from civilization.

THE CITY AND ALL ITS INHABITANTS ARE
CORRUPT UNTIL THEY GIVE THEMSELVES TO
THE WELLSPRING.

“Giving themselves to the Wellspring” is a subjective
rule that Jakob and his followers have twisted depending
on the cult’s membership at any given time. When Jakob
was lucid, he would baptize new cultists with his own

vitae. At other points, to give oneself was to receive a

brand, have sex with a cultist in high standing, or take a
risky trip into the city to empty an account and goona
shopping spree for the cult (this latter one occurred on

several occasions when winters were hard or when crops

failed).

EVERY MEMBER OF THE WELLSPRING IS
EQUAL BENEATH THE LEADER AND THEIR
APPOINTED REPRESENTATIVE.

The cultists adhere to this rule, which obliges
them to share their dwc]lings, pcrsona] bclongings, and
thoughts, especially at Jakob’s demands. As many cultists
emerged from broken backgrounds, a forced equality has
given them a greater sense of fairness in life.

BREATHE, LOVE, LIVE, AND DIE FOR THE
WELLSPRING.

Putting the cult above all — and by the cult, this
means Jakob — is of utmost importance, and in some
respects, the biggest ask. The first three elements are
thcoretically simplc, Cxtolling the virtues ofliving life
and loving one another freely. To die for the Wellspring,
however, is a rule rarely tested. If abided, cultists should
be prepared to sacrifice their lives for one another, and
especially for the leader.

THE LEADER IS FOREVER, UNTIL A NEW
LEADER COMES. WAIT FOR THE NEXT
LEADER, NO MATTER WHAT.

This contradictory tenet was one Jakob put in place
in a moment of panic. He felt himself falling to the Beast
some years ago, but wanted to ensure none of his cultists




would abandon him if this occurred, or if he fell to
torpor. Before this story started, he made communication
with a childe of his, Maja, as again he felt the descent
calling.

THE LEADER MUST ALWAYS BE A
NIGHTWALKER.

Jakob was wary of one of his more headstrong cult-
ists usurping the \X/Cllspring while he slept, or an outsider
arriving and luring them away. By specifying the leader
must be a “Nightwalkcr,” he narrowed the chances ofany
such event taking place.

THE LEADER SELECTED YOU BECAUSE YOU
ARE SPECIAL.

Jakob felt empowering the cultists in this simple way
was an effective method of making them feel better about
leaving society behind.

NEVER DENY THE LEADER’S ROLE AS YOUR
SAVIOR.

To engender loyalty in his cultists, Jakob wanted it
petfectly clear that it was because of him that the cultists
were chosen, saved, and liberated. He kept vague exact-
ly what he was, actually encouraging conjecture among
the cultists in that regard, occasionally asking “What do
you think I am?” of his followers. He always sad he was
“a Nightwalker,” but when asked if that was the same as
being a vampire, he’d mock and humiliate the question’s
asker, making them feel small and stupid amid cheir
fellow cultists.

Follow the Leader

Though the story begins with Jakob’s destruction, we
providc his background in case the playcr characters are
interested in finding out more about the fallen cult leader
who also happcns to be the Prince OfCopcnhagcn’s chil-
de. His cultists know snatches of this information, which
Jakob was always proud to confess. Likewise, Maja and
the Prince (later in this story) may impart some of this if
the playcr characters seck context for Jakob’s actions.

JAKOB

Epitaph: Cult Leader

Quote: “Life is much better in a community. Come, let
me show you.”

Clan: Nosferatu

MORTAL DAYS: SOMETHING MORE

Born into poverty in post-Reformation Odense, it
took Jakob’s parents every krone of their meager sav-
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ings to send him to the local Latin school, with hopes
ofpushing him up from the ranks of serfdom in which
thcy languishcd. To Jakob, this was a godscnd: he craved
a chance to become more than an obscure peasant. He
rcquircd recognition and admiration.

Jakob was, sadly, never an cxccptional academic.
Sryrnicd in part due to his childhood of manual labor at a
shoemaker’s, were litcracy and numbers were far less im-
portant than a boy’s abiliry to stitch and cobble, but also
because of the school’s classists principlcs, he suffered dai-
ly at the school. He couldn’t afford private tutclage or the
variety of books the other students accessed. His teachers
were cruel, cspccially to one as lowborn as Jakob. Many
an afternoon was spcnd scrubbing desks or bcing locked
in the teacher’s cupboard for minor infractions, while his
classmates learned their lessons over his weeping for hclp.
"lhcy refused to establish a fricndship with him. To be
seen with Jakob was to be scum.

Jakob hated his circumstances, his teachers, and his
fellow pupils, but hated even more the knowlcdgc that he
had no way out. He adarnantly refused to return to the
shoemaker’s or tell his parents of his dire situation. He
felt forced to find another tcchniquc, if he was going to
succeed.

The young man broke into the schoolhouse one night
and porcd over teacher diaries, altered students’ work
with subtle errors, and dcstroycd parchmcnts cntircly.

If he was going to strugglc, everyone would strugglc. He
gathcrcd cnough pcrsonal information to blackmail the
staff and humiliate the pupils. He daubed anonymous
grafﬁti implicating teachers in scandals stolen from pri-
vate journals, wrote to the cathedral about the poor Latin
instruction bcing delivered at the school, and started
pushing himself as the one honest peasant in a field of
highborn miscreants. His rcchniqucs were dirty, but to
Jakob'’s mind, cornplctcly necessary. He wanted peoplc to
look up to him.

One of the schoolhouse teachers was an cldcrly man
named Holgcr. He was as unplcasant to Jakob as the rest,
but he posscsscd a vital element his fellow teachers did
not: a homicidal urge to protect his secrets. Holger’s clan-
destine love (actually a blood bond) for a woman named
Belinde was found one morning, scrawled in muck on the
classroom boards. Pages from his diaries had been copicd
verbatim and nailed to doors. Holger knew the perpetra-
tor as soon as he spottcd the smug Jakob, and took him to
the cellar, where students were rcgularly beaten. Holgcr
bcgan his bcating of the boy7 his fcrocity growing, and
looping a rope around Jakob’s neck, attemptcd to throttle
the life from him. It was sheer luck that allowed Jakob to
fall backward, pushing Holger to the ground, where his

hCIld Cr:lCl{Cd opcn on tl’lC stones.
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Jakob hid in the cellar for the
remainder of the day. Nobody came
looking for Holgcr, nobody came
looking for Jakob. In the evening,
when Jakob resolved to move the
loody7 sorncthing shifted behind one
of the cellar walls.

Belinde, of Clan Nosferatu,
awoke.

She irnrncdi:ltcly rccognizccl her
dead ghoul and was close to eviscer-
ating the young hoy when he stood
up straight and confessed “This man
tried to kill me, and I stopped him.”
Adrniring sorncthing in the simplicity
of Jakob’s statement, she went on to
listen to the student and rccognizcd his
inability to fit into society. She was visi-
loly monstrous, and ever on the outside,
looking in. Belinde saw potcntial in the
young student. He struggled against
advcrsity, much as she did. A spnrk of
what once felt like care and compassion
flared in her dusty heart.

Belinde approached Jakob,
promising him success outside soci-
ety’s constraints and away from the
cold judgrncnt of others. Soon after,
Jakob stopped caring about his school
and focused on serving Belinde. She
didnt give him any mcaningful tasks,
but just cnough to kccp him occu-
pied, clothed, and fed. For Jakob,
Belinde’s attention finally gave him
the sense of validation he sought SO
dcspcratcly. Her horrific appearance
never bothered him.

As Jakob convinced Belinde
of his worth, she elected to end his
mortal life, and restart it with the
Embrace. His trust in her made her
job that much casier. He didn’t resist
when she plungcd her fangs into his
neck, but the screaming started as he
fele his life ebb away.

A few nights after his 25th
birthday, Jakob joined the ranks of
the undead.

KINDRED NIGHTS:
TRUE MESSIAH

Even as a mortal, Jakob disliked
other people. So much so, he refused
to spend time with individuals of

“lesser intellect.” Swiftly, Belinde real-
ized her childe was — with the dubi-
ous benefit of undeath — loccorning
an ungracious prig. Her affection for
his plucl( and determination ebbed.

From the time of Embrace, his
Beast had significant control over
him. Jakob had an explosive temper-
ament that only worsened as years
went by, rcsulting in his attempting
to humiliate fledglings in court, so
he rnight receive greater recognition
than them, or dclivcring sadistic
treatment to mortals when denied his
wishes. When his plnns went awry,
he'd resort to physical attacks on
fellow Kindred, sometimes ambush-
ing and even rnurdcring his peers.
Evcntually, the Prince ordered him to
stay away from Elysia, since he would
create chaos every chance he found.
Jakob lacked the charisma to be a
rn:lnipul:lting herald and the diplo—
macy to represent his clan: he was
just a menace. It was only his sire who
prcvcntcd his destruction.

When Jakob put the flame to
another vampire’s haven, Belinde
told him he could no longer be a
part of Camarilla society. His crimes
had gone too far, and her protection
would extend over him no longcr.
Yet, his innate need for validation
devoured his self~worth. He knew he
had to find a following — even if he
had to force peoplc into his orbit.

Jakob was never religious in life
but observed how diligcntly kine
went to Worship to thank a god or
gods thcy could never know cruly
exist. He watched as war and money
tore families apart and peoplc died
in the name of rcligion and com-
munity, and that’s when he knew he
could create sorncthing locyond the
expectations of Kindred and kine
society. For years, he studied mortal
flock rncntality, what made them
believe in the unbelievable, what
made them give up their entire life
for one cause, until he knew he had
cnough information to create his own
rcligious movement. He didn’t want
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to love pcoplc based on their merits
but rather on their devotion to him.

Jakob's formed his first cule
at the end of the 16th century, and
it was a successful order until the
Malleus Maleficarum found popu-
larity in Scandinavia. He knew he
had to remain hidden lest he burn
at the stake. His disciplcs p:lticntly
awaited his return, but town officials
heard rumors of the cult’s existence.
Jakob watched as inquisitors drowned
people he saw as family in the Odense
stream, one by one, under the moon-
light. He did nothing to prevent it
and once more, the Beast chewed
at his heart. After this event, Jakob
entered a dcspair—induccd torpor. He
woke up in 1799, a year before he met
Maja, his eventual childe, and in a
succession ofattcrnpts over the com-
ing centuries, formed cult after cult
to sooth his frayed spirit. Each fell
apart as he raged and frightened them
into flceing, turned them against one
another, or consumed them.

[t was in 1975 he formed his
latest, and most successful cult, which
he called the “Wcllspring.” He chose
this name as he felt they represented
a fresh start, a source ofinspiration
for him, and hopefully, new life for all
his cultists. He realized he could no
longcr recruit members of his own,
as his lack ofHurnanity prcvcntcd
him from undcrstanding how to
succcssfully interact with mortals. He
obtained Villy through a combination
of bribes and threats, and cruclcly in-
troduced him to the ways of the cult.
From then on, the Wellspring steadily
grew. For years, Jakob remained in
the shadows of the cult, oloscrving
it from a distance and controlling it
first through Villy but later through
Soren, and with the cult’s successful
growth, his Humanity showed signs
ofreturning. He'd selected a cadre
of outsiders, just like him, and it was
Jakob’s genuine belief that the “Well-
spring” could give them purpose and
strcngth7 while sustaining his need
for validation.



|
SO HUNGRY...

In this story, it’s advised the characters begin at Hun-
ger 1 and add two Hunger levels per member of
the coterie between each character. Whether the
players want one character to have Hunger 2 and
another 4, or one vampire to have none and another
to have 5 is up to them. Hunger plays a crucial part in
this story, so it starts higher than it normally might.

And then his sire reached out to him for the first
time in decades, and the Beast took over. Always pre-
cariously on the cdge of descent, ]akob’s fury took over,
and he could resist the transformation into a Wight no
more. The playcr characters encounter him after he’s well
and truly fallen into the lowest state of‘vampiric bcing7
his last act ofrntion:dity bcing to remove himself from
his mortal followers so that when the Beast took him, he
didn't immcdiatcly rip them to pieces.

Chapter One:
Behind the Trees

The player characters reccive a phone call only minutes
after they destroy Jakob. Gorm calls the group to make
sure Cvcrything has gone to plan. This is where the Story-
teller should state the following (and adjust as necessary
for the group):

You were tasked with recurning Prince Belinde’s errant
childe — a vampire named Jakob — to the court of Copenhagen.
You hadn’t been given much information as to why, beyond
his acting in an unstable manner outside the domain, but the
instruction itself was clear: paralyze and bring him in.

Unfortunately, staking the vampire was an impossibility.
Jakob was too feral, too ferocious, for you to pin down, mentally
subjugate, and least of all stake. You fought for your unlives,
and the end result was Jakob as a smear of grease and ash on
the forest floor, and each of you starving but standing.

Now the politikommiscer, Gorm of the Banu Hagqim, calls
you on your one-use burner phone to ask for an update. You’re
covered in Jakob’s vitae and ash, sranding in the woods, in the
early hours of the morning, too far from the roadside to get
back to civilization in time for the dawn. Gorm asks again:
“What happened?”

The coterie must decide: Do they lie about killing
Jakob and risk getting caught when they return emp-
ty-handed; or do they tell Gorm the truth and find the
city’s hounds at their backs?
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N
THE PHONE BLACKOUT LAW

The Camarilla has a blackout rule on the use of
phones in Denmark after a number of prominent
Kindred found their calls traced and their havens de-
stroyed in short order. Eight Kindred have now been
assassinated, with the belief being the phones led at-
tackers to them. The running theory is a segment of
the Second Inquisition analyze every call for words
such as “clan,” “blood,” “vitae,” “prince,” and the like,
but nobody knows for sure.

” o«

Prince Belinde and her kommisaers expect all busi-
ness to be conducted in person, via dead drops and
encrypted letters, through graffiti tags, and, when
extremely necessary, using ghouls as messengers.
Belinde expects vampires to control their business,
and she maintains the ethos of “We're eternal be-
ings, so if your news can’t wait until Elysium, learn to
practice a little patience.”

The fact the coterie were given two phones for this
assignment is unusual and emphasizes the importance
of the vampire they were sent to capture. They have
been instructed to make no outgoing calls with the
phones (they have no credit on them), and to only ex-
pect calls from Gorm. The coterie are told that after a
call, the coterie should destroy the SIM card.

To convince Gorm of the lie, they must make a
successful Manipulation + Subterfuge roll (Difficuley 4).
Feel free to come up with your own responses in your
role as the politikommisxr, or use the cxnmplcs below for
inspiration:

LYING TO GORM

“Good. The Prince wants the childe back before sunrise, so
I expect you here well before that — with an unharmed Jakob,
of course.”

TELLING THE TRUTH

“.. You did what?! Oh, this is bad. This is bad. You are
aware this is the Prince’s childe, right? There will be hell to pay
ifyou return now. You must stay out (gf'sigllr until 1 ’L'Cfigurcd
this shit out. Stay in the woods until I call you. I'll call you on
your second phone. Destroy the first one. You know the phone
blackout law.”

[ Saw It All

The coterie is deep within Rold forest, one of the
largest forests in Denmark spanning 30 square miles of
hundred-year-old trees, moss clad rocks, and springs of
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shirnrncring water. While tourists use half of the forest,
with it bordcring the gnrdcns for three different opulcnt
estates, a part of the forest remains largcly unvisited and
almost irnpossihlc to navigate. Here, thick gnarly bushes
and trees rcplacc beautiful giadcs and beds of flowers.
Oak and pine trees stand tall cvcrywhcrc the coterie
looks, rnaking navigation difficult, while the thickness of
the forest makes sunlight scarce and even absent in some
areas. This is where Gorm’s associates droppcd the coterie
off, and given a direction to head in, in order to find the
errant Jakob. They walked at least two hours before thcy
stumbled upon Jakob and are now dccp within the forest.

Within the trees, after leaving the site of Jakob’s de-
struction, the playcr characters spy a couplc of makeshift
wooden huts in a glndc. Ifthcy approach, thcy must make
a successful Wits + Survival (Difﬁculty 4) to spot a trap
in front of them. It is a deep hole the Wellspring set up,
covered hy brittle twigs and leaves. Ifthcy succeed, thcy
can continue around it, if not, thcy fall into the hole and
take 1 Superficial Health damage from the impact.

Whether or not the trap is triggcrcd, the head of a
child pops out from one of the bushes. This is Isabel, who
saw the entire ﬁght while hiding from both the pi:lycr
characters and Jakob. She is wearing what looks like a
roughly sewn dress made from a light blue bed cover,
with a knitted belt around her waist. Her hair hangs
down to her waist with one side tucked behind her ear.
She emerges from her hiding placc, holding a stick in one
hand, and looks at the coterie in fearful awe. She then
turns around and sprints away as quickly as her body can
carry her across the rough terrain.

In order to chase her down, the playcr characters
must make a successful Dexterity + Athletics roll (Diffi-
culty 2). Ifthcy reach her, she turns to them and says she
saw what they did. She asks if the PC is “one of them.” If
thcy do not reach her, the next time thcy encounter the
giri is at the cult’s encampment.

The playcr characters must decide how to handle the
giiri7 ifthcy catch up to her. She watched them fighting
Jakob in rapt amazement, and from familiarity with the
cult leader and now witnessing the protagonists, she’s
drawing comparisons between the two. She’s partialiy
aware of what vampires are (though she and the other
cultists name them “Nightwalkers” as Jakob always felt
“vampires” sounded unappealing and “Kindred” too low
impact). She also knows from Jakob some of what vam-
pires can do. The coterie rnight ask her foliowing ques-
tions. Feel free to alter the answers, or use the foliowing
cxamplcs:

WHAT ARE YOU DOING HERE?

“What do you mean? live here. My family lives back
there.”
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HOW MUCH OF WHAT JUST HAPPENED DID
YOU SEE?

“Everyching. I did look at a caterpillar on the ground for a

»

while though...

WHO IS YOUR FAMILY?

“Hm ... my mama and brother and all the rest of the
members. We are seven in total, I think.”

WHAT DO YOU MEAN BY “ONE OF THEM?”
“Nightwalkers. You are Nightwalkers. The prophecy taught
us that one night, after a great battle, we would receive a new
leader. Didn’t know it would be more than one though ... but I
never really listened to those stories when Seren read them for

»

us.

If the coterie asks her if she knows a way out, she
acts with genuine confusion, since she can scnrccly
remember life outside the forest. She tells the player char-
acters she isn’t allowed to leave the Wellspring, since the
outside world is full of monsters who only want to hurt
her. If the player characters want to dig deeper into what
Isabel means, they must make a successful Intelligence +
Insight (Difticulty 2), as she is clearly uncomfortable in
the situation. If they succeed, she tells them she knows
there is an outside world, but her and her family are the
few chosen ones who must stay in the forest and wait for
the ascension. As she informs the coterie, it sounds like
she is rcading from a scripe, or as if she has uttered those
words thousands of times before.

If the coterie does not ask her to lead them to the
cult, she invites them with the words:

“I know you need blood and to stay away from the
sun, or else you'll turn into a pile of dust just like Jakob.
Mama told me herself. We have houses ... and food. You
don’t have to stay for long, I promise.”

If the player characters agree, she leads them through
the forest, around several more primitive traps, and closer
to the cabins they spotted earlier, until they find them-
selves in the middle of the cule site.

Obstacles in the Way of Departure

The Storyteller shouldn’t block the player characters
from leaving the, though they should advise the players
that the possibilities of a mortal cult are intriguing on
one hand — as a potential resource for information on
the Prince, as a potential herd, or stock of retainers —
but a breathing Masquerade breach on the other. Unless
the player characters hold title as hounds, kommiszrs, or
similar, it’s not their responsibility to tidy up breaches
where they occur, but that doesn’t mean the responsi-
bility doesn’t transfer to them when they discover the
Wellspring.



Isabel can innoccntly entice
them into investigating further with

the following:

FOR POLITICALLY-MINDED
KINDRED...

Isabel reveals that the leader
once told them all about his mother
(the Prince) and used to whisper
secrets about Copenhagen into the
cultists’ ears, or otherwise mutter in-
cessantly about them. Saying this may
entice politically-minded Kindred to
find out what the cultists know, as
thcy may be able to use it against the
Prince or obtain blackmail material
on other Kindred and ghouls with
whom the characters have rivalries.
For this, it’s worthwhile examining
any such 1'Clationships the p]aycr
characters have already formed.

FOR THE ESOTERICALLY-
INCLINED...

Isabel explains how Jakob was
able to make everyone in the woods
love him and follow him through
good seasons and bad, and she never
worked out how. She describes him as
“a magician” but when pressed, says
she once saw him blot the sun out.
The truth is: Jakob had the benefit
of a blood bond and was able to
anticipate a solar eclipse one time
— but talk of his deeds may compel
esoterically-minded vampires into
digging into the cult. The Storyteller
is welcome to add a low-level blood
ritual from Cults of the Blood Gods,
written up and buried away beneath
one of the cabins.

FOR THE
HUMANITARIAN VAMPIRE...
Isabel describes the challenging
but content way of life that exists for
the cultists out here, in the wild. She
says they relied on Jakob to do most
of the hunting for them, and this has
led to most of them being hungry
indeed. For humanitarians among
the coterie, the cultists’ plight might
seem dire, but their stubborn refusal
to depart the forest should pose a
challenge. The Storyteller is encour-
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INFORM GORM

The protagonists may feel their best course is to tell Gorm about this
group of kine who know about “Nightwalkers,” or if their Convictions
allow it, murder the herd into silence. This is tricky, giving the coterie’s
single permitted phone call. If they do somehow contact Gorm, his anger
for being called aside, he tells them to stay where they are, discover what
these mortals know, and keep a lid on things for now. On one hand, it’s
easy to murder mortals and bury them in the woods, but if others know
about them, there could be a dangerous ripple effect (and if there is, it’s
up to the Storyteller to determine the outcome of this variable) following

a mass murder.

The player characters may expect a reward if they deal with this Masquer-
ade breach swiftly. Prince Belinde shows gratitude if they murder each of
the mortals in the cult, but the moral cost to killing largely defenseless
adults and children should be high, and killing kids earns the vampires a foul

reputation in the city Elysium.

aged to remind the players that if the
cult is abandoned, and they all die

or even one of them makes it back to
civilization and describes the player
characters, it could prove trouble-
some.

FOR THE VAMPIRE
LOOKING TO EXPAND
THEIR INFLUENCE, HERD,
OR RETAINERS...

Isabel emphasizes the duty
that each member of the Wellspring
feels toward “the leader.” She can
half-heartedly recite some of the
cult’s tenets (sce p. 24), to encourage
any of the player character with a
mind to expanding their assembly
of retainers to take advantage of this
fallow cult.

FOR THE PERSONAL
CONNECTION...

Isabel might namedrop a cultist
with whom one of the player char-
acters was close. How this cultist is
presented depends on the Storytell-
er’s wishes, but a Wﬂ]ing or content
cultist is a far different motivator
than an intimidated or tortured one.
Undoubtedly, Jakob has brainwashed
and tormented every member of the
Wellspring at some point, but how
the player character reacts when
meeting up with an old acquaintance
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is an opening for ongoing drama and
struggle.

Screw This

If the player characters insist on
br:lving the wild and ﬁnding their
way back to the road, the following
challenges might await:

«  The woods are a mass of diffi-
culty-to-navigate forest terrain
and primitive traps. The player
characters must make Wits +
Survival rolls (Difficulty 3) to
bypass these with any case.

+  'The player characters find
themselves turned around, as
they didn’t pass through boggy
marshland on the way to find
Jakob. Navigating the waist-deep
water requires a Stamina + Sur-
vival roll (Difficulty 4), at risk of
losing personal belongings, from
wallets to weapons and shoes to
mobile phones.

+  The dawn approaches. It took
at least an hour to drive to the
forest and two hours of picking
through the trees to find Jakob.
It’s close to midnight when
Jakob falls, providing little time
to get out of the forest, find a
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car, and drive home in time to
avoid the sun.

+ To compound matters, one of
Jakob’s victims has been discov-
ered near the forest’s outskirts,
with police currently surveying
the scene. These cops know
nothing about the vampire or his
cult, and suspect a wild animal
attack, but they may find the
sight of several people clamber-
ing out of the wilderness worthy
of question.

Where Home Lies

Isabel leads the coterie into the
middle of the giade. Around the gladc
stand four cabins made from mate-
rials of the surrounding forest. All of
them are without windows, and with
a clear lack ofpropcr insulation and
modern facilities like plumbing and
clcctricity.

Near the cabins, the crackling of
a slow fire is the one of few distinct
sounds, aside from the chirping of
insects in the grass and birds caliing
nc:lrby. A thick wall of trees and
bushes surrounds the gladc, making
the site feel even more isolated. A
successful Intciligcncc + Awareness
roll (Difficulty 2) reveals a small
wooden box around the size of a
grown man isolated from the rest of
the huts, chged between two trees,
with a round symbol cngravcd into
it at head hcight. This same symbol
repeats on cvcrything from doors to
stools sat around the ﬁrcpiacc. The
playcr characters now have several
options for what thcy can do.

Give the playcrs time to dis-
cuss their plan of action. Let them
investigate and discover at their
own pace, and make sure to cxplain
how isolated and othcrworldly the
location feels. Almost as ifthcy’vc
stcppcd into another age. Of note,
thcy receive no phonc signal here.

Talk to Isabel

After Isabel brings the coterie to
the campsite, she hangs around for
a while, playing with her stick. This
gives the coterie an opportunity to
ask her further questions while they
investigate. Following are examples
of questions from the coterie and
answers given by Isabel:
WHAT IS THIS PLACE?

“It’s home! The safest place for us to
be. Jakob always said that — when we
got the wanderlust. No reason to leave

when we have everything we need.”
WHERE ARE THE OTHERS?

“Slccping. [ snuck out because I
heard noises, but I am really not supposed
ro. We’ve got ro be up bcfore the sun rises.
Followi ng the schedule is important.”

WHEN DID YOU COME HERE?

“Hm ... I don’t remember. But it was
/ong ago. And it’s best not to remember,
Mama says.”

WHAT ARE
THOSE CABINS FOR?

“We mostly sleep in there.
Sometimes I play hide and seek with
Simon and sometimes when it rains Villy

reads to us from the book and we have to
remember what he reads.”

WHAT ARE
THE SYMBOLS ABOUT?

“That’s the Wellspring circle. I don’t
really know what it is for. But Jakob said
it is important and it needs to be there to
protect us.”

WHAT IS THE
WOODEN BOX FOR?
“.ts for when you’ve been
naughty and disobcycd the rules.”
Isabel is withholding infor-
mation about the box. In order to
convince her, a successful M:mipu]a—
tion + Persuasion roll (Difficulty 2) is
rcquircd, since she does not rcspond
well to threats. If successful, she
informs the coterie the box is called
the “thinking box,” where you spend
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days with scarce water and no food as
a form of punishment.

Investigate

the Cult Site

The glade is large, and a few
clear paths lead from it in different
directions. Fo”owing are descriptions
of what can be found around the site
following the paths in the grass and
how to find them:

A Blood Trail

A successful Intelligence + Sur-
vival or Investigation (Difficulty 3)
reveals droplets of semi-dried blood
on leaves and the grass on a narrow
path leading into the woods nearby.
The path leads deeper into the forest,
until it reaches a hatch in the ground.
A successful Strength + Athletics roll
(Difficulty 2) opens the hatch. Open-
ing it reveals a rickety ladder leading
deep underground. This was Jakob’s
hideout in his last few months, when
the Beast had taken over so much of
him, he could no longer show himself
to his own cultists. Previously, he
stayed in a cabin among the other
members.

The hideout is made of nothing
more than a couple of wooden planks
balanced on two stones acting as a
table and a linen sack in the corner.
Everything in Jakob’s hideout is cov-
ered in days-old congealed and caked
blood, so much so it is difficult to tell
if the mud beneath the characters’
shoes is actual mud or thickened
plasma.

In the hideout, the player charac-
ters can find a key to the thinking
box hidden underneath the linen
sack, with an Intelligence + Inves-
tigation roll (Difficulty 3). The key
is clearly for a padlock. The player
characters can also find a photo
album with pictures of a far less
bestial Jakob, spanning from when




the Wellspring was originally created
to a few years ago. Every picture is
dated. There’s also a section of the
album with a picture and name of
every member of the cult — both
previous and current, made apparent
by a bla covering the faces of
ex-members.

If the characters look through
the entire photo album, they find a
key to Jakob’s cabin stuck inside a
plastic folder.

IT’S DAMNABLY DARK

Ritual Circle

A narrow p:\th leads away from
the cabi 7”:1]king down the path—
way, the player characters discover
where the cult practices its ricuals,
made apparent by a bedsheet hung
from two trees with the \‘r{"ellspring
circle crudc]_\ nted on its surface.
Tree stumps of v ng sizes create a
circle around a v den table, with a

tablecloth secured to the surface with

The forest is of course unlit when the player characters are wandering
around it, meaning small things like blood trails, hidden keys, and traps are
hard to find. The Difficulty for each roll is written under the assumption
they’ve got lighters, torches, or Disciplines allowing them to penetrate the
darkness. If they decide instead to navigate entirely under the starlight, in-
crease each Difficulty for searching and spotting items in the dark by 1 or 2.

nails, and in frone of the scumps a
small podium made from two stacked
pallets. The pallets bear clear red
stains from blood seeping into the
wood.

On the table, hidden beneath a
plastic sheet, are several surgical tools
including scalpels and tourniquets.
Hidden underneath the tablecloth,
the characters find a bucket contain-
ing an iron rod with the Wellspring
circle at the end, used to brand the
cultists with the logo.

The coterie does not have much
time to look around. a successful

its + Awareness or Animal
Ken roll, they hear animals padding
ken or find evidence

through the br

of dog spoor in the clearing before
O O

they hear a snarl and growl behind
them. Three large wolfhounds are

ready to pounce. These are Jakob’s
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guard dogs. They escaped weeks ago, and the cult has

not been able to track down since. The dogs are close to
starving, and perhaps through their thralldom to Jakob,
can smell his death on the player characters’ hands and
clothing. They attack the player characters and Isabel
shortly after detecting them, unless a successful Charisma
+ Animal Ken (Difficulty 5) or use of Animalism pacifies
them.

GHOUL WOLEHOUNDS

Standard Dice Pools: Physical 5, Social 1, Mental 1

Secondary Attributes: Health 8, Willpower 5 (un-
naturally bolstered)

Exceptional Dice Pools: Brawl 6; Animal Ken 4,
Intimidation 4; Awareness 5

Disciplines: Fortitude 1, Potence 1

Special: Add +1 piercing to damage done by ghoul
wolfhound bites.

General Difficulties: 5/2
Approaching the Cabins

The three cabins are a few yards from one another,
the largest one being in the middle and in better shape
than the two others. The hut on the left is the size of
a garden shed and the one on the right a little larger,

though it looks abandoned.

The Main Hut (Middle)

The main hut houses the majority of the cultists, more
specifically Isabel, Simén, Maria, Katrine, and Natasha, the
latter three all bearing visible scars in the shape of the cult’s
circular symbol. By making a successful Wits + Awareness
roll (Diﬂiculty 2), the characters are able to hear sleeping
noises from inside. If the player characters decide to wait
until the cultists wake, they wake one hour before sunrise,
and the story skips directly to Meeting the Cultists on p. 26.

If they decide to sneak inside the house in an at-
tempt to look around and investigate, they can try and
convince Isabel to unlock the door. This takes a successful
Manipulation + Persuasion roll (Difficuley 3). Opening
the lock requires a Strength or Dexterity + Larceny roll
(Difficulty 2). Both scenarios require Dexterity + Stealth
(Difﬁculty 3) in order to not wake the cultists. If chis roll
fails, the cultists wake, and the plot skips ahead to Meet-
ing the Cultists on p. 26.

The interior of the hut is spartan. The cultists lie
sleeping on the floor on mattresses made of fur and dried
grass, and it is difficult to walk around without stepping
on anyone. An oil lamp slowly flickers in the back of
the room near an iron stove. A pile of wood lies at its
side, next to a basket of dried leaves. Each cultist has a
dedicated area beside their sleeping arcas for personal
belongings. The children have a few drawings and stones
next to theirs, while some of the adults have notebooks
and jewelry. If the coterie successfully investigates the
hut without getting caught, they are able to find a paper
hanging on the back wall stating the following:

Oéey Zhe wwords of the A//S/]Z‘wa/,ée/‘, Zhe /eaa/er, your savior. Outside
life s dangerowus and wunnecessary. Be Lhankted For the protection
provided v/ the A)e//épr/hﬁ. You are the choSen one. Kemember:

6/\/8 'Z‘/)dné\f Zo the leader +or all 3000’ f/)/hjS 4

Sustan the Me//Spr/ng eorth Che 5/"1(%‘5 of the wwild and of Jakod,
/*(cjecz‘/ng Zhe COrrapZ‘/on of the C/'Z‘y.

7T he ity and all i2s inhabitants are corrupt wunt/ Zhey 3/\/e Zherr—

Seles Zo the A)e//\sfﬁhhg.

é_x/ery member of the A)e//Spr/ng 'S e?aa/ beneath the leader and z‘/ze/.'r

cgppo/nz‘eo/ repre\fenz‘az‘f\/e.

Breathe, love, live, and die for Zhe A)e//S/?r/hﬁ.
The leader 15 Fforever, unti/ a new leader comes. tWait for the next

leader, no matter what.

The leader must aleoays be a Nighteoalfer.
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The [eader Selected you becaitse you are Special.

Never a/eny Zhe /ecza/er‘j role as your Savior.

' /\//:9/7z‘/y /9/62/7 :

4 AM: Energize Che M‘ghz‘wa/@:r

5 AM: See 2o the A//H/?Z‘wa/,éer‘\s sate retirn
7 AM: Morning qathering — breaktuast

9 AM: Meez‘/hs with the f’a//y midiated

4 PM: Farnly gathering and ritual

& PM: é_\/eh/hg celebrations

s PM: Lockdowon

In betiween daily events, each +arily member 1S re?a/rea/ Zo gath-
er resSources, study the words of the Mg/zz‘a)a/,éer, Secure Fforest
Z‘/‘c;ﬁé , and maintan Zhe circle. Leisure is a //‘/‘V/‘/eﬁe prow'a/ea/ 5}/ Zhe
A//B/?Z‘wa/,éer or Soren. On/y Zhe fa//y intiated are perrutted at the

Morn/ng Meez‘/}vﬂ.

Villy and Seren’s cabin

The two men of the Wellspring
slccp in a smaller and separate cabin,
which is also locked and requires a
Strcngth or Dexterity + Larceny roll

Wednesday, the sth

(Difficulty 2) to enter. The interior is
largely the same as the main cabin,
although there is more room for
personal belongings, and both Villy
and Seren have wooden beds. The
characters quickly realize one of the
beds is empty, next to the bed Villy

- Pardicipants: A//g/vz‘wa/(’er and Soren

is sleeping in. Villy bears one of the
cult’s circular symbols as a scar on his
right check. Seren is missing and fac-
es the coterie as soon as they exit the
house. If they decide to investigate,
they find notes on the last meeting

with Jakob:

Food resources loww, especially detring comnter. Usual area +or birch
ic;pp/ng has been deriolished. /V/ovfnﬁ Zhe- ca»j/psiz‘e 1S discussed next

Me.ez‘fnﬁ )

Talks of creatures ,énoa)/ng of Jakod's whereabouds. Several beasts
Spotted near the forest For Unknowon reasons. Focus on Sez‘i/ng wp
additional Zraps as securidy measire.

l////y Shoeoin 5/:9/75 of” weakness. Overheard Ay Z/?i’/oanger ones

ia/,é/'nﬂ about /\//ng his last tme in betler condidion.

ceds 52‘/-62{9/72“9/7/}73

Yowunqgest ones alniost of age. Introduction to blood rituals éeXZ‘

week.

onsider remowhj mother fFom ritual.
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Jakob’s Hut

Before retreating to his hole
in the ground, Jakob was an active
member of the cult, and frequently
available for the cultists to talk to,
and this hut is where he would make
his haven. The hut has been vacant
for several months, which is apparent
from the overgrowth of plants around
its perimeter and obvious holes in the
wood where sunlight would blare in.
The hut is locked and can be un-
locked with the key found in Jakob's
hide-out, but the door still doesn’t
move. It’s jammed shut, requiring a
successful Strength + Brawl roll (Dif-
ficulty 2) to shift it.

The hut is cluctered and almost
impossible to navigate through. Al-
though being the smallest of the huts,
it is full of functional furniture like a
bed, a table and two chairs, and a rilt-
ed bookshelf with its contents scat-
tered all over the wooden floor. Most
of the books and notes have been
water damaged and are destroyed
beyond recognition but searching
through the pile on the floor, the
player characters soon stumble upon
a book with the Wellspring logo on
its front. Jakob requires the book be
read annually by every single member
of the cult, in order to remember
its words. The book is 97 pages in
length, and full of everything from
helpful survival tips to how to carry
out certain rituals. Three rituals are
mentioned: Bloodletting, Initiation,
and Coming of Age. From the book’s
front cover falls a cheap necklace
bearing the Wellspring symbol.

The blood-letting ricual shows
crude drawings of a person strapped
to a table while liquid drips from
their arm into a bucket. The instruc-
tions are clear, describing step by
step how much to drain and how to
stop the bleeding. It also describes
how the Nightwalker should always
drink the first portion of blood
directly from the arm of the servant,
with the other cultists drinking a

mouthful of blood to follow. If any of
the cultists are qucstioncd as to the
purpose of this ritual, they cither do
not know or hypothcsizc that Jakob
was bringing them all closer togcthcr
through the sharing of blood. They
know drinking from him made one
feel stronger and more loy:li, and
psychosornatically, thcy found them-
selves bccorning more 1oy:11 to one
another through the drinking of their
fellow cultists’ blood in kind.

The initiation ritual describes
branding on the body with an iron
rod, which can be found by the
ritual circle, and the fccding of blood
directly to Jakob. The cultists see the
initiation ceremony as a brief mo-
ment ofpain followed by a lifetime of
sanctuary under Jakob. The Well-
spring clcarly fosters a peer pressure
clement to this ritual, with some of
the cultists saying, “we suffered, so
new arrivals should suffer as we did.”

The coming-of-age ritual is much
like the initiation ritual, where a
branding with the iron takes placc,
but this time on the face. It then
dcpicts copuiation between two
pcoplc. Participants then picdge their
permanent :1licgiance to the cult and
give up their bodies for use by their
fellow cultists. This ritual is the one
few cultists are h:tppy to discuss,
as even following years of mental
subjugntion7 not all of them are at
case with the idea of free love within
the commune, though the branding
is acccptablc. Seren is one of few to
spcak of it opcnly, and he believes
Jakob enforced this ritual to give the
\X/ciispring reasons for love and plcas—
ure through sex, and unity through
the facial branding.

If the coterie looks through the
rest of the pile and makes a successful
Intclligencc + Investigation roll (Dif~
ficulty 3), they find personal effects
bcionging to the cultists, inciuding
a business contract written by Jakob
and signcd by Viily decades ago. A
successful Intclligencc + Finance
roll (Difficulty 2) reveals Villy was
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brought in to form a f:lrrning7 surviv-
alist commune for organic producc.
Other items include pieces ofjcwclry,
farnily photos, wallets, car kcys, and
soft toys.

Chapter Two:
Welcome

This chapter revolves around getting
to know the cultists and their way of
living. There’s room for the cote-

ric to talk to every member of the
Wellspring, and further investigate
the backstory of the cult. More
importantly, the player characters
face difficult echical decisions as
thcy witness rituals and cult activi-
ties with qucstionabic motives and
outcomes.

The Wci]spring story is iftrgciy
a sandbox. If the piaycr characters
did not get around to investigating
certain sites of the camp or breaking
into certain huts, use the sections
from Chaptcr One as needed. Feel
free to add rolls if needed, since the
cult is aware of the coterie’s arriv-
al; sneaking around might prove

difficule.

Meeting
the Cultists

When Chapter One ends, the
cultists wake to greet their guests.
They all look dazed and close to
starving. The cultists’ first response is
concern. They know Jakob has been
missing for over a week, but that’s
not unusual. Whart is unusual, is the
arrival of so many newcomers. Jakob
(and sometimes Villy or Seren) only
brought new inductees to the Well-
spring one at a time.

It’s up to the player characters
how they introduce themselves and
reveal what happened to Jakob. If Ts-



abel thinks thcy’rc trying to hide the
truch, her loyaley is first to the Well-
spring, and so she announces that
thcy turned him to ash and paste.

The responses from the cultists
to this revelation is a mixture of
excitement, awe, and horror. Thcy’vc
always been told there’s a prophccy
surrounding the next leader (and
thcy spcak about this opcnly), but
thcy didn’t know it would entail
Jakob’s murder. Seren, in particular,
denounces the playcr characters.

He was sure he was the next in line
and secing his fellow cult members
worship someonc clse angers him.
He threatens them for their actions
against their leader.

This section can be used through—
out the story as the playcr characters
progrcssivciy meet the cultists. These
are just exampics of how the cultists
talk and behave, and the Storytclicr
should add iaycrs. Upon meeting the
player characters for the first time,
the cultists are split between excite-
ment, mourning, and fear. Thcy’d
been told a new leader was on the
way, but some have dedicated their
lives to ]akob, his protection of them,
and cannot imagine a greater picasurc
than his kiss. Some cultists see the
playcr characters as their new leaders.
Maria, Villy and Natasha offer them
their blood, dcspitc an Intclligcncc
+ Medicine roll (Difficulty 3) reveal-
ing their unhcaithy, possibly anemic
states.

Each cultist has story hooks for
the Storytcllcr to use throughout the
story. This allows the pi:lycr charac-
ters to investigate even further and
allows them to create bonds with the
cultists. Allow the playcrs to cxplorc
and establish connections from the
following cxamplcs, or altcrnativcly,
add other story hooks. Additionally,
characters the Storytcilcr’s introduc-
ing to have prior connections to the
playcr characters can use story hooks
written for other SPCs, or new ones
spccifically tied to the protagonists.

Saren

Seren is either at the campsite
or the ritual circle. He is the most
discrusting of the cultists, remaining
isolated from others. If the protag-
onists don’t work on winning over
the other cultists in the Wellspring,
Seren tries to turn them against the
“usurpers.” He is a gangly, six-foot-
two man with a straggly beard and
steel grey eyes. The Wellspring sigil
is branded into his right cheek. He
seems to be the best kept member of
the Wellspring.

WHO ARE YOU?

“Who am I?  was given the name
Seren, but what [ am is the future of the
Wellspring. The prophecy was foretold. It
was all planned. Jakob gave me his word
[ would be the next in line. That’s who [
am. You killed our savior. I'll kill you.”
WHY ARE YOU HERE?

“I am here because this is my
destiny. All my life I've been ridiculed
and told [ wasn’t good enough. But
here, I have power. Jakob gave me a
fraction of his godly gifts. Now Jakob is
gone, [ make the rules, and chis place
needs straightening up. First things first:
vengeance for the leader.”

WHO WAS JAKOB?

“The founder of our beautiful
\\'/ellspring. He is the i\"igh[wal/ccr.
The one who gives us [ lfc, /iope, and
protection. The gatckecpcr ro the next
ascension. His kiss is sublime. His power
god/i/cc. His sanctuary impcncrmhle,
until you murdered him.”

HOW DO WE GET OUT OF
HERE?

“Oh, that’s easy. But are you sure
you want to? See, Jakob and I knew you
were coming. We might be isolated, but
we have our contacts with the outside
world. Jakob often spoke of his mother,
and her desire to rein in his ambition. I'm
sure she won’t be pleased hearing some
outsiders came to kill him.”
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SOREN STORY HOOKS

«  Seren knows when the player
characters have been in Jakob's
underground lair, and demands
the coterie give him the kcy
to Jakob’s house. The coterie
must cither hand over the key
or figure out a way to hide it
from Seren, as he makes a scene
in front of the other cultists
declaring the vampires stole “the
Nightwalker’s treasures!”

+ Seren is a ghoul, a secret he wants
kept from the rest of the Well-
spring. He’s concerned the cultists
might think he usurped Jakob's
powers after his death. The
protagonists can, with a successful
Wits + Insight roll (Difficulty 2)
pick up on Seren acting strangely
around them, sniffing at them oc-
casionally, basking in their auras
despite his clear distaste for them,
and note — if they're around the
cult for a sustained period — his
swift]y faitering healch. If the
piﬂyCI‘ CharactCrS Confront 1’111’1’1Y
Seren begs them not to share the
information with the rest of the
cule. His need for vitae increases
throughout the period the vam-
pires remain, until he approaches
the most-trusted player character
and begs for a swallow of their

life-extending blood.

«  Ifthe protagonists attempt to flee
the forest, he makes his own way
out on foot. He can be tracked
with a successful lntclligcncc +
Survival roll (Difficulty 3). Seren
reaches a car — which he and Villy
sometimes take into Copenhagen
to pick up supplies — and drives
into the city to contact Belinde
and report and what befell her
childe. This takes the plot in
a different direction to what’s
presented here, but if the Story-
teller wishes to array forces against
the coterie, Seren could act as a
saboteur to their plans.
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Maria

Mari

the campsite or picking herbs in the nea

nt members of the group, who

is one of the more ple
She also does not seem bothered

imple long
al pattern. She proudly displays the Well-
g symbol as a scar on her forchead.

WHO ARE YOU?

“Pm Maria, the mother of Isabel and Simon. I heard Isabel
introduced you to the family, but I am sure you already knew
who we were to begin with, with the prophecy and all ... I hope

we can serve you diligently.”
WHY ARE YOU HERE?

“I had nowhere to go with my two babies and was offered
refuge here. [ don’t mind the spartan kind of living. I actually
find the forest calming and I think it is gc

Isabel to getin touch with nature.”

WHO WAS JAKOB?

“Oh ... Jakob was a unique sort of man. He took me in
when I had no home and has shown me nothing but generosity
and kindness — as long as I stick to the rules that is, ha-ha!”

WHAT PROPHECY?

“Now you are being silly! You were beckoned here by the
leader to take your place as our new Nightwalkers. The tenets
only spoke of one leader ... but I guess more is better!”

MARIA STORY HOOKS

Maria knows her two children must soon be branded
again for the coming ge ritual, but she wants to
convince Seren to wait another year before doing

$0, as she believes her children are too young. If the
cultists take Seren’s side, Maria has little to no trust
in the pl:_\"ﬁr characters. He's the main instigator

behind cult practices, and she’s looking for kindness
toward her children from the new leaders, encourag-

ing punishment for Seren if he defies the Wellspring.

The pl

of the cult’s bool




removing all sections stating their new leader as a
singlc person and rcplaccs them with multiplc per-
sons. She mentions she finds it a bit odd thcy’vc been
told all this time their leaders will be one strong and
powcrful Nightwalkcr but accepts this is not the case
and continues her work.

- Maria has an odd moment of reflection where she
recalls encountering one of the protagonists before
now. As their time together goes on, Maria recalls
further details, culminating in remembering a time
when the vampire fed from her. She takes this as pro-
phetic, that they’re meant to be together, and slyly
states that she’ll position herself as “chosen” among
the cultists due to this blessing.

Isabel

Isabel Wildly runs around the forest, playing with
a toy or stick, asking the other cultists questions about
cvcrything she can find. She has a small mark of the Well-
spring on her left wrist.

WHAT DO YOU THINK ABOUT SQREN?

“He isﬁm sometimes ... but other times he is really scary
and mean. He yclls at Mom and Vi illy and makes Mom cry. |
don’t like that.”

DO YOU WANT TO BE A MEMBER OF THE
WELLSPRING?

“.. Yes! It is the only way to have a good life. Soren said
that himself. So did Jakob. And it’ll protect us from all the

»

monsters from the outside world
ISABEL STORY HOOKS

- Isabel lost one of her shoes in the forest lake a few
hundred yards from the campsite. She now must
wear a sack around her left foot to move around
safely. She tells the player characters she tried getting
it on her own, but failed since the water is too dccp
for her. If the player characters decide to go, they
encounter two starving ghoul wolfhounds roaming
the arca (sce p. 24).

«  Ifthe coterie hasn’t discovered Jacob’s hideout, Tsabel
tells them she has seen a latch in the dirt inside the
woods. The coterie can convince her to show them
if they help her find her lost shoe or play with her a
while. Her playtime takes a turn toward the macabre,
as she expects the vampires to hold their hands over
open flames (an informal “rite of hardening” Jakob
used to encourage the cultists to follow) or catch and
pull apart a small animal.
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. Isabel immediatcly gravitates to one of the protago-
nists as a proxy parent ﬁgurc, now that ]akob is gone.
She follows the vampire cvcrywhcrc and gets upset
if turned away. To show her worth, she brings the
character a dead rabbit to drink from, saying “when
]akob would wake from long slccps, he'd sometimes
suck on one of these.”

Simén

Simén mostly remains inside the larger cabin where
he reads, writes, or draws. He is the more silent of the
two children in the Wellspring and does not make eye
contact with any of the characters should they approach
him. He is shy and reserved for the most part, but also
seems more mature than his sister. He wears a plaid shirt
with several repaired tears and a pair of worn jeans,
which look too big for him. His back bears the emblem of
the Wellspring.

WHO ARE YOU?

“I'm Simon. Who are you?”

WHY ARE YOU HERE?
“Because my mom is here. There are monsters outside, they
say. It’s not safe.”

WHO WAS JAKOB?

“The leader of the family. I couldn’t describe him. His face
used to c/mngc all the time, and the last time I saw him it was

»

like [oo]\’ing at a wild animal

WHERE CAN WE FIND MORE INFORMATION
ABOUT THE WELLSPRING?

“You could read our book. It has all the rules and stuff.”
SIMON STORY HOOKS

+  Simon overheard Seren and Jakob talking about
getting rid of “the old” and making placcs for newer
and stronger family members. He tells the coterie
Seren often puts Villy into the “box” for days on end
without food, and he has been talking about doing it
again soon.

+  While reading his books at the campsite at night,
Simén has seen quick shadows and eyes in the
darkness which looked more man than animal. If the
player characters follow the boy to where he spotted
the eyes watching him, on an casy Intelligence + Sur-
vival roll they can find the remnants of a human trail
leading deeper into the woods. Someone is aware of
the cult. The trail disappears into one of the marshes
around a mile from the glade.
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. Simoén confides in one of the playcr characters that
he wants to get out of the woods. He knows there’s a
world bcyond (he’s read about it in his books and is
punishcd whenever he raises it). He promises to be a

good boy if they’ll take him.
Villy

Villy remains positive toward the coterie, but it
is clear he is a sceptic when it comes to the prophecy
of a new leader. He mostly stays around the campsite,
reading books for Isabel and Simon, or roams around
his cabin. He is a short elderly man with pure white and
unruly hair, often biting down on a pipe. The years of
being in the Wellspring have taken a toll on his body,
leaving it crooked and with hindered movement. An old
scar, etched into his forchead, resembles the Wellspring
symbol.

WHO ARE YOU?

“Villy. The oldest member of our little family, as you
can probably tell. Listen, I don’t care much for strangers, and
usually I would have had you in one of my traps by now ...

»

consider yourselves lucky.”
WHY ARE YOU HERE?

“lakob — he led me here. It was a business deal. It took
me some time, but I concluded that it was the right thing to do.
The only thing to do. And it may look like a stone age existence
— but look: We love like a family, we will never abandon
one another, and the leader kept us safe from the dangers and
corruptions of the outside world. It’s a simple life, but we have
everything we need to live.”

WHO WAS JAKOB?

“A friend and mentor. Eccentric, some would say,
but nonetheless someone who saved a handful of people
through his lifetime. Better than a bunch of city Night-
walkers who don’t know what unity is, at least as far as

Jakob described them.”
VILLY STORY HOOKS

+ Villy has noticed Seren growing increasingly men-
acing and cruel toward the women and children of
the Wellspring. Punishments, which earlier were
cruel but manageable, have turned into torture. The
members are growing scared of him.

+ Villy needs help to set up new traps around the
campsite. He is too Fragi]c and old to carry the
material on his own, so he asks the player characters
to assist him. This gives the p]aycr characters an
advzmtage when trying to exit the forest again, since
they now know where some of the traps are.

+ Villy explains off-handedly that the Wellspring has
been through many members, some of whom haven’t
made it to the modern day. Though he’s only mortal,
he’s been with the cult for over 20 years and has
hclpcd bury cultists who died from exposure, star-
vation, from bcing drained or savagcd by A]akoh, or
hclpcd put down escapees when Jakob commanded
it. If the player characters treat Villy with kindness
and respect, he breaks down a couplc ofnights in
and succumbs to the guilt of what he’s done, 1cading
the protagonists to a burial ground containing at
least nine skeletons.

Natasha

Natasha immediately shows great interest in the
coterie and is completely convinced they are going to
be the next leaders. She approaches the coterie with a
barrage of questions about who they are, what the world
looks like outside now, how they survive outside, and who
told them to come here. She dismisses any actempt of a
rational explanation and the true reason why the coterie
is there, and sticks to what she believes in. She also offers
some of her blood to the coterie. She is a 17-year-old girl
with long red hair and freckled pale skin. A fresh Well-
spring scar on her face denotes her acceptance into the
fold was only recent. She can be found washing clothes by
the lake or near the campsite.

WHO ARE YOU?

“A servant of the family! My name is Natasha, and I am
seriously so stoked you are finally here! You have no idea how
long we have waited for you. Please tell me what I can do to
introduce you to everything.”

WHY ARE YOU HERE?

“My parents threw me out. | gnorant bastards with no
idea what the world’s truly about. Luckily, I was brought here,
and my life totally changed for the better. You know, for all the
conveniences of living in the city, I've never felt more joy than
waking up out here, in nature, and finding a chance to exalt in
the simple things. We all feel this way.”

WHO WAS JAKOB?

“At first, I thought he was pretty cool, but he grew kind of
.. weird with time. When I first saw him, when [ was a kid, he
dressed all smart and shit. But in the last few years he’s looked
more like an animal than anything else. He barely even talked
to me. I only saw him a few times before he disappeared into his
hideout all the time, and Soren kind of took over leadcrslup, Or
at least that’s how Seren likes to think of it. Don’t really like
that guy, but he protects us and goes hunting in the city for us
when we need it.”



HOW DID HE CHANGE?

“It happened kind of slowly at first. Even when I joined
the Wellspring, I could tell he wasn’t normal, you know? Then,
I heard the word ‘Nightwalker’ from Villy, and it explained
things, but still ... you're Nightwalkers too, so why is he so
different? Seren said Jakob was preparing for the new leader to
arrive, which is why he was so agitated.”

NATASHA STORY HOOKS

+  Seren has tasked Natasha with locating the key to
Jakob’s cabin. She doesn’t know where to begin and
asks the coterie for help. She doesn’t want to give the
key to Seren, however, as she believes the person who
occupies Jakob’s cabin becomes the cult’s leader. In
fact, somewhere in his cabin is a necklace bcaring the
Wellspring symbol, which only the leader is permit-
ted to wear.

- Natasha takes one of the characters aside and cells
them, in confidence, that the Wellspring’s leader
gets all the cult’s “riches.” She says the leader must
stay with the Wellspring for at least three nights and
undergo initiation, but then they are entitled to the
Wellspring’s hoard. It’s possible a vampire may co-
erce Natasha into revealing this wealth prematurely.
If so, she leads them to a covered hole in the woods
containing dolls of each of the cultists, past and pres-
ent, that Jakob stitched together. Within each doll is
a vial of congealed blood, belonging to the cultist.

+ Natasha knows one of the traps was sct off yesterday
and the person caught in the trap is still here. The
trapped individual is a Brujah spy named Kasper Sin-
tar, sent by Copenhagen’s Anarch Movement to find
out more about Jakob, having heard rumors he might
be a gap in Prince Belinde’s armor. Kasper’s been
stuck in the trap — a hole in the ground covered by
leaves — for three nights, and only evaded the sun-
light because of the sheer quantity of undergrowth
that fell in with him. He attempted to manipulate
Natasha (using his Presence Disciplinc) into res-
cuing him, but Maria pulled her away. The young
Brujah submits to frenzy as soon as he’s helped out
of the trap, and attacks one of the cultists or player
characters. If defeated without bcing killed, he runs
off into the forest, 1caving the coterie be. Due to his
frenzy, it’s almost impossible to talk him down, but
if they manage it the player characters can discover
that Kasper and his friends were secking out Jakob
due to the rumors of his terrorizing local kine, and
the possibility that humiliating him might humiliate
the Prince. If the coterie stakes him, thcy must ﬁgurc
out where to keep his body safe from the sun during
the day, if‘thcy indeed care to preserve his unlife.
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KASPER SINTAR

Kasper is a Brujah fledgling who snooped around
the campsite not long ago with his coterie. He has been
trapped in a hole in the ground for several nights and is
on the verge of frenzy when the protagonists find him.
He yells at them to let him out before adopting a mellow
(but tense, given his hungry state) inflection, begging
them to show him mercy. He directs the use of his Pres-
ence Discipline toward them if threats and pleading are
unsuccessful.

Standard Dice Pools: Physical 5, Social 3, Mental 2

Secondary Attributes: Health 7, Willpower 5
Exceptional Dice Pools: Politics 4

Disciplines: Fortitude 1, Presence 2

Katrine

Just like Soren, Katrine is affected by the loss of
Jakob. She keeps to herself and is the most difficult to
talk to out of all the cult members. She won’t approach
the coterie, and it takes a bit of convincing for her to
open up. She has short hair with bangs clipped to the
side by a hairpin, a long skirt made of a purple bedsheet,
and a faded Ghost t-shirt. She bears no scars on her face,
but multiple brands on her arms and legs. She sits near
Jakob’s cabin or roams around in the forest. Compelling
her to talk requires a Charisma or Manipulation + Persua-
sion roll (Difficulty 2) as she mourns Jakob’s destruction
and blames the player characters.

WHO ARE YOU?

“.. I'm not sure anymore. I used to be Jakob’s muse. Now, |
have no purpose.”

WHY ARE YOU HERE?

“I was brought here when I was young to be by Jakob’s
side. That was my dcs[iny. My desriny must now be to protect
L'hefamily and cveiyrhing Jakob has worked hard on [milding.
As [ was Jakob’s parter, now I must remain the partner of the
Wellspring and the new leader. Why did you kill him?”

WHO WAS JAKOB?

“A lost soul in his last years. I don’t even think he knew
what he was. To me, he was a protector, a visionary, a partner,
a father — to some of us, he was everything. He saved us from
horrible lives and gave us a new chance away from predators
and defilement.”

KATRINE STORY HOOKS

+  Katrine wanders off into the forest, aghast at the
idea of Jakob’s destruction. For much of her life, he’s
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been her cvcrything. She takes
provisions and slccping equip-
ment, and even erects a tent for
herself. She’ll undoubtcdly per-
ish attempting to live alone in
the woods, lcnding to Maria and
Natasha plcading with the pl:lycr
characters to persundc Katrine
to rejoin the fold.

+  Karrine asks the player charac-
ters to take care of the Well-
spring. She’s lucid enough to
realize the Wellspring is with-
out direction and would have
trouble fitting into society. She
isn’t convinced thcy are the true
leaders, but they are all the Well-
spring has now. According to the
Wellspring book, the leader must
always carry the symbol, a neck-
lace with the Wellspring circle
Jakob always bore. Seren wants
to carry it, claiming to be the
new leader, but Katrine believes
he’s a twisted individual, likely
to fall even more into depreda-
tion without Jakob’s hand on
the back of his neck. She doesn’t
believe him capable of care,
and she states the need for the
necklace to end up on someone
compassionate.

«  Katrine wants Jakob’s ashes kept
safe. She asks the coterie to find
a secure placc to hide the ashes
and hands them a bowl covered
with a linen cloth tied to the
cdges with string, suggesting
thcy be kcpt within. Katrine has
no mystical need for Jakob’s ash-
es, but dutifully aids the pl:lycr
characters ifthcy assist her in
storing Jakob’s remains.

Daysleep

During their stay with the cul,
and likely apprehension about the
Prince’s potential reprisals, many of
the Wellspring cultists take to dis-
cussing how furious Jakob’s mother

WHAT’S A NIGHTWALKER?

The cultists have some strange ideas about what vampires are, based on
Jakob’s behavior and what he’s told them about “Nightwalkers” in the city.
Their beliefs are summed up as the following:

*  Nightwalkers aren’t vampires. Vampires are creatures of mythology.
Nightwalkers are creatures of blessed importance to the Earth.

*  Jakob (and any other Wellspring-initiated Nightwalker) can feed from
someone and “bless them” with great pleasure and long life by do-
ing so. Uninitiated Nightwalkers spread disease and pain through their
bites and are to be avoided.

*  Nightwalkers sleep during the day to gain stamina through the sun-
kissed earth. The sun’s rays don’t destroy Nightwalkers, instead imbu-
ing in them immense levels of uncontrollable power, which no rational
Nightwalker seeks.

»  City Nightwalkers are festering and corrupt, and prey on anyone they
deem lower than them. Wellspring Nightwalkers (only Jakob, to date),
prey only on the consenting.

*  Nightwalkers never age and can only be killed by other Nightwalkers.

*  Nightwalkers do not need food or drink because they’re at one with
the Earth and take their nutrition in as they sleep. They do drink blood
to form a communion with their prey (if it's Jakob) or to cause pain (if
it’s a city Nightwalker).

*  Only Nightwalkers and Planet Earth can make someone a new Night-
walker, and such special people must be chosen. To be chosen is a great
responsibility, and most fail. Nightwalkers who make other Nightwalk-
ers are the respective mothers or fathers of their new Nightwalker
children, and often attempt lead them from the blessed way of life.

|
is likely to be, while others spit that Whenever the player characters

she’s the reason he was out in the sleep at the Wellspring camp, they ex-

woods in the first place. Katrine
describes Belinde — in Jakob’s words
— as “symbolic of everything wrong
with the city.” They continue this
chatter as they wonder aloud at their
fate.

The player characters have little
time after the cultists wake to inter-
view them, search the area, and ex-
plore the Wellspring’s purpose before
the call of the dawn. Even the most
irascible of the cultists allows them to
sleep in the main cabin while the cult
works during the day, hunting, for-
aging for berries, resetting traps, and
teaching one another survival skills,
basic sciences, and the belief that the
Wellspring are the chosen recipients
of “the Nightwalker blessings.”
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perience a disturbed rest, filled with
visions of burning circles, Jakob’s
tortured descent into madness, and
the cultists all sacrificing themselves
so the player characters can become
fat like blood-bloated pigs. When
they wake from their first day in the
forest, however, they find themselves
covered in leaves, with flowers in
their mouths and tucked berween
their fingers and toes.

The visions of cach player
character varies according to the
Storyteller’s preference. They might
even allow them to experience their
own Memoria of times they've been
subjected to hatred and persecution
in the city, leading to the idea of feel-
ing refreshed in the wild. This clarity



might help explain why Jakob felt the
necessity to make a haven so far from
an urban environment.

Dining Al Fresco

Once the player characters
have addressed some of the cultists,
roamed the campsite, Cngngcd ina
few story hooks, and slept for the
day, Seren calls the entire Wellspring
togcthcr for an impromptu evening
meeting. Seren stands on a wooden
stump, with one foot plzmtcd in the
grass and his arms crossed as the cult-
ists gather around him. If the coterie
hasn’t located the necklace of the
leader hy this point, it hangs around
his neck.

If the player characters have
demonstrated that thcy are “Night—
walkers” like Jakob, Seren declares
to the cult that they must bless the
\X/C]]spring by drinking from one
chosen vessel each. He explains that
doing so bonds them to the Well-
spring, and vice versa. Each cultist
nods in agreement, dcscribing the
great pleasures they've experienced
when feeding Jakob.

The cultists create a row, rolling
up their sleeves and presenting their
wrists, as if it is pure routine. A Wits +
Insight roll (Difficulty 2) reveals none
of the members show any signs of fear
or nervousness, except for Simon and
Isabel, who both look paler than usual.
Seren turns to the coterie.

“The blood is the purest form of
blessing. Jakob told us so. We believe it
must travel directly from the vein to the
mouth of the Nightwalker, not being
exposed to the impurities of the air, in
order to stay strong and powerful. The
N’igh twalker chooses their own vessel, as
Jakob once did. Please, feel free to drink
from whomever you choose.”

Any player characters with a
Hunger level of 4 or higher should
roll to resist a hunger frenzy, which
draws them directly to one of the
vessels if they fail.

Each member of the Wcllspring
has a different Dyscrasia to their
blood; dcpcnding on who the mem-
bers of the coterie decide to drink
from, thcy arc affected diffcrcntly.
See Vampire: The Masqucradc p- 230
for snmplc Dyscrasias, with addi-
tional options providcd below. The
matter of informed consent is an
important one in this scene, as the
vampires are potcntially fccding from
brainwashed victims or even children.
Therefore, if the player characters de-
cide to drink, the Storytcllcr should
consider Stains, unless their Convic-
tions or the Chronicle Tenets justif:V
such behavior.

e Simon: Hidden — Add one die
to all pools to hide from others,
including Obfuscate rolls.

+  Isabel: Playful — Add two dice
to one test when attempting
to entertain or amuse another
person.

. Vi]]y: Retiring — Slake an
additional Hunger when Fccding

from someone who is sleeping.

. Maria: Magnetism — Gain 1 free
experience point toward the pur-
chase of Dominate or Presence.
This fully consumes the Dyscra-
sia.

. Natasha: Fanaticism — Add two
dice to one test where the action
is fueled by belief in a higher

cause or power.

+  Katrine: Betrayed — Add two
dice to one test against the type
of target against which the vessel
resents or on rolls against the
specific individual by whom the

vessel was betrayed.

Refusing to Drink

The coterie might decide none
of them wants to drink from the
members of the Wellspring. In this
case, Seoren angrily tells them they
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cither drink or be left without cover
from the sun and sustenance in the
woods, which may admittcdly not
be within his power to deliver. Of
note, this draws into question what
cxactly Soren knows about vampires,
as :1ccording to the rest of the cult,
“Nightwalkcrs” aren’t vulnerable

to daylight and don’t need to drink
blood.

Persuading Seren to relent
requires a successful Manipulation +
Persuasion roll (Difticulty 4) or Cha-
risma + Intimidation roll (Difficuley
3). He’s more likcly to acquiesce when
bullied than when charmed. The oth-
er cultists may ;11ign with the playcr
characters, though the vampires must
win more than half of them over and
set them against Seren in this case,
which requires a Charisma + Persua-
sion roll (Difficulty 4), but if success-
ful, it quictens Seren.

Drinking from Seren

Seren is the only member not
offering his blood to the coterie, since
he is Jakob’s ghoul and has pledged
to only serve his master. The player
characters might choose to forceful-
ly feed from him, and must cither
overpower him or use Disciplines to
subdue him. Doing so frightens the
children in the cult but wins Villy’s,
Natasha’s, and Maria’s favor.

Not Nightwalkers

If they have not confided in any
of the cultists or acted in a way to
show their Kindred nature, Seren
decries them as intruders, and orders
the Wellspring to gain vengeance for
their lost leader. In his words “we ex-
tended them comfort for a brief time,
but their presence here is an insule to
Jakob and the Wellspring.”

The player characters have the
brief opportunity to demonstrate
their undead nature in some way, be-
fore Seren takes out a sickle, Katrine
grabs a burning branch from the fire,
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and a reluctant Villy points a sharpcncd stick at them.
The rest of the cultists are too terrified of this encounter
to act against the player characters, unless the vampires
did something to insult them.

A ﬁght in the Campground is likcly incicgant and
brief, as people tumble into the large fire, crash through
cabins, and swing tree branches to defend themselves.
Seren is the oniy rcasonabiy threat due to his Disciplincs
and greater knowledge of vampires (he tries to force his
target into the fire or stab them in the heart).

Disabling Soren is the most effective way of subdu-
ing the combatants. If Villy or Katrine fall, the rest of the
cult join in on the assault. In chis case, four of the cultists
need bringing down, or the children must be threatened,
for the Wellspring to stop its vengeance-fueled attack.

Peace

Whether the player characters drank from the
Wellspring or beat them into submission, one of the
adult cultists spcaks up to give the vampires the choice of
staying or ]eaving. If thc‘y’rc c]cariy “Nightwaikcrs,” the
Wellspring cultists beg them to stay and protect them as
new leaders; but they understand if the newcomers want
to leave the cult abandoned. The cultists emphasize they
probably won’t make it through the winter without a new
leader. If their state as undead is still unknown, the cult-
ists beg them to tell Jakob’s mother about the Wellspring,
before imploring them to leave.

Chapter Three:
Circles and Signs

The player characters have got to know a little about the
bizarre, vagrant cult of the Wellspring,

Chapter Three is built around several events happen-
ing over one 24-hour period. The first event takes place in
the middle of the day, while the rest takes place when the
Storyteller decides. All the events are related to the cult
and their practices and serve to challenge the coterie’s
social, physical, and mental abilities.

[ Can’t Find My Mom!

The player characters are awakened in the late af-
ternoon by Simén. With tears in his eyes and a red hand
mark on his cheek, he informs them that Seren has taken
Maria to the forest in anger over her not wanting to give
up her children to the initiation ritual. Sobbingly, he ex-
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DAYTIME HOURS

When a vampire wakes for the day, they can only
act for a single scene, after which they must make a
Humanity roll (Difficulty 3). A win permits an addi-
tional scene of action and a critical win lets them stay
awake for as long as needed. When acting during
daylight hours, the maximum dice pool they can roll
equals their Humanity rating.

plains he tried to stop Seren, but he was much too strong.
He says he knows the sun might give them unbridled
power (something Jakob warned the cult about Night-
walkers, dcspitc it bcing untrue), but doesn’t want to risk
his mother coming to harm.

Helping Sim6n

Seren dragged Maria a hundred yards into the forest
where he has tied her to a tree and is current]y yeliing at
her. The coterie may decide to stop Seren before he hurts
Maria, but could just as CﬂSi]y decline, given the danger of
the sunlight. If the group takes too long to discuss, Seren
starts bcating Maria.

Approaching Seren without his noticing requires a
Dexterity + Stealth roll (Difficulty 3), compounded with
the fact that the density of the trees above only provides
pﬂrtiﬂi cover from the sun’s rays. See Vampire: The Mas-
querade p. 221 for damage from sunlight, reduced to being
inflicted every other turn. It takes four rounds to reach
Seren at a sprint. If they fail or do not wish to sneak up
on Seren, he tries to attack them with a sickle. He fights
relentlessly, the reducing vitae in his system pushing him
to desperate acts of violence.

Seren is physically and mentally capable from years
of rough living and might not be an casy victory, let alone
during daytime. See p. 13 for Seren’s traits. IFinjuer or
convinced to flee, he attempts to disappc‘ar into the for-
est, and find the Wellspring’s one vehicle so he can drive
to Copenhagen and track down Belinde.

If the coterie saves Maria, she and her children
promise them whatever aid the \X/Ci]spring can provide
and that they owe a life debt: something Jakob once told
them as the most important debt a person can owe. Maria
doesn’t know exactiy what a life debr is, but now sides
with the vampires in all discussions.

Refusing to Help

At nigh, the coterie finds Maria sitting in silence at
the campsite, holding her arm, which is clearly broken, and



hiding her face in her sleeve. Simén and Isabel refuse to spc:lk
to the playcr characters the rest of that night and no longcr
providc them with blood. The three cult members turn their
backs to the plnycr characters for the remainder of the story.

The Box

During the daytime, the cult carries on with daily casks
and rituals, including (in the case of Villy), their own law
and punishment system.

As the player characters wakes up after their day of sleep,
thcy may notice Vi]ly is missing. If thcy ask after his where-
abouts, none of them answers and they deflect questions
(unless Maria and her children were befriended during the
day). A successful Manipulation + Persuasion roll (Difficulty
2) makes one of the cult members reveal Villy has been sent
to “the box.” The cultists judgc each member’s effectiveness
throughout the week, and if a cultist didn’t aid the family
in a worthwhile way, they’re sent to the isolation box. This
punishment is of Jakob’s devising, as he never wanted the
Wellspring to form close enough bonds to realize they had no
need of him. Villy voiced this belief on many occasions and
was consistcntly shouted down by his fellow cultists.

Convincing the Cult

The player characters, if Villy’s internment pricks their
consciences, might attempt to convince the cultists that the
old man needs to be let out. They must convince a majority
of the members before they are successful, and this can be
done with a successful Charisma + Persuasion (Difficulty 4)
or Charisma + Performance (Difficulty 2) if one of them can
take on the role of preacher or emotional orator. If success-
ful, the cult lets out a parched but alive Villy.

Forcing the Cult

A physical exchange with the cult might be the first in-
stinct for the coterie, if they formed any kind of attachment
to Villy. The cultists are scared of any such contflict, though
if Seren remains present, he fights back as only a starving
ghoul might, sickle in hand. He has little hope of harming
them in an effective manner, but he feels increasingly like
his leadership is being undermined.

Force might seem like the easiest way to rescue Villy,
but it creates doubrt in the cultists’ minds and makes them
reconsider if the player characters are truly their new
leaders. From now on, it is more difficult for the player
characters to talk to the cultists and obrain information out
of them, increasing the Difficulty of such attempts by 1. The
box needs a successful Strength + Brawl roll (Diﬁiculty 3) to
have its locks broken.
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Sneaking In

Although the box is not guarded,
it is close to the rest of the cabins
and visible from the firepit in the
middle of the campsite. The coterie
can make their way unseen to the box
with a successful Dexterity + Stealth
roll (Difficulty 4) and once there,
must pick the two padlocks if they
did not obtain the key. The locks can
be picked with a successful Dexterity
+ Larceny roll (Difficulty 3). If the
player characters are caught, they
must use one of the above solutions,
although taking the convincing route
is difficult as the cultists are upset.

Once Villy is released, the coterie
must also figure out how to keep him
cither hidden or safe from the rest of
the cult, and what to do once the cult-
ists discover he is no longer in the box.

Villy’s Revelation

Villy, upon being freed, speaks
openly and emotionally about his
part in the Wellspring’s formation
and how he now feels Jakob mentally
enthralled him. He damns the Well-
spring and how it’s ruined so many
lives. Villy screams at everyone that
the Wellspring is a fraud, that Jakob
was a monster, and how they should
get out of this accursed forest. This
would be a good occasion for Villy to
show the player characters the burial
pit for fallen Wellspring cultists.

He attempts to drag the children
with him before ﬂccing the campsite,
but if any of the other cultists are
present, they swiftly stop him (which
may lead to Maria taking lethal action
against him, as a potential kidnapper).
Unless calmed down, Villy makes
every attempt to flee from this point,
heading for the Wellspring’s one car.

Villy’s Exit

If the players aren’t interested in

hc]ping Vi”y, he ﬁn:ﬂ]y exits the box

in the e:lrly hours of the morning. As
he steps free, he suffers a heart attack
in front of the cultists and the playcr
characters, his attachment to life
dissipating with Jakob’s death. The
playcr characters may save him with
a quick Wits + Medicine (Difficulty
3) roll, but without treatment in a
hospital or a dose of vitae, he remains
unconscious and expires over the
course of the next couplc ofnights.

Coming of Age

As the coterie might be aware
from investigating the campsite, read-
ing books, and talking to the cultists,
the “coming—of—age” ritual can happcn
at any time, and the cult has decided
it takes place tonight. Jakob’s previ-
ous partner Katrine leads the ritual.
In order to keep Maria from causing
any trouble during the process, the
cultists lock her inside her cabin.
Natasha prepares Simon and Isabel in
one of the remaining cabins. Katrine
informs the coterie the ritual rakes
place soon. She explains they must
take part in the ritual as the Well-
spring’s leaders.

Talk to Katrine

After years of brainwashing and
being convinced her only purpose
in life was to entertain Jakob in the
last years of his existence, communi-
cating with Katrine is like talking to
an emotionless being. She expresses
no concern for the children, no
joy for the ritual, and no insightful
comments when asked. She merely
answers and continues what she is
doing. The coterie finds her at the
ritual circle, where she draws circles
and symbols on the forest floor,
places candles, and displays the tools
needed for the ritual on the altar. She
wears a makeshift crown on her head
made from human teeth pierced with
copper-thread and interwoven with
flowers and plants (Jakob gave this to
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her, and the teeth belong to former
cultists). Her dress is long and white,
with sleeves so long they nearly drag
along the ground. She has decorated
her face with the \Xfcllspring circle on
her forehead and black soot around
her eyes.

Katrine informs the coterie
about the ritual, and how afterward,
the children are full members of the
family and take part in important
decisions and meetings for which
they were previously deemed too
young. She tells the coterie Jakob
;1lw:1ys wanted children of his own,
but Nightwalkcrs aren’t cap:lblc
without a blcssing from the earth. His
vision with Simon and Isabel was to
make them forget about the world
outside and only have their memories
be of the \X/cllspring. She explains the
ritual entails the children plcdging an
oath thcy’vc been practicing before-
hand and that they, like the rest of
the members, must be branded with
the mark of the Wellspring on their
faces. Notably, Katrine does not
bear the mark on her face. If asked
why, she coyly retreats. It requires a
Manipulation + Persuasion roll (Diffi-
culty 3) to have her admit that Jakob
;1lw:1ys complimcnted her “perfcct
facial bcauty” and therefore branded
her everywhere but her face.

Convincing Katrine to not
carry out the ritual is difficult but
not impossiblc. Her years ofdcaling
with Jakob left her with a sturdy
will. Making any types of social rolls
against her is challenged with a Difhi-
culty of 5, equal to her Willpower. If
successful, Katrine tells the PC they
can carry the mark of the Wellspring
instead of the children.

Find Maria

Maria is locked inside one of the
cabins at the campsite. The playcr
characters can hear her cries and
yelling from inside, repeatedly beg-
ging for the cult to leave her children
alone. The player characters can



unlock the door by forcing it open
with a successful Strength + Brawl
roll (Difficuley 2). If they manage,
Maria bcgs them to stop the ritual

no matter the cost. She informs the
playcr characters thcy might be able
to convince Katrine by rcminding her
of her own innocence as a child. Ma-
ria hands them a photo album with
pictures of Katrine as a child and tells
them to bring it to her.

If the coterie complies, Katrine’s
will crumbles (she takes Aggravated
Willpowcr damngc) and her mental
resistance reduces to a Difﬁculty of
2 against attempts to convince her,
whether mundane or supcrnatur:ll.

Find Simén and Isabel

The children are hidden deep
within the forest and are both being
dressed in white gowns similar to
Maria’s. Their faces are paimcd with
black soot, but they do not have the
\X/Ciispring circle on their faces. If
Soren and Viiiy are not dead, they
and the guard dogs patrol Natasha
and the children as they get ready. In
order to find the children, the coterie
must first track them down. This can
be done with a successful Intelligence
+ Survival roll (Difiicuity 3).

The children are both scared yet
doing as they are told in as calm a
manner as they can, while Natasha
is dressing them up. If the coterie
decides to try and rescue the chil-
dren, they can do so in different
ways dcpc‘nding on who is present
in the scene. If both Natasha, Seren,
Villy, and the dogs are present, the
Diiﬁcuity to pcrsufide or intimidate
anyone is 5, their solidarity giving
them strength.

If Seren is not present and the
player characters have taken the neck-
lace representing leadership and one
of them is wearing it, they can success-
fully convince them to hand over the
children with a reduced Difficulty of 3.

The Storyteller can complicate

this cha”cngc by p]acing it dccper in

the forest, bcyond a couplc ofprim—
itive traps Natasha and Viliy erected
while Seren preparcd the children.

Participating in the Ritual

If the ritual proceeds, it takes
p]ﬂCC at midnight at the ritual circle,
which has been lit up with ﬂickcring
lights from branches set alight and
plfmtcd in the earth, battiing to stay
aflame in the brisk breeze kicking up
leaves from the forest floor. Katrine
has her back to the rest of the cult
and the coterie, as they gather in the
circle. The nature of the ritual differs
depending on whether the children
are being marked or the Kindred are
marked, but the process and events
are similar. The player characters or
children are brought to the middle of
the circle and clad with a white cloth
over their heads, as Katrine turns
around with a bowl in her hands and
starts her speech:

“Servants and Nightwalkers. We
are brought togcthcr on this night to
celebrate the wellspring of the dead
and that of the iiving, to welcome
into our Famiiy new rivers that will
become a part of us, the Wellspring.
We sacrifice in the name of the one
who fights the Beast, the one who
protects us from the world of evil,
and in turn ascend.”

Katrine walks toward the fire
and retrieves a branding iron with a
Wc‘iispring circle Cngravcd in its tip.

“We receive the mark of the
Wellspring, with promise to always
be in debt to the Famiiy and aiways
serve the Nightwalker.”

The two children or the player
characters are asked to lay in the mid-
dle of the circle. Each character takes
1 Aggravated Health damage upon re-
ceiving the mark. Each member must
also make a roll to resist terror frenzy,
rolling Willpower (with dice equal to
one-third of each roiiing vampire’s
Humanity added to their respective
roll) against a Difﬁcuity ofg. Failure
sends them running into the forest,
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tearing through the cultists if thcy
stand in the way.

Stopping the Ritual

If the coterie successfully stops
the ritual just before or in the middle
of it, the Storytciicr should decide
whether the cult now sees them as
powerful, godly beings, or if they turn
their back on the player characters.
This event might even split the cult
in half, where some members support
the decision, and some don't.

Jewelry Theft

If the player characters obtained
the leader’s necklace and Seren or
Katrine are still active, they accuse
the vampires of stealing, but the
rest of the cult now turns their full
attention toward the protagonists as
their leaders. Jakob wore the necklace
before he fell to the Beast, and it was
made with the use of blood sorcery.

When an individual wears this
necklace, they may willingly raise
their Hunger rating by 1 level and
reduce the Difficulty of all rolls
involving the Leadership Skill by 1 for
the remainder of the scene. The blood
sorcery affects the wearer as long as
they wear the necklace. Mortals and
ghouls gain no benefit from wearing
it, beyond its association with cult
leadership.

The benefits from wearing this
necklace aren’t immediately known,
requiring a character with Intel-
ligence + Occult (Difficulty 4) to
analyze its construction and discern
its ability. This would be a good
opportunity for the Storyteller to tell
a player character Tremere or Banu
Haqim that the necklace is familiar
to them, especially if they're from the
local region. The Storyteller can add
that the necklace was stolen from the
respective clan’s collection of artifacts
close to a century ago, but replicated
in a drawing seen before now.



TRAILS OF ASH AND BONE

Chapter Four:
The True Leader

Chapter Four takes place on a night after the rituals have
taken place. This chapter stares off dramatically as the
coterie wake to panicked screaming. The sun has b:u‘ely
set as they awake, but just enough for them to be safe
from its rays. Before Jakob fully lost himself to the Beast,
he knew he had to send a message to his clan, more spe-
cifically his childe, to travel to the forest and “take care of
the \X/ellspring.”

Now, his childe has arrived. Her plans concerning
this cult may differ to those of her destroyed sire, how-
ever.

The Coming of Maja

Any player characters from Copenhagen and with at
least two dots of Status know of Maja, though they had no
way of knowing her lineage, beyond being a descendant of
the Prince. Any such vampire can make an Intelligence +
Politics roll (Difﬁculty 2) to recall Maja is renowned for her
brutality, supposedly having been Embraced and left in a
forest to survive for years, and when discovered by Prince
Belinde in the last century, was enlisted as a hunter on Be-
linde’s behalf, known as “Copcnhagcn’s Unofhicial Archon”
or “the CUA.” To some, she’s an instrument of Camarilla
terror. To others, she’s a fable of how not to raise a childe.
To everyone who knows of her, she’s the Nosferatu with
skin coated in fmgernails, from head to toe, and she clicks,
clacks, and crunches as she walks.

Upon arriving at the campsite, she attacks the firsc
cultist she finds. As the coterie follows the sounds of
the screaming, they see Natasha (or indeed any one of
the cultists who remain) dead on the ground, her throat
slit open and with a worryingly small pool of blood
underneath her. She stares up into the sky and dies with
a horrified expression on her face. The rest of the cult
stands around her, looking at the body of the young
woman, covering their faces in horror. A couple of yards
from them Maja, clad in black and with blood streaked in
her blond hair, is crouched down on all fours, much like
Jakob when the coterie fought him. She gets back on her
feet and curns around to face the cult and the player char-
acters. Her twisted Nosferatu face smiles and she snarls:

“So ... I heard you need a new leader.”

Give the playcrs time to ﬁgurc out what their next
step should be. Following are suggestions as to the differ-
ent ways the game can progress.
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Maja’s ghoul brought her here in a body bag. Thcy'rc

now on hand to join their mistress.

Clan: Nosferatu
Sire: Jakob
Embraced: 1825 (Born 1780)

Ambition: Milk my sire’s cult for what little worth it
possesses.

Convictions: None
Touchstones: None
Humanity: 3
Generation: 9th
Blood Potency: 3

Attributes: Strength 5, Dexterity 3, Stamina 4; Cha-
risma 2, Manipulation 3, Composure 2; Intelligence 2,
Wits 3, Resolve 4

Secondary Attributes: Health 7, Willpower 6

Skills: Athletics 3, Brawl 2, Craft (Shelter) 4, Drive 1,
Melee 4, Stealth 3, Survival (Forests) 5; Animal Ken 2,
Etiquette 1, Intimidation 4, Leadership 1, Streetwise
(Hiding Places) 3; Awareness 3, Investigation 2, Occult
1, Politics 2, Science 1

Disciplines: Animalism 2, Obfuscate 2, Potence 4,
Protean 1

General Difficulties: 6/3

DITTE HENNINGSEN

Maja’s ghoul is just as bestial and animalistic as her.
Although being much smaller than her, Ditee’s body
shows signs of physical labor. Their long dark hair hangs
over their face in an unkempt manner, and their slight
underbite distorts their face making them look even less
human. They don’t communicate with the playcr charac-
ters on their own but back up anything Maja says with
one-word sentences. Ditte wears a black hoodie and a rar-
tan shirc wrapped around their waist with a pair of navy
jeans and a beanie. Ditte carried their domitor all this
way in a body bag, through the day. The bag now rests on
the forest floor.

Standard Dice Pools: Physical 5, Social 1, Mental 3
Secondary Attributes: Health 6, Willpower 4

Exceptional Dice Pools: Brawl 6, Melee 8, Stealth 7;
Intimidation 6




Disciplines: Potence 1
Special: Ditte wields a stake and carries a knife.

General Difficulties: 5/2

Talking to Maja

Maja is m han willing to talk to the coterie but
won’t immedia al any of her plans to them. She

1 menacing smile throughout the entire co §2
is trying to be forcefully polite with whomever s
aks. Following are questions the coterie might ask Maja
amples of what she can answer. Maja is not used to a
cial contact and her nature reflects that fact.
WHO ARE YOU?

“Me? 'm Maja, one of your kind, if I’ve judged you
correctly. You all smell like death and dusty bones, so I'm sure
those cavities of yours don’t bear a beating heart. I'm also
Jakob’s childe. Yeah, who would have thought a monster could
breed a monster, huh?”

WHERE DID YOU COME FROM?

“Oh here and there ... just been spending some time in
rway and Sweden the last century, the forests here grew

too small for me, you see. Too much drama for me in little old

Denmark, had to expand my horizons and hunting grounds, if you

will. Mear quick rots around these parts. I made a stop off in

Copenhagen recently, which led to Jakob reaching out to me.”

The Storyteller has the choice here of saying Villy or
Seren reached out to Maja during Jakob’s descent, which
may act as justification for why Seren is so adamant that
the player characters aren’t the new leaders. Alternatively,

Jakob reached out to Maja in person and begged her to

become the new Wellspring leader.

WHAT HAPPENED/WHY DID YOU KILL HER?
“Well, having traveled in haste, I simply didn’t have time

enough to eat. You see, when hunting, you don’t always go for

the biggest but for the easiest one. And I mean, look at her.

Comp[ctc lasy as one, two, three.”

WHAT ARE YOUR PLANS WITH THE CULT?

ule? I ha

much ofa leader type my Lf' but I'm sure

[@h I'CJ[[\' [7CCH

can pll[’ [/u’m to

“You mean n et to d
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good use. It would be a shame to see all

that good blood go to waste. If nothing
§ gotor g

else, they are perfect food on the go. You

think they can travel far on foot? They

seem a bit scrawny to me.”

WHAT ARE YOUR PLANS
WITH US?

“You? I don’t even know who you
are! I do know my sire was supposed to be
here, but can I assume some unfortunate
accident befell the useless bastard?”

As the player characters talks to
Maja, the cultists all hide behind and
near them, clearly secking protec-
tion from the foreign threat. Maria
tries to calm down her children, who
are both crying at what thcy just
witnessed, while Katrine is covering
up Natasha’s mauled body with a bed
sheet. If Villy and Seren are still alive,
they both look traumatized at the
entire scene and remain in complete
shock and silence.

Attack Maja

As the cultists draw back in fear
from this new threat, the coterie
might decide their best response is to
attack in order to defend themselves.
If Maja sees the coterie preparing
for an atrack, she tries to calm them
down by telling them she has no
interest in attacking one of her own
kind, and mentions she’s “the CUA”
expecting recognition of her informal
title. If this fails, the coterie must
fight Maja. The cultists, who are all in
shock, are unable to help the coterie
out.

Much like her sire, Maja attacks
like a wild animal, immediately going
for the deathblow as soon as she can.
She is physically stronger than her
sire, but not nearly as fast and limber.
She aims to severely injure the player
characters in order to protect herself.
Maja brandishes a large hunting knife
that inflicts +2 light piercing damage.
If the player characters severely injure

her, she attempts to run into the for-
est, :1b:1nd0ning Ditte if needed.

If Maja’s ghoul Ditte joins the
ﬁght, her ﬁghting stylc is reminiscent
of Maja’s, yet a little less bombastic
and aggressive. She only gocs for a kill
ifMaj:l is threatened, and clcarly has
no fear ofdying in the process.

Confront Maja

After hearing Maja’s plans, the
player characters might dig even
deeper into what she wants to do
with the cult. This information can be
obtained with a successful Manipu-
lation + Persuasion roll (Difﬁcu]ty 4).
Maja answers honestly and tells the
player characters about what her sire
did to her, and how the only reason
she answered his call was because it
gave her an opportunity to destroy
his life’s work. She plans on years of
servitude for the cultists, or to silence
them permanently, based on their
being threats to the Masquerade.

Convincing Maja to give up
on her quest for vengeance requires
her being offered something juicy
in return, a successful Mzmipulation
+ Persuasion or Intimidation roll
(Difficuley 6), or the best option: the
players roleplaying their characters
in a way that convinces the homicidal
Nosferatu that the members of the
Wellspring do not deserve to die for
the sins of their maniac leader.

If the player characters convince
Maja to give up her quest for revenge,
she steps back for a second, furrowing
her brows as she glares at them. She
looks down at the corpse of Nata-
sha, which is still 1ying in the tall
grass before she nods. She agrees to
leave the cult alone, but only if she is
allowed to make one more sacrifice to
satisfy her needs. She tells the player
characters:

“Fine. I'll leave your little social
club alone if you provide me with one
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more sacrificial lamb. It could be one of
them ... it could be one of you ... after all,
it is better I just kill one more than the
whole loc of them, right? And it’s a long
walk back to Ditte’s minibus...”

Maja is just teasing, but wants to
see how far she can push these moral
paragons.

Leave the Cult

At this point in the story, it
might be completely natural for the
player characters to not want to go
through a potential fight for the cult
again. Unless bonds have been struck
or rcforgcd with the cultists (bearing
in mind some may be pcrsona] con-
nections from before the Embrace, or
disappeared loved ones from recent
years), thcy might withdraw and leave
the cult to their own devices.

If this is the case, the Storyteﬂcr
should consider the player characters’
Convictions and whether this action
warrants Stains on their respective
Humanity ratings.

What of the
Prince?

Whatever the outcome of the
interaction with Maja, this is when
Gorm, the domain politikommisr,
calls them on their second phone.
His message is short: “You're welcome
back in Copenhagen — but bring this
cult of Jakob’s with you. The Prince
will want them dealt wich.”

If the player characters disposed
of or lost their second phone before
this occasion, the Storyteller has a
choice: leave them in the wilderness,
as Gorm’s not going to send a search
party, or have Maja explain (before a
fight or before she departs) that the
Prince has been trying to get ahold
of them for the past couple of nights
and is livid.



Chapter Five:
The Well is Empty

The coterie has come to a decision about the fate of the
Wellspring. Every decision the player characters make
at this point has consequences. Depending on what they
choose, there are multiplc cndings to this story.

Sacrificial Lamb

If the piaycr characters give up the cultists to their
new seif—proclaimcd leader, Maja appears satisfied. She
orders each cultist to go inside their cabins and pack their
few bc]ongings. Maja wants to travel with the cultists
south into Germany and use them as a reliable source of
blood, for as iong as thcy last. She smiles at looks at the
coterie.

“There’s nothing like mortal servants, right? Espe-
ci:r”y ones who are so Fucking brainwashed thcy can’t
even remember what the word integrity means. Thank
you kccping them broken down for me. Consider a boon
owed to you, for whatever that’s worch.”

The cultists exit shortly thereafter, all looking equally
numb except for Simon who quietiy sobs in his mother’s
arms. [t’s up to the Storytc”cr to decide whether the cult-
ists wish to say farewell to the coterie, whether thcy have
any parting words, or if’ thcy stay silent. Shortiy after,
Maja ties the cultists up in a row, and drags them into the
forest with a violent y:mk

The Storytc“cr should consider adding Stains to the
playcr characters, if their Convictions allow it. Tiicy’vc
saved themselves from nccding to maintain an unstable
herd, or cult of retainers, but may have doomed each of
the mortals involved through their decision. While the
playcr characters didn’t create this situation, handing
the Wellspring over to a clearly murderous Nosferatu
is scarcciy better than h:mding them to the Circulatory
System, placing them in Elysium as blood dolls, or selling

thcm to any OEhCT blOOd traﬂicking group.

The Prince

The coterie might decide the best solution to their
dilemma is to take the cultists to the Prince and the
politikommiszer.

The way out of the forest might be smooth sailing
for the characters, with little to no disturbances or it
can be a dangerous affair. First, they must find a way to
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circumvent the many traps surrounding the area. "Hicy
can cither ask one of the cultists, who points out a few
traps thcy hclpcd set up, but can’t remember the rest, or
roll an Intelligcncc + Survival (Difﬁculty 2) to determine
where the traps are located. Ifthcy hclpcd Villy set up
traps carlier in the story or saved Maria’s children during
the coming—of—agc ritual, the cultists know the exact way
out of the forest.

If they took Gorm’s call, he offered for a van to
collect them at the spot on the road at which rhcy were
droppcdi Otherwise, thcy can utilize their own allies to
hclp them escape, but altcrnativcly thcy might hijack a
car on their own. If the coterie decides to take public
transport, have a confrontation with mortals interested in
the bcdraggicd cultists fbllowing in the playcr characters’
wake, or with a vampire or ghoul who states the protago-
nists are a waiking violation of the Masqucradc.

My Childe

The Prince awaits the coterie in the 1obby of her
pcnthouse apartment in Copenhagcn. She is wearing a
sleeveless dark dress and long pearl necklaces around her
neck. Her dark hair, a wig, looks more messy than usual
and the expression on her infamousiy featureless face is,
as ever, unreadable. Prince Belinde is known as “the man-
nequin” by those with a modicum respect and as “the sex
doll” by those without, based on her perfectly, smooth,
almost unmoving features, and locked open lips.

“I'had one order. That order, was to go into the woods,

fl'gll)l’ out th}’C my C[lilal(’ was, Llﬂd 1’))"iﬂg hi??’l 1%1(‘;\’ to

Copenhagen.”

As she speaks, she slowly approaches the player
characters, but without rnaking eye contact with a single
one of them. Her hands stay planted in her pockets the
entire time.

“Tell me where he is. Where is my childe?”

The player characters must decide what the best
option is, and Gorm is pointedly looking away from
them during this confrontation. On a Wits + Insight roll
(Difficulty 4), it’s clear he's told Belinde the cruth, but
has been instructed to stay out of it. If the coterie wishes
to lic about what happened, they must make a successful
Manipulation + Subterfuge roll (Difficulty 6) to convince
her that Gorm was lying about Jakob’s destruction.

“WE DESTROYED HIM.”

Belinde halts in her step. She stands motionlessly,
facing the glass which makes up the entire backwall of her
apartment, almost as if she is frozen in time. It seems like
an eternity before she finally reacts.

“He was a lost cause from the beginning. We used to
be friends, of a sort. This was before I knew the monster I'd
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created. I thought I could save him.
He was a poor child with no future,
ostracized by society. I quickly learned
you cannot fix that which has already
been spoiled.”

“HE DISAPPEARED.”

“Disappeared?!”

The Prince turns around in a
second and sets directly toward the
group at speed.

If the player characters success-
fully lied to her, she accuses them of
letting the most dangerous vampire
in Denmark loose and being respon-
sible for any carnage he leaves in his
wake. They are left unrewarded and
held in low standing,

If the player characters unsuc-
cessfully lied o her, she calls them on
their bullshit, and describes Gorm as
the perfect servant, while they're lit-
tle better than fools and cowards. She
musters as much emotion as her face
can convey before leaning over them
and uttering that they’rc all banished
from Denmark and her sister Scandi-
navian domains.

Lost and Afraid

Belinde addresses the issue of
the cult as soon as she has figured out
what happened to her childe.

If the cultists are present as re-
quested, she walks toward them and
studies each of their faces and bodies,
especially taking notice of the brands
on their skin. She then proceeds to
ask them their names, how long they
have lived in the forest and their
relation to Jakob.

She asks them to sit down on the
couch and asks them how much they
know about vampires. If the cult has
not been instructed in the dangers
of telling the Prince about what they
know of Kindred society (and they
know scant little, unless the player
characters informed them), they
nervously explain everything Jakob
taught them, from feeding rituals to

bcing blessed by “the Nightwalkcr’s
kiss,” or the process thcy call “the as-
cension” into bccoming “a Nightwalk—
er” Belinde kceps a calm demeanor
throughout the conversation, asking
them different questions about the
cult and Jakob. Tt is recommended
the Storytcllcr kccps the scene short
and punchy, but the atmosphcrc
intense and with a fecling of unpre-
dictability, as Belinde barcly reacts to
any gruesome details. If the cultists
lie about what thcy know, the playcrs
can roll for their subtcrfugc, using the
spcciﬁed cultist’s social dice pool (or
Subterfuge pool if thcy have it as an
cxccptional pool) against a Difﬁculty
ofs. If the playcr characters coached
them in what to say, the Difﬁculty re-
duces by 1. Ifthcy fail, Belinde ﬂings
the cultist to the floor before tclling
them to tell her the truth or die.

If she feels they know too much,
she utters an edict:

“As you can hear from our poor
mortals here, they know far too much for
us to possibly let them back into society
again. There’s just no way in hell I can
allow this to happen. My first inclinacion
is to swiftly get rid of them before they
can cause any more trouble.”

This message is met with a gasp
from the cultists, and one of the
children crying. She continues in the
following vein:

“However, if nothing else, these
mortals have shown how diligently they
can serve one of our kind, and they
undoubtedly know the ways around our
... needs. I guess politics can be taught
later.”

The Prince looks intcnscly at
the coterie, as ifconsidcring her next
line. She utters this if the cultists
successfully lied, as well:

“If you are willing to take these
mortals under your wings, and by
that, I mean turning them into your
retainers and loyal servants, I would
not be opposed to letting them live. This
of course requires a fuck-load of work

ﬁ‘om your Sid(’, as EIK’SC ?7107'(61[5 ]1(’}”(
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are barely people and handling their
reintegration into kine society, dealing
with the issues of what happens when
people who know them from before their
indoctrination ask where f/u’y ve been,
and so on, may prove onerous. Keep in
mind some mig/n be 7*6gisrcred as missing
or even kidnapped. Think on that before
you decide.”

LET US HELP THEM

If the coterie agrees to the
Prince’s suggestion, they must decide
who takes care of each cultist. The
Prince tells the coterie Forcing them
to drink vitac now is the best option,
as they are then under the player
characters’ protection and less likely
to be attacked by fanatical Kindred
afraid of a Masqueradc breach. Have
a scene with each individual charac-
ter and the cultist thcy have decided
to take on. It is up to the Storytc“er
whether the cultists are apprchcnsivc
and refuse to cooperate or gladly re-
ceive the protection of the characters.

DEATH IS THE BEST OPTION

If the coterie declines the
Prince’s offer, she shrugs and with
a quick push of her panic button,
Gorm’s Kindred security team —
the domain kommisars — appears
through the door. In front of the
player characters, they murder each
member of the cult in a violent,
brutal display of flashing blades and
gnashing fangs.

If the players are prepared to
handle it, the Storyteller can describe
the terror of the cultists as some
attempt to flee their executioners, a
couple fight back, and the rest just
accept their fate, weeping. Horri-
fyingly, the great spillage of blood
compels a roll to resist hunger frenzy
from the player characters (Difficulty
3), though they might succumb to a
fury frenzy, especially if any of the
cultists were adopted as Touchstones.

Eventually, the hounds drag the
bodies out of the apartment. The
Prince turns to the coterie with an
expressionless face.



“Always a shame to let good blood go to waste. I suggest
) & & 88

you take your leave before you cause more trouble.”

THE KOMMISZERS

Standard Dice Pools: Physical 7, Social 3, Mental 5
Secondary Attributes: Health 8, Willpower 6
Exceptional Dice Pools: Intimidation 6; Investigation 6
Disciplines: Celerity 2, Fortitude 1, Potence 2
General Difficulties: 6/2

Maja

If the coterie brought Maja along with them, the
Prince shoots her a cold look before walking over to the
CUA, whether she is staked or fully aware of her sur-
roundings. Belinde places her hand on Maja’s forchead
and pushes her head back.

“Your playtirne is over, Maja, and )m)m"féral shenanigans
are done. You should have come ro me as soon as Jakob
reached out to you. I'll teach you how to behave like a civilized
Nosferaru.”

Maja is cither dmgged from the room or walks out
like a chastised child, shortly thereafter. If the Storyteller
wants to build Maja as a recurring antagonist, she can de-
part with an insult or threat toward the player characters.

Come with Us

If the player characters saved the cultists from years
of agony and suffering, it’s possible they’re now complete-
ly dependent on the player characters. Even Seren, if he
is still alive, obeys the player characters fully as he owes
them his life. They're all standing around the coterie in a
group, huddled together and looking at the vampires to
take the next step.

Our Little Secret

If the playcr characters decide to integrate the
cultists back into society, thcy risk a massive breach of
the Masquerade — even more so if they were introduced
to the Prince, learned more of Kindred society, and were
then released. Bur, ifthcy see no other way out, and leave
the fate of the cultists in the hands of mortal authorities,
thcy might Cxplain to them how important it is no-one
should know vampires exist, and thcy may forbid them
from telling anyone about their time in the cult. Most
of the former Wellspring cultists refuse at first, as they
do not understand the rules atrached to Kindred society.
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ﬂlcy can be convinced with a successful Manipulation +
Intimidation or Charisma + Persuasion roll (Difﬁculty 4),
though this persuasion is unlikcly to hold forever.

Dcpending on how thcy release the cultists back into
society, different results follow. Ifthcy hand them over to
policc7 one of the cultists cvcntuaﬂy breaks during inter-
rogation and headlines in the newspapers days after talk
about a secret cult in the Danish woods, which in turn
catches the Prince’s attention. If the Storytcllcr choose to
play through the Prince’s reaction and the consequences
isup to the playcrs and Storytcllcr.

If the coterie release the cult into society without
any supervision or guidancc, the Anarchs who sent spies
looking for Jakob soon discover these confused individ-
uals who 10udly talk about their time in the cult and the
existence of “Nightwalkcrs.”

If the coterie hands the cult over to a hospital ora
mental health institution, thcy have succcssfully providcd
the cultists with cnough hclp and support to talk through
their trauma and not break the Masqucradc, though thcy
may end up spcnding the rest of their lives in institutions.
Few cndings for these cultists spcll a happy future.

Be Mine

The playcr characters might be so infatuated with the
cultist lifcstylc thcy decide to stay on the campsite and
become the leader of the Wellspring full-time. Depending
on their existence and status outside the cule, this might
have major consequences for the characters’ role in Kin-
dred society, johs, families, friends, and Touchstones. In
this case, have a couple of scenes ready for the character
who chooses to stay, rcminding them of the world outside
and the 1'Csponsibi1itics thcy’ve left behind. This could be
a lover or close Kindred companion trying to reach out
and convince them to come home. It could be the Prince’s
hounds looking for the vampire. It could be mortal police
who were tippcd off to somcthing is going on dccp inside
the woods.

The characters may also decide to take the cultists
under their wings and cither take care of them, force
them into the ranks of thralldom, or Embrace them to
keep them safe. This requires the player characters keep
them out of harm’s way, as they slowly integrate into an
undead kind of normalcy, with the added burden of need-
ing to provide them with housing, identities, and maybe
even jobs.

If the Prince wasn’t consulted, she’ll be on the hunt
for the vampires responsible for her childe’s destruction,
though she won’t pursue the cultists, as she won’t learn
the full details of the Wellspring unless Seren reached her
to report on the player characters’ arrival.
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There is No Other Way

The coterie may see no other way out than to mercy

the cult members on their own or mentally manipulate them
using the Dominate Discipline, a blood bond, or constant
reinforcement with Presence. If concerned about releasing
walking threats to the Masquerade, humanely killing them
may be the only logical option for some coteries.

Depending on what the players are comfortable with,
cither the members fight for their lives, begging for the
coterie not to kill them; or they accept this fate as at least
better than ending up within Maja’s jaws.

Epilogue

The players have now concluded the Wellspring and
whether the pla_vcr characters managcd to save the cult
and take them under their wings or give them up to
mortal authorities, see them continue their lives in servi-

T, OT Sc¢ thCD] kiHCd by thCiT own

hands or those of the Prince’s hounds, their actions bear
consequences. The following options can be used if the
players continue to pl:l as their coterie in
or chronicle or if th h to have more pla

within the \‘Vellspring. Feel free to come up with new
ideas to continue the story; these are merely stor

thﬂt can bC US(?d fOl' il’lSplIZlEiOl’l fOl furthcr l'OlCPl

Anarch Infiltrations

This story hook is relevant if the coterie is hiding the
cultists without the knowledge of the rest of the Kindred
society. Anarch spies have kept an eye on the coterie
and the cult members long before the coterie first met
them. They have been fascinated by their alternative way
of‘]iving and how the_v created their own rules within a
strict societal form. A couple of weeks after the player
characters rescue the cultists, they are approached by rep-
resentatives of the Anarch Movement who offer to give
the cultists a beteer life outside the Camarilla in a place
where breaking the Masquerade is not as crucial as having




a life in freedom. The Anarchs attempt to ensconce the
former cultists in the small burg of Freetown Christiania,
known for its relaxed mortal laws and lack of Camarilla
ovcrsight.

Difficult Tutelage

This story hook is relevant if the player characters
addict the cult members to their vitae, turning them into
ghouls. The characters face difficulties when trying to
merge the cultists back into society. Simp]c rasks like us-
ing credit cards and even cell phoncs prove difficult, and
the cultists stick to their old ways of life for a long time.
Some of them insist on only slecping outside and still
perform rituals. This creates talk among the Kindred in
Copcnhagen, and leads to confrontations during Elysium,
where other vampires are worried about the new ghouls’
behaviors in relation to the Masquerade.

Whispers from the Past

This story hook is relevant if the coterie had mortal
police take care of the cultists. A member of the coterie
receives a phone call from Politikommiszer Gorm, who
read the frontpage of the newspapers that evening. He
mentions mortal police have interviewed individuals lost
in the woods for years and claim the existence of vam-
pires are not fiction and they walk among us. The coterie
must figure out a way to either manipulate the police or
journalists to protect the Masquerade or somehow make
the cultists stay quiet about their experiences in the cult.

Homeless

This story hook is relevant if a hospital takes care of
the cultists. After being released from the hospital, the
cultists have no place to go, let alone anyone they know
they can seck out for help. One nighe, they track down
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where some of the characters make their havens and ask
them for hclp and guidancc, since thcy are the only per-
sons they know in the Copcnhagcn. The characters must
decide how to hclp the cultists — if indeed thcy hclp
them at all.

I Recognize that Mark

In a story down the line, a Tremere with whom the
player characters are acquainted takes one of them to
the side to show them a Fascinating book discovered in
one of Copenhagen’s oldest churches, which he believes
was penned by an adherent to the fabled vampiric state
of Golconda. He rattles on about the book’s contents at
length before stopping at what he finds the most fasci-
nating: a reference to a “wellspring of life,” along with a
symbol the player characters recognize from the cultists’
brands. If the cultists are still in their company, the
Tremere puts two and two together. If not, the player
characters are left wondering what exactly Jakob was try-
ing to achieve and whether any of the cultists (ifthey’rc
still alive) have knowledge of it.

What Have You Done?

This story hook is relevant if the coterie either killed
the cultists themselves or saw them killed by Politikom-
miser Gorm and his hounds. Try as they might, the char-
acters have trouble sleeping during the day. Visions of the
cultists begging for mercy at their hands, and the crying
of the children they could have saved, trouble them inces-
santly. These visions follow the coterie for a long time and
might affect them in different ways. To what degree is up
to the Storyteller, but can be everything from impairing
certain rolls, having insufficient sleep, to permanent flaws
and stains on their Humanity. There’s no easy way out
from having permitted the murder of innocents, troubled

though they may have been.






T'he Family

“You don’t get to walk away from this.”

— Lubango, Samedi of the Hecata

When you're the member of a clan, you're part of a family.
You may be the most upstanding and accomplished
savant in your field, but if your clan has a bad reputation
in your current domain, that shit rubs off on you. You
may be a wretched deviant responsible for any number of
sins, but if the Prince is a member of the same clan as you
and your clan have diligently defended the city from the
Second Inquisition, you might just score a pass based on
your heritagc.

However, Family gocs bcyond deeds. Fﬂmi]y imposes
expectation — sometimes obligﬂtion, sometimes sin — on
its members. No more so than among the Hecata. In this
story, we see and experience what happens when a family
member betrays their own, and what that family does to
restore order to its ranks.

Introduction

The Family is a Vampire: The Masquerade story that
p]ungcs characters into an unfamiliar domain with a new
political and re]igious hiemrchy. In this story, characters
must investigate the Kindred society of Atlantic City

(or indeed, any other coastal domain to which this story
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can be adapted) to discover who has been betraying the
Hecata, and make the decision of whether to eliminate
the leak for the good of the family or side with the trai-
tors to improve their pcrsonal circumstances at the cost
of anﬂy loyalty. As thcy pursue their investigation and
make their decisions, thcy face potcntiﬂ] rcprisals from
the Anarch Kindred of AC and any Hecata they cross in
the domain.

Players required: 3-5

Duration: 10—12 hours

Story Breakdown

For the Storyteller’s eyes only.
The key beats of The Family are as follows, including
the backstory revealed through play:

- As far as Kindred outside of Atlantic City are
concerned, the Hecata boss of Atlantic City — Or-
nella Giovanni — has been in control of the domain
for two decades. Blood dolls, cash, and drugs are
routinely funneled to and from Atlantic City under
Ornella’s supervision, with scmi—regu]m‘ letters bcing
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sent to Donatello Giovanni in New York to report on
clan activities.

In actual fact, Ornella disappeared last year, leaving
the disparate elements of the Hecata in the domain
without a leader. With no guidance coming from
Venice, the clan’s central powerbase, or New York,
where Donatello Giovanni holds sway over the Heca-
ta, the Anarchs creprt in, seized the domain, and have
led it ever since under the watchful eye of Toreador
Baron Edith Blumenau.

In Ornella’s absence, her ghoul Thomas Zingaretti
has been managing the nightly running of Giovanni
operations as well as hoiding rcsponsibility for forg—
ing letters written in her name.

Ornella Giovanni actually entered hiding at the invi-
tation of Blumenau, who as well as being an Anarch,
is a macron of the Bahari. Displeased at the recent
clan restructuring combined with constant shit
rolling downhill from New York, Ornella was won
over by Blumenau’s talk of freedom from the Hecata
hierarchy and bought into the idea of recreating
herself. After several months she recruited Lubango
of the AC Samedi to serve the Bahari. Since that
time, Ornella has given herself over to Blumenau's
proposed meditation method of occupying a form of
oubliette in complete isolation, only to have blood
poured over her occasionally. From time to time she’s
lifted to the surface to maintain her grip on sanity.

Blumenau struggled to extract the last remaining
Camarilla holdouts from Atlantic City via threats or vio-
lence, and resorted to buying the city’s Warlocks off with
Hecata secrets Ornella gave to her in confidence during
one of her moments ofrcpricvc from “meditation.” Those
Tremere subscqucndy decampcd to New York.

The player characters discover this leak of clan
secrets (or maybe a prominent Hecata, such as Don-
atello Giovanni of New York, informs them) and it
becomes incumbent upon them to travel to Atlantic
City, plug the gap, and find out why Ornella’s letting
these secrets out. The player characters may be
harmed by this leak, creating a personal motivation
to get involved. Through research they can learn of
the resident Hecara: the boss, Ornella Giovanni; the
eschatologist, Ms. Strand; the gangster, Lubango; and
the money launderer, Lia Milliner.

Blumenau took over Ornella’s territory at the Three
Bears Resort, as well as inheriting her ghoul and
casino operator, Thomas Zingaretti. As far as Hecata
outside Atlantic City are concerned, the Three Bears
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is still a safe venue for the player characters to make
temporary havens, so they’re due to be installed there
throughout the investigation’s duration.

+  Ifasked, Zingaretti confirms that Ornella left the
casino and his life a year ago and Blumenau stepped
in to fill the void. Zingaretti also confirms that the
clan’s interests are still worked on by Hope, Strand,
and Lubango, with all matters channeled through
him. He knows nothing about a leak.

. Zingaretti informs Blumenau of the coterie’s arrival
and she requests a meeting with them on the city’s
famed boardwalk, where she offers them every
assistance in solVing their probicm SO they can leave
as Cxpcdicntiy as possiblc. She is accompanicd by a
number of her kine bodyguards, inciuding a mortal
named Jay, or “Sideface.” She offers to set the player
characters up with one of the local Hecata: Ms.
Strand of the Cappadocians. She doesn’t mention
Lia Milliner, who is just in the domain on business,
or Lubango, as she doesn’t want to implicate a fellow
Bahari. Ifthcy ask, she says she wouldn't know where
to find them.

+  Blumenau attempts to intimidate the coterie into
leaving Atlantic City, at first with blackmail and
threats, before escalating to a break-in into their
hotel suite, preferring to scare them away initially
rather than murder them and draw the ire of their
clan in New York.

The following encounters are cach optional, but help
picce together the puzzle of the family leak:

. Blumenau tells Lubango that the player characters
are intcnding on clirnin:lting Ornella Giovanni (a 1ic,
at least initially), leading to his gang assaulting them
ifthcy enter his territory, with the aim of it look-
ing like an unrelated stick—up. He remains dccply
secretive and fundamcntally loyal to Ornella, and
via Ornella, to Blumenau. If pushed, he actacks them

with the full force of his gang.

+  Blumenau’s mortal retainer, Jay, tells the paranoid
Ms. Strand that the coterie is intending on murder-
ing her for being a Cappadocian. Blumenau wants
the player characters to believe Strand is responsi-
ble for the leak, which is why she sets up a conflict
between the two. The player characters may be able
to reason with Strand, who tries to kill them, and
discover they've been set up. She implicates Jay
“Sideface” as the responsible party.

+  Ifthe player characters seck out Lia Milliner, they
find she’s acting with neutrality, but she reveals



Ornella Giovanni’s accounts are all still active and
still acting as a channel for dirty money that Lia
cleans up. If persuaded, she explains where her agents
collect dirty cash, which happcns to be within sight
of Ornella hidden haven and contains a handful of
mortal Bahari observers.

+  If the protagonists interrogate Zingaretti or search
his apartment, they find he’s been bugging the execu-
tive suite for months for the FBI, and has recordings
of Ornella and Blumenau meeting.

Following the sourcing of the above information, the
player characters should be aware of some of the following;

. Ornella Giovanni is still active.
+  Lubango is in Ornella’s employ.

« Ms. Strand is not the leak, but they’re led to believe
she is.

+  There’s a cult growing in the city.

. Edith Blumenau tried to have them killed or driven
from her domain.

+  Blumenau and Ornella are likely working together.

Beyond this point, the protagonists must choose how
they intend to proceed, with the possible breakdown as
follows:

. Zingaretti, driven to dcspcration at risk oflosing an-
other domitor, attempts to burn the coterie to death
in their hotel suite.

+ The player characters locate Blumenau, who does not
name Ornella unless her city or existence comes un-
der threat, showing she’s just as prone to betraying a
member of her sisterhood as Ornella was her family.

«  'The player characters discover Ornella, who explains
she provided Blumenau with Hecata secrets trust-
ing her, as a sister of the Bahari, to not disseminate
them further. She doesn’t regret Hecata information
escaping the clan, however, and refuses to return
to the fold having tasted the freedom of the other
side. She offers the coterie the same freedom, and if
Blumenau is gone suggests they run Atlantic City as
a city indcpcndcnt of the sects and the Hecata.

«  If Ms. Strand was enlisted to aid the player charac-
ters, she strongly advocates for Ornella’s destruction.

«  IfLia Milliner plays an active role, she suggests gaining
permission to blood bond Ornella and keep her on a
tight leash to show her the meaning offamily 10y:11ty.
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+  If Lubango survived to this point, he’s prepared to
eliminate the playcr characters, or, if Ornella has
been captured, to burn her and prevent her being
forced to betray herself.

+  'The player characters might conclude this story frecing
Ornella and shifting the blame to Blumenau, murdering
or staking Ornella for their sponsor, or choose a wholly
different path. Ultimately, Blumenau accepts the course
that causes the least disruption to her domain, even
if that requires betraying a fellow Bahari. The player
characters may even take the opportunity to remove
Blumenau and take Atlantic City for themselves.

The route through and conclusion of The Family is
open to player action. This story isn’t linear, and may
result in red herrings, such as Ms. Strand being the source
of the leak, conflicted loyalties, short cuts, and many
optional encounters dotted throughout the story, each
of which handles a mortal or Kindred event in Atlantic
City. These optional encounters can largely be placed at
any point following the player characters’ arrival in AC.

Character Advice

There are various reasons the leak of Hecata secrets could
impact the playcr characters, from their having a business deal
with the AC Hecata and bcing concerned about information
from this deal lcaking, to sh:lring lincagc with some of the
AC characters, and the playcr characters bcing concerned
about those characters’ wellbeing. Additionally, the Storyteller
should consider any mortal connections the characters have
with the domain, and whether thcy’rc under threat or stand
to benefit as a result of actions taken in this story. All these
options serve as motivators for the player characters.

Some plot clements are worth incorporating into
character contacts, cult affiliations, and wealth resources,
no matter the playcr character origins. Storytellcrs are
cncouragcd to have characters possess at least one of the
following connections to the plot:

THE CHARACTERS HAVE HAD PREVIOUS
GOOD DEALING WITH ORNELLA GIOVANNI

Ornella’s communications have quictcncd, or have
clearly written by another hand, since last year. Whether
due to blood ties, fondness, or a business association, thcy'rc
curious what befell Ornella and before the story starts, dis-
cover a leak of Hecata information starting in AC.

THEY ARE AWARE OF A SEEDLING BAHARI
CULT IN AC, WHICH MAY SUBVERT THE
EXISTING HIERARCHY

No matter whether the player characters have cult
affiliations of their own, the rumors reaching them of a Bahari
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presence in the domain act as either a lure to investigate, de-
stroy the Lilith worshipcrs7 or set up one’s own tcrnplc, cult, or
similar, if such freedom to practice is given in this domain.

THEY HAVE A MORTAL FRIEND OR
RELATIVE WHO DOES BUSINESS WITH
THOMAS ZINGARETTI

The mortal link to the story can come cither as a
threat or a lure, as a mortal relation might call the charac-
ter and say how they think Zingaretti has fallen under the
influence of someone dangerous. Maybe they’re reporting
this out of concern, or pcrhaps thcy’rc intimating that the
Three Bears Casino is ripe for a takeover.

THEY USED TO VACATION IN ATLANTIC
CITY DURING THEIR BREATHING DAYS

The nostalgia element is a potent one for some player
characters, especially if the Storyteller is prepared to use
Memoriam to take the protagonists back to a previous
encounter in the domain. Seeing how far the domain has
fallen may provide impetus to rejuvenate it, or seize it.

ATLANTIC CITY IS A DOMAIN RIPE FOR
POTENTIAL, FOR A KINDRED LOOKING TO
ESTABLISH A NEW TERRITORY

Few Kindred outside of AC know the domains inner
workings, but through word-of-mouth it’s a largely law-
less domain filled with transitory kine, corrupt cops, and
industrial development, all of which might be a foothold
for an enterprising young coterie.

The following are additional options available to
the players, with coteries consisting of a mix of Hecata,
Anarchs, and Camarilla Kindred entirely possible:

Hecata

The plnycr character Hecata could descend from or
share 1incagc with some of the Necromancers present in At-
lantic City. Ms. Strand makes for a good ancestor, just as Lia
Milliner might be a Blood sister with a mutual sire. Likewise,
a connection to Ornella Giovanni sets a tone of familial
bonds, which placcs greater pressure on the playcr characters
to make the correct choice at the story’s conclusion.

Due to the connection to farnily inherent in the
Hecata, mortal connections to the coterie could have
homes or businesses in Atlantic City thatasa sub—story,
the playcr characters could investigate, call in on, or see
threatened by the city’s Anarchs or Bahari.

The playcr characters in this story could be recruited
by Donatello Giovanni due to their standing in the family
or because thcy’rc hungry to increase their reputation.
Thcy could all be sourced from different domains, but
more likcly than nor, thcy hail from New York or another
domain thick with Hecata, such as Boston or Las Vegas.
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TOUCHSTONES AND CONVICTIONS

Many Vampire stories place special emphasis on
Touchstones, and for good reason: they're an effec-
tive way of maintaining Humanity. In this story, it's
unlikely player characters see their Touchstones at
risk unless they bring them to Atlantic City, or if they
start the story as vampires from that domain. With
this in mind, the Storyteller should record the play-
er characters’ Convictions and keep them in mind
for tests of morality and belief throughout the sto-
ry. Touchstones are of course still at risk from the
machinations of enemies made in AC, and characters
like Blumenau have sufficient reach and contacts be-
yond her domain to threaten characters close to the
player characters if they intrude dangerously close
to her affairs.

Camarilla

Camarilla Kindred may become interested in AC
activities due to the mass migration of sectmates from
this domain. With the Hecata apparcntly also on weak
footing, perhaps this is the chance to fold the territory
once again into the Ivory Tower, or at least discover the
domain’s secrets before making such a decision.

The Camarilla could be scnding the coterie as envoys
or commandos, responsible for establishing a “beachhead”
in Atlantic City for the sect’s recurn. The Storyteller
could shift the city’s Hecata members to different Ca-
marilla clans, with Ornella a Tremere leaking thaumarur-
gical or political secrets to New York’s Anarchs.

Perhaps a vampire such as Donatello Giovanni
approachcs the vampires for this operation because the
Camarilla of New York owe him a major boon for his role
aiding them in the sectarian wars that concluded two
decades ago. While unusual for the Hecata to align with
the Camarilla, Donatello might also reason that Atlantic
City’s Hecata wouldn’t suspect a coterie consisting of
non—family members, and it would be easier for Camaril-
la vampires to find out who was ]eaking information to
their sect.

Anarchs

The Movement plays a key role in this story, with
Atlantic City a newly Anarch domain. More revolutionary
) )
Anarchs may balk at the idea of the “Camarilla-lite” Blu-
menau (as Anarchs in other domains refer to her) in charge,
and suggest a change in leadership. In this scenario, the Sto-



rytcllcr should crnphasizc Blumenau’s
reputation for old-fashioned ways
and hierarchical lcanings7 to make her
appear as an Anarch in name only.
Prominent Anarchs in anoth-
er domain may want Blumenau
invcstigated as they believe she’s been
brainwashed, rcsulting in a distracted
and vulnerable Baron. In this case,
the Storytcllcr is encouraged to make
Ornella appear to be the Bahari ring-
leader, when in fact Blumenau is the
matron and stcaclily drifts from the
Movement in favor of her rcligion.

Adantic City

The following can be drip-fed to the
player characters as and when they ask
for information on the political sicuation
in Aclantic City or based on flashbacks
to their meeting with Donatello Giovanni
or another potential sponsor. Storytellers
can provide information from this section
as a result of roleplay and successful
Intelligence + Politics rolls.

AC by Day

Atlantic City is a small domain
on America’s East Coast, and a study
in contrasts. Throughout its history,
the city’s main source of legitimate
industry has been tourism, acting as
the chosen destination for many a
New Yorker or Philadelphian, with
the first half of the 20th century
seeing people travel from even farther
afield on the railroad leading directly
to the city, often staying for weeks in
one of the city’s luxury, ocean view
hotels. These days, it fulfils the same
role except most people fly in to the
city’s single airport or drive in via the
one main road, which is lined with
billboards advertising the casinos
still in operation in the city’s only
thriving quarter.

Since the 1920s, AC’s possessed a
deep underbelly of criminal activ-
ity, encompassing everything from

alcohol and gun smuggling to human
tr:lfﬁcking and illcgal sports loctting,
with clrugs, prostitution, and many
an assassination on the side. Through—
out the Prohibition era, the power of
organizcd crime in the city swelled,
and while it’s diversified in the last
half century, the massive presence of
lcgalizcd casinos has served criminal
interests in other ways. Outside the
moncey laundcring, illcg:ll loctting,
and sex work t:lking pl:lcc in and
around the casinos, a thriVing drug
trade sustains a wide network of
users and dealers in the broader city.
AC itsclfrarcly contains a stand-
ing population greater than 40,000
peoplc (though the wider Atlantic
County contains over five times that
number, many of whom work within
the city limits). The constant flow
of tourists, sailors, people attending
trade shows, and undocumented
criminals and migrants, means the
city figurc’s Considcraloly highcr
than the purportcd 40,000, though
constantly shifting. Despite the glittcr
and glarnor of the tourist trade, the
city’s unemploymcnt rate has slowly
crept upward with the years, leading
to great disp:lrity between the luxury,
tourist-focused parts of the city, and
the run-down, or constantly under
clcvcloprnent industrial and residential
areas. The difference between the two
is staggering, as driving three blocks
from the casinos, the beaches, or the
AC Boardwalk can find tourists in
areas bereft of appcal. To the embit-
tered residents of Atlantic City, the
only part of the city locing maintained
is the section visitors see. The shift in
louilding, road, and utilities qunlity
within a mile’s drive is staggering and
sharp7 and visible for anyone entering
via the expressway toll road, which
controls access into and out of the city.
The city’s most notable landmark
is the Aclantic City Boardwalk, built
in 1870 and still standing tod:ly, after
persistent reconstruction cfforts and
clcspitc natural disasters and erosion
wearing it down. While recent reces-
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sions have seen the sudden closure
ofm:lny casinos throughout Atlantic
City, a score of casino resorts with
beachfront entertainments, stages, and
live shows, act as the main draw for
tourists and criminals alike. The city
likewise builds itself as a center for
conventions and trade shows, utilizing
the largc numbers of hotels, largc
vacant buildings, and floors of casinos
that lost their gambling licenses for
the purpose. Quirky shopping malls,
restaurants, and looutiqucs litter the
most hcavily dcvelopcd parts of the
city, and flourish dcspitc the city’s
stcady economic downturn, most

as curiosities than as placcs anyone
would typic:llly choose to shop. The
effects of Hurricane Sandy, floods,
outages that have never been rcpairccl,
and pcrsistcntly dcgrading building
materials lead to the entire city look-
ing out ofplacc and out of time.

Within spitting distance ofcvcry
glittcring casino, crime rears its ugly
head. This so-called “Vegas of the
East” contains one of the worst vio-
lent crime rates in the United States,
with gang wars, drug addiction, and
aggressive cops only cxaccrbating the
issue. Instances oflorut:llity against
civilians are on the increase, and
when the cops aren’t laying down a
hcating or shooting the wrong guy,
thcy’rc just dispcrsing drug deals and
moving them to fresh corners, away
from the “better” parts of the city.
For their part, most AC street crim-
inals choose to keep away from the
tourists unless planning a mugging,
car theft, or hijncl{. The heat from
involVing themselves in the part of
the city that everyone’s Watching is
rarcly worth the trouble when there’s
;1lw:1ys someone looking for a next hit
of meth or heroin.

There are luxurious areas in Atlan-
tic City, but they're tightly confined to
a narrow piece of land and beachfront.
Where Vegas has the desert at its edge,
Atlantic City has all the hallmarks of
urban dccay cncroaching on the false
nirvana at its core.



AC by Night

Atlantic City occupies a dimin-
ished role within Kindred society.
Never a major domain by any means,
it used to be a neutral meeting
ground for representatives of the
various sects, a place a vampire could
go to clean up dirty money or deal in
blood dolls and bloodier deals, and
much as the kine used it as a tourist
destination, it allowed a respite from
big city politics. The citywide Elysi-
um that allowed for parleys ended in
1999, when the sectarian wars reached
their peak, and the ability to rinse
stolen money and goods through the
city was severely curtailed when Or-
nella Giovanni declared herself city
boss in the year 2000.

AC’s ability to sustain more than
a few Kindred is difficult, bordering
on impossible. The mortal population
is too low, and reducing every year.
Even the number of tourists visiting
the city diminishes with each passing
season, with casinos closing their
doors, the city’s upkeep falling by the
wayside, and criminal activities mov-
ing to more lucrative environments.

With this in mind, it’s alarm-
ing that Atlantic City contains 15
or more vampires, far beyond what
the Masquerade should be able to
conceal. The way the Kindred do
it, and the way they've always done
it in AC, is to conceal their activ-
ities within the tourist sector, the
criminal networks, the casinos, and
the transport and logistics industries,
all of which are decrcasing in Weight
in AC, but are each receiving a push
from their Kindred masters to thrive
and rejuvenate the domain. The issue
is, Kindred rarely push in the same
direction, they certainly don’t all
work with a sing]c vision, and thcy’rc
cach prone to sabotaging another’s
efforts.

Atlantic Cityisa domain on the
verge of collapse, only held together
because most Camarilla Kindred
don’t acknowlcdge it as bcing sep-
arate from New York, the various
facets of the Second Inquisition are
focused on larger domains, and the
mortal po]icc force is too corrupt and
ineffective to view vampire attacks
and stanguinated bodies as any-
thing other than drug-related crimes
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and the trafficking of vessels as just

another aspect of mortal organized
crime, which thcy lack the ﬁmding
to handle. Therefore, dcspitc its
teetering position, Atlantic City acts
as a place where deals still take place
without much scrutiny, and where an
outsider vampire can make a haven
(at least temporarily) without penali-
zation from a Prince or Sheriff.

For a century, the Giovanni
family were a subtle, but dominating
force in Atlantic City. Two decades
ago, Ornella Giovanni — the vampire
Donatello Giovanni of New York
installed to act as boss behind the
scenes — took control of the domain
following the disappearance of the
city’s ostensible Prince, Hanlon of
Clan Malkavian. Local Kindred had
often suspected there was a Gio-
vanni in charge, but for as long as
the Masqucmde remained in pl:lCC
and the domain stayed out of the
constant sectarian wars raging up
and down the American East Coast,
nobody important took issue with
the weak Prince or his puppet master.
One of Hanlon’s few rulings outside
the Camarilla’s six Traditions was



“resident, law-abiding civilians may
never form a part of our herds.” This
law barcly holds through to tonight,
though vampires cornnionly prey on
criminal elements, tourists in hotel
casinos, and clirnhing aboard cruise
liners rnaking their way up and down
the East Coast.

Within the Giovanni family,
Ornella was dircctly subordinate to
Donatello. For close to 120 years, she
served him dutifully, kicking up what
Was necessary, handling any prohlcms
he sent down to New Jersey, and
gcner:lily strcngthcning the clan’s
hidden influence. When Prince Han-
lon disappcarcd ovcrnight without a
word to the Kindred in his domain,
Ornella opcniy claimed the city for
her clan, in contravention of Donatel-
lo’s prcfercncc for discreet methods.

Despite her hucking the Heca-
ta line, Ornella has been a stalwart
steward of Atlantic City, with the
family’s interests still app:lrcntly be-
ing served. Meanwhile, the Camarilla
presence in the domain has graduaily
decreased to a couplc of holdouts,
and the Anarch presence has sharply
increased, signifying changes known
only to Atlantic City’s Kindred.
These changes have been kcpt from
Donatello and other concerned
vampires of New York, but the line is
as it’s aiways been: as iong as the Mas-
qucradc is maintained and the profits
kccp roiling to the Kindred who mat-
ter, the runt domain of Atlantic City
can kccp doing what it’s doing.

Atlantic City
Kindred

Storytellers should use care in
revealing too much of this section at
the SLOry’s start, as it details some
elements uncovered during the plot. To
the knowledge of the visiting Kindred,
Ornella Giovanni is the city boss, and
while Edith Blumenau may consider
herself Baron of the local Anarchs, nobody

else does. Nobody outside of the domain
beyond matrons of the Bahari are aware
of Blumenauw’s Bahari cell. Scorytellers
shouldn’t feel compelled to use every
vampire in this section, and just pull on
the threads that interest them.

For many years, Atlantic City
has lacked much in the way of formal
hicrnrchy. Its Kindred population
includes three coteries at most.
Sectarian influence, as a result, is in
a devolved state. There was a Prince
but no Primogen council, and only a
token enforcer. There was a boss, but
Kindred were pcrrnittcd to pursue
whichever activities thcy chose as
1ong as Ornella’s requests and orders
were met. Now there’s a Baron, and
while most Kindred in Atlantic City
defer to Edith Blumenau for citywidc
decisions, AC vampires are largely at
1ibcrty. That may change if Blumenau
decides to shift Atlantic City into
a domain only consisting of Bahari
vampires.

When taking the foHowing posi-
tions and coteries into consideration,
kccp in mind that many vampires
crossover into other groups, such as
Blumenau being the Baron, an An-
arch, and a Bahari, and Ornella being
a Hecata and a Bahari. Some charac-
ters do not show up in the scenario
as written, but they are usable should
the Storytcllcr wish to incorporate
the wider Atlantic City setting.

The Ruler

Ifa vampire asks on which side
of the politica] divide Atlantic City
falls, they’d be told a mix of answers,
from “the Camarilla had a Prince in-
stalled until recently,” to “the Hecata
took control a few years back, but
they seem to be tocing the Camarilla
line,” all the way to “it’s secretly be-
coming somcthing halfway between
an Anarch Barony and a Bahari the-
ocracy — but kccp that quiet.”

The workings of Atlantic City
are unknown outside Atlantic City,
despite its proximity to New York,
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and even many Kindred within the
domain are clueless as to who's in
chargc or if it even matters.

Edith Blumenau, Clan Toreador
— Blumenau has seen the rise and fall
of‘rnany a vampire in Atlantic City
and has been an eager participant
in engineering those shifts in power
since her Embrace in the enrly 20th
century. She’s never identified as a
“Cammie 1%er,” as she calls them, in-
stead gravitating toward the Anarch
Movement, where due to her cool
common sense and rationaiity, she’s
won many supporters. Her nightspot7
the “Ruby Throat,” was a popular
hangout for members of the Move-
ment during Prohibition, and she’s
held a dccp—seatcd love for gambling
ever since she established her club.

Blumenau made the 1ong journey
from America to Budapcst in 1950
to see if she could trace any of her
mortal relatives and convince them to
come back with her to the States, but
all she found was unmarked graves
and names on lists, cementing her
rejection of callous and cruel author-
ity. It was while in Budnpcst that she
listened cxtcnsivcly to the Bahari of
that domain, and upon returning to
Atlantic City, set about cultivating
her own reiigious gardcn.

In recent years her growing cule
found the willing cars of Ornella
Giovanni, who — sick and tired of
foliowing her grandsitc’s capricious
orders — Wiilingly joincd the Bahari.
Until that time, Blumenau’s cult had
cntircly consisted of kine. Ornella
joining convinced Blumenau that her
gardcn was rcady to flourish.

Blumenau took the reins from
Ornella, who gave them up with-
out question as she underwent her
own spirituai dcvciopmcnt. In turn,
Blumenau used information Ornella
gave her rcgarding the Hecata to buy
off the Camarilla remnants in the
domain and secure Atlantic City for
the Anarchs.

She protects her gardcn at all
COSLS.
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The Anarchs

The city’s Anarchs form a
sizeable coterie, some of whom drift
in and out of AC, others making per-
manent havens and either assisting in
propping up Blumenau’s position and
beliefs, or working on replacing her
with someone less driven by spiritual
concerns.

Abigail Kirby, Caitiff — Of all
the Kindred in Atlantic City, Abigail
has been here the longest. Abigail’s
family was one of the financiers of
the AC Boardwalk in 1870, and she
still remembers its construction as if
it were yesterday. She was Embraced
in one of the many arcades in 1908,
an older woman by then, but no less
committed to the city. Among the
most well-known Anarchs of the East
Coast, she earned the Camarilla’s
enmity when, during the sectarian
wars, she proclaimed “no Anarch of
Atlantic City will assist the Camarilla
in their war,” and many Anarchs fol-
lowed that lead. She strongly believes
in the Kindred of a domain serving
that same domain, and regularly
feeds her companion Edith Blumenau
advice on how to rejuvenate the city.
She makes her haven in an apartment
within walking distance of city hall.
Kirby is familiar with the Bahari and
suspects Blumenau is working just as
hard for their agenda as she is for the
Anarchs, which troubles the older
Caitiff.

Ferdinando “Ferdie” Dixon, Clan
Toreador — Both sired by the same
vampire, but 30 years apart, Ferdie
always felt she was in the shadow of
her Blood sibling, Edith. While Edith
pursued spiritual revolution, Ferdie
aggressively pursued influence over
the unions, which were until recent-
ly (in vampire memory) incredibly
prominent in the state of New Jersey.
Ferdie’s star was rising, but with so
many unions busted and Blumenau
successfully indoctrinating Ornella
Giovanni, she lost her shine in the
eyes of many Kindred. Ferdie is an

Anarch through and through and
believes in hitting the Camarilla in
their wallets hy disrupting the eco-
nomic sectors thcy tend to influence.
Since Blumenau’s adoption of the
title “Baron,” Ferdie has considered
whether to foment a rebellion against
her sister. Ferdie makes her haven in
Union City, but regularly drives to
Atlantic City to mingle with other
Kindred. She believes the Bahari are a
death cult fixated on irrelevant mys-
ticism, and worries that an increase
in its mcmhcrship could speH an end
to Anarch rule over Atlantic City.

Painite, Thin-Blood — Many
Kindred believe this young giri,
barcly a vampire, adopts a pscudo—
nym like many of her kind. Painite
is in fact her birth name, her parents
opting to name her after the rarest
ofgcms. Painite is a little starry—cycd
and gcncrnliy optimistic, ground—
ing many Anarchs with her talk of
humanity’s inner bcauty and worth.
She was only Embraced a month ago
and still lives with her parents, who
have become incrcdibly concerned
about their daughtcr dropping from
school. They want to take her to a
doctor for her aversion to dnyiight,
but so far, she's persuaded them she’ll
SOON Tecover.

Justin “Poodle Pumper” Sim-
mons, Thin-Blood — On one hand
Poodle Pumper is the biggcst running
jokc among AC’s Anarchs. He doesn’t
mind his brethren among the Move-
ment 1aughing about how he botched
a hit on a rival drug kingpin, instead
only succccding in kiiling the man’s
dog, but if'a vampire outside the sect
joins in, he swiftly loses his cool. On
the other hand, Poodle Pumper’s the
deadliest Kindred in the city, with
more bodies to his name as a mortal
than most Kindred take down in
undeath. This thin-blood is Whoily
committed to snatching lives for
the Anarchs and for his gang, the
Simmons Crew. He associates the
Camarilla with city policc7 and like
the police, he won’t touch Camarilla
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vampires for the heat it'll bring down
in doing so. He has, however, done
cvcrything in his power to sahotagc
their claims on the city. Poodle
Pumper maintains a spartan haven on
Mediterranean Avenue.

Savio “Popcorn” Cadmara, Thin-
Blood — Popcorn kecps his past to
himself, 1czlding to conjecture that
he’s everything from a famed Mexican
rcvolutionnry to a low-level Latino
gangster. He arrived in Atlantic City
in 1992 and quickly attached himself
to Edith Blumenau’s coterie, dabbling
in her Bahari Worship7 but prirn:lrily
acting as a bodyguard and trafficker.
When the Anarchs started pushing
the Camarilla out of the city, Camara
planted the explosives that saw
three buildings — two stores and an
apartment — blow up in spectacular
fashion, with each being attributed to
gas leaks. Since then, he’s been known
as Popcorn. He often sleeps in the
Three Bears Casino, acting as muscle
for Blumenau when she needs it.

Waxman, Clan Lasombra —
Waxman was young when Prohibi-
tion ragcd and organizcd crime took
over Atlantic City. He looked up to
those gangsters, and even did his own
share of bootlegging for Italian and
Irish gangs. From his vantage point,
Embraced as he was in the 1950s,
those nights should have never gone
away. Waxman pursues an odd course
few understand, where his method of
anarchy is to strengthen the tyran-
ny of law, thcrchy increasing the
ingenuity of and need for criminal
enterprise. To this end, he commits
egregious, vulgar crimes, such as gang
wars, putting guns in the hands of
kids, and widens the rift between
the criminal and the lcgitirnatc. He
wants the law to become incrcasingiy
brutal. He wants gambling banned
and gun laws made stricter. He wants
to make the situation so dire, that his
people — mortal and otherwise — are
Cornpcilcd to turn to criminality to
survive. Waxman makes his haven
in a yacht named “Moonshine,” in



the marina. Waxman has heard of
the Bahari presence in the city and
dreads the idea of a Lilith cult taking
vengeance on everyone who'’s perceiv-
ahly Wronged its members.

The Hecata

The Hecata make up the second
l:u'gest faction in Atlantic City,
having until recently held the domain
in their grasp. As far as most Kindred
are concerned, they still do.

Ornella Giovanni — Ornella
has, for most of her life, been utterly
committed to her Farnily. She was
raised by strict but loving parents,
taught the family trade at an early
age, and despite sexism rife within
the Giovanni, was positioned as mor-
tal underboss of Atlantic City before
receiving the Embrace.

The Embrace changed things.

A slow burn cut through Ornella’s
loyalty, as she realized her position
as a vampire was identical to that

as a mortal, only she'd be forced to
retain her role forever and was now
underboss to some Camarilla moron.
She advised Prince Hanlon of the
Malkavians while siphoning off much
of the city’s worth to her New York
masters, and steadily, it became clear
nobody valued her achievements.
Nobody saw her. They saw the family
name, and for Ornella, the name was
losing its luster.

Ornella murdered Hanlon out
of frustration. She knew she couldn’t
strike at New York’s Giovanni, so
she positioned herself as city boss.
What frustrated her even more, was
the family didn’t care; she could
have done this years ago, and they
wouldn’t have stopped her. Feeling
lost and without purpose, she entered
Edith Blumenau’s orbit and found the
Anarch’s talk onersonal enlight—
enment, renewal, and sisterhood
appealing. To Ornella, the Bahari
represent a fresh start.

Ornella now resides in a well
beneath a women’s shelter in Atlantic

City, away from the glitz of the Three
Bears Casino she once helped operate.
She spends her time underground, in
a cage, discovering herself and who
she wants to be. Through lengthy
confessionals she’s spilled many
family secrets — in confidence — to
Blumenau, which unbeknownst to
Ornella, her confidante has been
using to further her own interests.

Lubango — Luloango was born
and grew up in Guyana, but with his
family he migrated to AC, joining the
city’s burgeoning migrant community.
He attended school and church, stnyed
clean, and intended on pursuing a ca-
reer in engineering. But then, his sire
took a liking to the strong young man,
and forced the Embrace on him.

Undeath turned Lulo:lngo’s world
upside—down. Unable to maintain
an honest job, distanced from his
family, and finding himself mired in
the world of the dead due to his sire’s
interests, he found himself hanging
with a small gang, which grew to be-
come his crew, and eventually, one of
the largest criminal collectives in the
city. By the time Ornella took notice
ofLuloango, he was behind the most
Widespread drug trade in this part
of New Jersey. All cultural afhiliation
has long since vanished from his
gang, and these nights he commands
a broad crew, most of them in their
teens and early 208.

Ornella spoke with the Same-
di and won him over to the side of
the Giovanni, and later, as she grew
disenfranchised with her family, his
loy:llty narrowed to her alone. He
agreed to act as her chief defender
and loodyguard in all conflicts, on
the basis that his gang maintain their
hold on the drug trade. He’s the only
Hecata who knows that Ornella is
still in the city (though he doesn’t
know she’s cutrently bound in a bar-
rel), and acts as go-between for her
and Blumenau and her AC clanmates.
He listens closely Bahari beliefs and
feels inclined to follow them, though
he’s not yet an initiated cultist.
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Ms. Strand — In life, Strand was
a horror novelist operating under
the pen name of Antony West. She
possessed a morbid curiosity when it
came to death, reanimation, and the
inere:lsingly pulolieized murderers
such as HH Holmes and Jack the
Ripper, and translated this interest
into gripping prose that won her
many admirers.

When Strand was Embraced by
her C:lppadocinn sire, the first thing
she was t:lught was “the Giovanni
hate you and want you dead” and
“everyone clse in our bloodline was
massacred loy the Giovanni.” Unsur-
prisingly7 these words, first uttered
to her in the 19th century, left Ms.
Strand in a permanent state of par-
anoia not alleviated by the forming
of the Hecata, which she suspects is
just a front to bring vampires like her
out of the woodwork and make them
casier targets to hunt and kill.

Strand moved from domain to
domain throughout her undeath,
and while she reported to Ornella
Giovanni following the F:lrnily Re-
union, and schooled the Giovanni in
necromantic arts (boch are of similar
age, but Ornella’s focus was never
Oblivion), she was constantly looking
over her shoulder for the blade of
a Giovanni assassin. Her haven is
within a vacated industrial laundry
huilding.

Lia Milliner — Unlike many
Kindred who find the Embrace ruins
their lives, Lia Milliner has steadfast-
ly continued her role as a hedge fund
manager and successful money laun-
derer, and refuses to acknowledge
the changes that operating loy night
and consuming blood impose on her.
She owns havens up and down the
American East Coast, rinsing cash for
vampires and criminals of all stripes,
but delivers a more generous rate to
members of her own family.

Any Kindred with a knowledge
of finance might know of Lia Milli-
ner’s stewardship over the Millbank
Hedge Fund, which has made a lot
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of rich mortals even richer. Those
vampires high—cnd Camarilla Kin-
dred with a knowledge of finance
might even know of Milliner’s iilcgal
services and links to highly discreet
offshore bank accounts.

Milliner’s presence in Atlantic
City is temporary: she only stops here
to facilitate deals rcgarding moncy
iilcgnliy obtained via the casinos.

To her knowledge, while Ornella
Giovanni is visibly missing, she’s still
involved in clan activities. Milli-

ner doesn’t want to get involved in
domain conflict, just as long as the
money kceps ﬂowing. She stays in a
pcnthousc suite at the Borgata Hotel.

The Bahari

The children of Lilith are a
small but influential cult within the
domain, with Edith Blumenau as
the religion’s regional matron and
Ornella Giovanni as a recent convert,
who likewise pulls Lubango of the
Samedi into the faith. The majority
of the city’s Bahari are kine, though
several lilin from other domains have
made the journey to Atlantic City to
consort with Blumenau and observe
how her garden grows.

“Sleeper” George Price, Clan
Toreador — Few Kindred appear as
unassuming, average, and disinter-
ested than Sleeper, a Toreador with
a combover, a middle-aged man’s
paunch, a bland sense of style, and
2 monotone drawl. And yet, Slccper
was one of the most enthusiastic
writers on the subjcct of Lilith as a
mortal, and he was Embraced into
the cult for his extensive research on
the “Mother of Monsters.”

His role in Atlantic City is to
observe Blumenau’s progress and
advise her on the beliefs of the cult,
before moving on to another domain.
From his assessment so far, Blumenau
hasn’t done enough to bring other
Kindred into the fold, and in his
quict way he’s disappointcd by his cl-
anmate. He temporarily resides in the

Borgata Hotel, not realizing he shares
the space with Lia Milliner.

Kima Znaimer, Clan Brujah —
Inspired by Edith Blumenau’s words
to fellow Anarchs about finding
spiritual indcpcndcncc from the line
of Caine, Znaimer joincd the :1lrc:1dy
ovcrpopulatcd domain as the Baron’s
newest disciplc. Originaily from
Baltimore and an active Anarch revo-
lutionary there, she was almost lured
into the cult of the so-called “Emper-
or of D.C.,” Lucius Sejanus. Znaimer
craves approval, and is mercurial in
her interests. She knows she’s casiiy
swaycd, but sinccrciy believes the Ba-
hari are the best option for her unlife.

Prcscntiy, Znaimer works beside
Popcorn as Blumenau’s bodyguard,
though her skills lend themselves
more to prcnching. Znaimer hasn't
risen to a status whereby Blumenau
is happy to providc her a haven, with
the Baron instead encouraging her
new follower to “make your own
gardcn before uprooting mine.” See-
ing this as a chailcngc, Znaimer has
occupicd a space in Fairview Bor-
ough, closer to New York than to AC,
though she makes the journey to the
domain almost every night to listen
to her Mawla’s words of wisdom.

The Camarilla

The Camarilla doesn’t issue a
month]y email informing its mem-
bers which domains have changed
hands or when, and Atlantic City was
seen as so inconsequentia] that barciy
any Camarilla Kindred noted Prince
Hanlon’s disappcamnce, outside
those remaining within the domain.
With fortunes turning, few such
vampires exist, but one clings on to
dreams of former glory.

Felix Lodz, Clan Tremere —
When the other Camarilla Kindred
departed Atlantic City, they left
Felix behind. They told him he was to
maintain the important Atlantic City
chantry, but Lodz believes he was
misled. The chantry is a single-story
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second-hand book store off Marven
Gardens, and while it has some treas-
ures within, he thinks his sectmates
may have just disliked him cnough to
abandon him.

Lodz harbors the belief that
there’s an ongoing war between good
and evil, with evil working to crush
and corrupt those lowest on the chain
ofpowcr. Rather than idcntifying as
an Anarch, however, he believes it’s
his role to inspire the Anarchs into
the light. This Warlock believes in
literal angels and demons, drawing
much mockcry from his clanmates.
His increasing eccentricities include
talking constantiy, over—cmphasizing
mortal traits such as biinking and
Coughing, and painting white crosses
on the front of his book store.

Rcccntly, Lodz came into the
owncrship of a candle that never
burns down. He doesn’t know who
delivered it to him (he didn’c light
the candle until weeks after disposing
of the parccl, without chccking fora
return address or secret message), but
weighing up if it came from a mage, a
vampire, or God, he’s decided it came
from God (or one of His angels).

He now kceps the candle lit in his
upstairs window at all times, hoping
to signnl similarly virtuous Kindred.
To date, it has not.

The Outsiders

Atlantic City is a city most visit
briefly before heading home or on to
their actual destination. One vampire
arrived on a transatlantic ship a few
years ago, and has been quietly ob-
serving the domain’s inhabitants ever
since. He’s decided he might stay.

Diogo, Clan Unknown — When
Diogo boarded the ship in Morocco,
he was missing a left lcg, his face was
mangled, and something nasty was
growing inside his chest. By the time
he arrived in Atlantic City, his icg
had regrown, he’d shaped his face to
a visage more to his ]iking, but the
thing in his chest... It’s still there. It’s



in his heart, blooming like fungus.
Diogo knows he wouldn’t be welcome
in this domain, but he has nobody
and nothing. The vampires he once
considered brothers and sisters are
dead and gone. He makes his haven at
the ACUA Waste Water Treatment
Facility but spcnds much of his time
shifting his appearance, watching
Kindred activities, making notes, and
Wondcring when best to strike, align
with a faction, or sell the intclligcncc

he’s gathcrcd.

Domain Activity:
Lining

Atlantic City Kindred have a
ritual form ofhunting and l:ccding
referred to within the domain as
“lining.” This activity entails charting
the doclcing and dcparturc of cruise
liners (and occasionally, large cargo
vessels), docl(ing in at Adlantic City,
then hunting (whether through as-
sault, stealth, or seduction) the crew
and passengers of these ships in the
nights l'ollowing their arrivals.

Lining is one of the rare instanc-
es where Atlantic City’s Kindred
congregate in a single area, with up
to a dozen vampires boarding a ship
like pirates in the night, smuggling
their way into cabins, and draining
their fill from their preferred vessels.
AC vampires find a dark humor in
and obsession regarding lining, often
spcaking cxcitcdly about incoming
ships or reminiscing abour a particu-
lar bounty on board a liner long-since
departed. Kindred are forbidden
from harming each other on board
these ships, by order of the departed
Prince Hanlon, the vanished Boss
Giovanni, and the now lcading Baron
Blumenau.

While the moral implications
of lining are often dire (passengers
on cruise liners tend to be cldcrly
and less able to survive fccding), it
providcs a pcrfcct cover for Atlantic

City’s Masquerade. Old folks dic on
cruise ships all the time, sadly, and a
sudden bout of anemia is rnrcly diag—
nosed. When it is determined to be
the cause of ill health, passenger and
ship are by that time up in New York
or New Haven, or down in Tampa
or Miami, and neither Kindred nor
Inquisition have connected the dots
back to Atlantic City.

The next ship’s arrival is a com-
mon topic of conversation among AC
Kindred, with some vampires using
the subject to test whether another
Kindred is truly an AC native. No
matter whether the vampires are
€asino operators, gangsters, or hiding
behind a professional veil, they
rcligiously monitor the comings and
goings of their next buffet.

Domain Activity:

Wagers

It comes as little surprise to
visiting Kindred that one of the
most common pursuits among AC’s
Kindred and kine is gamhling. The
difference between the Kindred
gambling pursuits and those of the
kine, is while vampires may occasion-
ally dabble in somcthing as mundane
and transient as cash bctting, their
prcférrcd pursuit is wagers connected
to territory, vessels, and boons. While
the primary participants of these
wagers are Anarchs, no Kindred are
excluded if they attend the Three
Bears or the Ruby Throat during one
of Edith Blumenau's gatherings.

To occupy themselves from night
to night, Atlantic City’s Kindred have
developed a gaming system whereby
vampires subject themselves to wagers
from other Kindred in the domain.
You can only placc bets on Kindred
fulfilling these wagers if you have been
subject to one in the past, with the
ringleaders of this system initiating
the trend in the 1920s and long since
passing into the record books.
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Wagers in Atlantic City range
from juvcnilc acts to more nuanced
pursuits. Younger Kindred impose
wagers such as fccding from a public
official and making a rccording to
prove it, or using Disciplines to go on
an inordinate winning streak in one
of the city’s casinos. Older vampires,
such as Blumenau and Kirby are
trying to cdgc these wagers out of
circulation, in favor of more nu-
anced pursuits, such as cstablishing a
rcgularly attended community center
ina dangcrous part of the city to
rejuvenate an area and strengthcn the
herd, holding the most well-attended
gatherings (with A-list celebrities) on
the Boardwalk, or convincing private
individuals to invest heavily in the
area in realistic dcvclopmcnt projects.

As a collective, the city’s
Kindred nominate the wager and
set a time limit on it, and at that
point, one vampire must volunteer
themselves to act as the subject. If
no volunteer is forthcoming, the
Kindred with the domain title of
“court bookmaker” (currently Abigail
Kirby) selects a subject. Odds are
then placcd on that vampire’s likcly
success or failure, and thcy may ac-
cept assistance in succccding, just as
other Kindred may atcempt to sabo-
tage them, without taking action that
might lead to the vampire’s destruc-
tion or exposure of the Masqucrndc.

Whether the volunteer succeeds
or not, thcy gain a small portion of
whatever the city’s Kindred placcd
down as a wager, with the remaining
spoils going to whomever betted cor-
rcctly. As cxamplcs, the proﬁts might
entail a casino hotel’s population be-
ing treated as the winners’ herd, a new
block of housing bcing carved up as
territory or for new havens, every loser
Contributing to the winners’ next pur-
chase through the Circulatory System
blood traﬂicking trade, or temporary
influence through some of the losers’
sphcrcs of interest. Money of course
might changc hands too, as well as
boons for c:lshing in at a later date.
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Prologue

The following can be drip-fed to the player charac
and when they ask for information on the political situation in
Atlantic or based on flashbacks to their dis :
leak, or meeting with Donatello Giovanni (or anothe

cellers ovide information from thi

as a result of roleplay and su ul Intelligence + Politics rolls.

Just a few nights ago, the player characters became
aware of an information leak from the Atlantic City
Hecata. Rumor has it, the Tremere local to the player
characters used knowledge of the Promise of 1528’s termi-
nation date (a secret kept between high-ranking members
of the Hecata and Camarilla) and the Family Reunion to
successfully squeeze their neighboring Hecata into a deal
that didn’t favor the Necromancers. This information
would have been considered secretive among the Hecata,
and never intended for Clan Tremere’s eyes. Interrogation
of one of the Tremere retainers revealed the source of the
intelligence as Atlantic City.

PCI‘thPS t u Chill‘ilCECl‘S diS(. u t]liS thl,'OUgh

panic following this
ishes to use the
ruitment ;mglc, the pl
en summoned to one of Do
Villﬂgc, in New York City, where thc_v were told about
this dangcrous reveal.

The pla_vcr characters’ contact explained to the
coterie that a good plncc to start lookmg into this leak
would be the Three Bears Casino, and a meeting with
Ornella Giovanni (if the contact is a vnmpirc) as she runs
the casino and acts as boss of the domain, or Thomas
Zingaretti (if the contact is a mortal) as he’s the casino
frontman with suspcctcd connections to organized crime.
A sponsor with sufficient resources can arrange a hclicop—
ter ﬂight to the Three Bears Casino, though a road trip is
cquaHv possiblc.

carch or questioning allows the pl:l_vcr characters
rer the city contains several Hecata: Lubnngo, Ms.




Serand, and maybe Lia Milliner at the Borgata Hotel. If
they’re being recruited by a vampire like Donatello Gio-
vanni, he expresses that neither Ornella nor any of the
other city Hecata should be aware of the player charac-
ters arrival, as he doesn’t want the city cleaned up before
an inspection.

Chapter One:
Three Bears Casino

When the player characters arrive in AC, the tourist
part of the city is abuzz with the visiting trade, evident
from the grossly illuminated Boardwalk, casinos stretch-
ing up the coastline, and the Clashing sounds of music
from clubs and bands playing in different parts of this
small area.

A woman by the name of Hanna Hoéhne works the

Three Bears Casino rooftop Gf they arrived by hc‘iicoptcr)
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while 2 man named Billy Blick runs the valet service at
ground level, greeting guests and escorting them to the
more accommodating reception areas, suites, and casino
floor. Thcy* cxplain rc:ldiiy that thcy weren’t informed as
to the protagonists’ arrival, but Wcalthy clients have been
known to drop in unannounced. Neither Hohne nor Blick
have knowledge of vampires or their affairs.

The casino staft arc happy to show the vampires to
most customer-accessible placcs in the hotel and casino,
but require a Manipulation + Persuasion roll (Difficulty 3)
or a compelling argument for them to introduce the char-
acters to Zingaretti. If asked about Ornella Giovanni, the
staffcxpiain “that name’s a blast from the past” but go on
to describe her as a criminal from over 20 years ago who
used to run illegai operations in the city’s casinos. Neither
Hohne nor Blick heard of Ornella since her Embrace, and
they’re unaware she became Thomas Zingaretti’s puppet-
cer.

If the player characters ask about Zingaretti, Hohne
and Blick cxplain that Thomas Zingaretti was a produccr
in the music industry with a few platinum discs to his
name, but entered the casino operation trade when he
part-funded the opening of the Three Bears a decade ago.
He still runs the joint, though he only meets the highest
rollers, celebrity guests, and significant political figures,
spending the remainder of his time working behind the
scenes.

Meeting with Zingaretti

If the player characters were successful in convincing
Hanna or Billy that they should meet Zingaretti, they’re
escorted to the restricted sixth floor, which contains
offices for important personnel and Zingaretti’s personal
living area: he rarely leaves the casino. The characters may
find their way here via other means, including those listed
below:

+  'The elevators can only be made to stop at the sixth
floor using a staff key. Such a key can be snatched
from a worker’s chain using a successful Dexterity +
Larceny roll (Difficulty 4).

. Staircases running up and down the hotel have fire
doors on every floor, inciuding the sixth. However,
these doors are alarmed, requiring an Intcliigcnce
+ Technology roll (Difficulty 3) to disconnect, and
to complicatc matters further, these doors open out
onto the staircases more cnsily than thcy push in,
requiring a Strength + Athletics roll (Difficulty 3).

+  Player characters may attempt to bluff their way
to the sixth floor via a different staff member, and
while low level croupiers and security can’t access
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the floor, individuals such as the floor manager, pit
bosses, and head cashiers can, requiring a Charisma
or Manipulation + Persuasion roll (Difficulty 5) to
convince them thcy’rc supposcd to be allowed in,
with each dot of Fame posscssed by the biufﬁng
vampire reducing the Difﬁcuity by 1.

Zingaretti is closed off behind a pair of tall,
gold-plated doors carved with a bizarre tableau of bears,
Native Americans, and a little girl who could be assumed
to be Goldilocks. A secretary named Richard May works
outside his office until he retires for the night, and inev-
itably wakes up shortly after he does, matching the boss’
working hours as closely as possible. Naturally, he has no
appointment booked for the player characters to meet
with Zingaretti, but it only requires an casy Manipula-
tion + Persuasion (or Intimidation, if the characters are
growing frustrated by this point) to convince May to call
Zingaretti and tell him some guests wish to meet with
him.

Zingaretti’s firse response — matching that of his
staff — is he’s not expecting anyone and these guests are
to be escorted to their suites, the casino floor, or out the
front door. If they resist, he asks May to call security.

The p]ayer characters can enter Zingaretti's office easiiy
enough (the doors are unlocked), but they’ll need to drop
a name such as “Donatello,” “Ornella,” “New York” or dis-
play something of their undead nature for him to call off
security. They can attempt to bluff their way in, but Zin-
garetti is hard-headed, requiring the characters to meet a
Difi‘icuity of 4 on their attempt to charm or Frighten him,
if any of the aforementioned names aren’t raised.

Zingaretti is a small man in a grey suit, his thick
white hair contrasting against the sunbed-tan seared into
his skin. He spcaks fast and habitua]iy piays with the sig-
net ring on his left licele f'ingcr, He has no little f'inger on
his right hand, and refuses to state why if questioned (Or-
nella cut it off some decades ago for stealing from her).

If persuaded as to why they're here, a clearly nervous
Zingaretti explains that Ornella (he calls her “Boss Gio-
vanni” took a sabbatical the year prior, leaving the run-
ning of operations in his hands. He nervously confirms
he’s continued to send everything requested to New York,
with not a cent missing.

If the player characters ask where Ornella Giovanni
is, he says he doesn’t know. A Wits + Insight roll deter-
mines he’s telling the truth: he genuinely doesn’t know
where she is. IFunstioned rcgarding his status as her
ghoul, however, he doesn’t hesitate to explain he entered
the employ of Edith Blumenau, who now runs the casino
through him.

This revelation might rock the player characters, who
until now are unlikely to have heard much about Blu-
menau, or that the casino is anything other than Hecata
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domain. If intimidated, Zingaretti squcais and whines
that he was without a source of vitae, and Blumenau
stcppcd in. He's unasharncdly devoted to her (which may
be the effects of being her ghoul), but defends himself if
intcrrogatcd. He asks what else he was supposcd to do,
when the hunger would grow too great and rapid aging
was a possibility.

If asked about the leak, Zingaretti again claims
ignorance, and is tclling the truth. He does however offer
to sct them up with Blumenau (he never refers to her as
a Baron, as he remains outside Kindred politics), as she
may know more of what thcy’rc discussing. Likewise, he
frcciy names Lubango and Ms. Strand as sources ofrnoncy
and “other things” the New York Hecata demand. 'Hicy
;1lw:1ys deliver on time and at the casino, meaning he
doesn’t need to know where thcy make their territory. He
Cicarly finds Ms. Strand tcrrifying, bi:lrning her emaciat-
ed appearance and tcndency to spcak into the shadows
(actually to a wraith that follows her around).

Zingaretti offers the playcr characters a suite espe-
Ciaily dcsigncd for Kindred, inside the casino, without
windows, should they desire it. Ifthcy prcfer scparate
accommodation, he promises that all external suites have
blackout blinds, and other vampires have used them
before without issue.

As soon as the playcr characters have left his office,
Zingaretti calls Blumenau and cxplains who the piaycr
characters are. Ifthcy rcqucstcd a meeting, he arranges
for Blumenau to meet them at the Rainforest Café on the
Boardwalk at 22:00 the foliowing night. He leaves a mes-
sage in their room to this effect. If not, Blumenau takes
matters into her own hands to drive the coterie from the
city.

THOMAS ZINGARE NI

Standard Dice Pools: Physical 1, Social 5, Mental 4
Secondary Attributes: Health 5, Willpower 7
Exceptional Dice Pools: Persuasion 6; Awareness 5
Disciplines: Dominate 1

Special: Zingaretti wields a small pistol with a +2
damage value.

General Difficulties: 4/2

Safe Haven

Several rooms in the hotel go without windows, due
to the volume of interior space on the upper floors, but
only one is specifically kitted out for Kindred visitors.
The safe haven is on the ninth floor, one down from



the penthouse (reserved for mortal
guests), and while it lacks views of
the city or sea, it does contain four
bedrooms, three bathrooms, a wall-
size television, a laptop and tablet
advertised as “secure” (though both
are tapped by Blumenau’s servants to
record activities), a bar, and a fridge
stocked with food. In many ways, it’s
an ideal haven for a coterie.

The room contains two record-
ing devices — a camera wired into
the TV set and a microphone in the
light above the room’s central table.
Player characters sweeping the room
for such surveillance find them on
an Intelligence + Investigation roll
(Difficuley 3 for one device, Difficuley
4 for two devices). These are Zinga-
retti’s devices, which he uses to create
recordings of vampire activity should
he come under threat later. They
don’t tie directly to the plot, but do
act as leverage should Zingaretti (or
Blumenau) need to blackmail the

characters at a later point.

This plot element is one the
Storyteller can pursue as they sce
fit, as while it doesn’t connect to the
information leak, it could lead to law
enforcement investigating the player
characters, Blumenau or the player
characters eliminating Zingaretti, or
provide the ghoul with leverage over
them.

Exploring their
Surroundings

The Three Bears is a character of
its own. We encourage the Storyteller
to populate it with interesting guests
and staff, and minor events to make
the place feel vital. The casino and
hotel are a microcosm of Atlantic
City’s moldy decadence. Describe the
place as feeling three or four decades
out of date, with its fixtures and fur-
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nishings peeling and breaking down,

the styles and shades on the walls
and carpets as faded and unfash-
ionable, and the inhabicants a mix
of depressed and drunk and (rarer)
buzzing with excitement from a big
win or a noseful of coke.

Zingaretti’s Quarters

Zingaretti’s private quarters are
off-limits and only accessible via his
office, unless the player characters
bully their way in (Zingaretti won't
try to stop them himself, but pleads
with Blumenau to get rid of them the
following night), or if they sneak in
while Zingaretti and his secretary are
occupied outside the office, using a
Wits + Stealch roll (Difﬁculty 3) to
evade any security.

His quarters take up a full half of
the sixth floor, but scem barely lived-
in. As Blumenau’s ghoul, he’s almost
permanently working or entertaining
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guests, and when he isn't doing that, he’s getting slccp.
This results in his home rcscmhling a2 museum to a music
produccr — his former profession —as plntinurn and gold
discs line the walls tclling the story of his life in Motown,
and photos of him shaking hands with musicians, actors,
and even President George HW. Bush.

Zingaretti has another office in his quarters, which
he uses for purposes unrelated to the casino. The room
contains an assortment of‘autobiographics, and the word
processor and digital recorder in this room indicate he’s
trying to write a memoir. Listening to the rccordings
doesn’t reveal :1nything rciating to Kindred society, but
that could be because he hasn’t reached the part where
he’s met Ornella Giovanni yet. It could give the player
characters cause for the concern, but how thcy act on this
information is up to them to decide.

Zingaretti's office does contain a few further items of
interest, visible to anyone asking for the room’s contents
— a Rolex watch hanging on a small bust of Julius Caesar;
a miniature treasure chest atop his desk; and buried in a
bottom drawer, only discoverable using an Intcliigcncc +
Invcstigation roll (Difﬁculty 5, unless the playcr characters
spccify that thcy’rc sc:lrching cvcrything), a summons from
a year ago, asking him to meet with an Agent Allen Roscoe
of the FBI to discuss suspected activities in his casino.

The Rolex, if examined, has an engraving in the back:

“To Thomas,

[ consider you the truest of friends,

Ornella”

A successful Intelligence + Finance roll (Difficuley 3)
dates the release of this Rolex to fifteen years ago.

The miniature treasure chest is locked, with the kcy
on Zingaretti’s person at all times. It’s possiblc to break it
open using a Larccny roll (Difﬁculty 4 if combined with
Strength, Difficulty 3 if using Wits to pick the lock). It con-
tains a rolodex of celebrities and important Atlantic City
business owners, but if the piaycr characters are 1ooking for
names of Hecata from the domain, thcy can find tclcphonc
numbers for Lubango and Lia Milliner within.

If the playcr characters call Lubango thcy get an
automated answcrphonc. The Samedi doesn’t call back,
instead rcferring any information from the call to Blu-
menau. Milliner on the other hand is keen to meet the
playcr characters on the following night, and offers to
meet them at the fountain in Oscar E. McClinton Water-
front Park, at 21:00 the following evening. She cxplains
she has other engagements tonight and won’t be swaycd.

The Casino Floor

On a weekend evening such as this one, the casino floor
is filled with out-of-towners and a few local rcguiars, piaying
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the tables and the slots. The cacophony of sound in the casi-
no only matches the Visually offensive din of ﬂashing lights,
4S SETVETS Carry trays of drinks to gamhling parties, dcprcsscd
or clated punters move from one zone to the next, and the
ever-present eye of security stands at each corner.

For all that Atlantic City is run down and the Three
Bears hotel looks like somcthing from the wrong century,
the casino itself is modern and cfﬁcicntly run. The think-
ing is this: Pcopic don’t come to Atlantic City to slccp
in hotel rooms; thcy come to AC to spcnd money, and
casinos want them gambiing until thcy’rc running empty.
By the time someone’s burned through their kids’ colicge
funds, thcy don’t care much for the quality of accommo-
dation. Zingaretti expresses this opcnly, if asked.

Ifany of the playcr characters decide to try their
luck gambling, the Storytcilcr is cncourngcd to cither
play a hand of the game in question (ifthcy have the
cards and know the rules) to set the casino atrnosphcrc,
or resolve any gambiing attempts with a Wits + Larceny
roll (Difficulty 4) if competing at speed against others, or
an Intcliigcnce + Academics roll (Difﬁculty 4) ifpiaying
a more long—form game, studying the slot machines for
1ikcly Ppayouts, and so forth.

Popcorn watches the Kindred on the casino floor, if’
Zingaretti has had the opportunity to call Blumenau fol-
iowing their arrival. He maintains a distance from them,
dressed in the same black and gold attire of the other
casino security, but on a Wits + Awareness roll (Difiiculty
3) it’s obvious he’s Watching them and only them. Unlike
the other security pcrsonnci, he doesn’t have a name tag.
Ifapproachcd, he mutters that he’s got nothing to say to
them. If pushed, he states that he’s ensuring they don’t
do anything stupid. If identified as Kindred, he stares
daggcrs before retreating, and Teports to Blumenau that
this ncwly arrived coteric are loose—lippcd and danger—
ous. If he determines thcy’re using Disciplincs to game
the casino (pcrhaps thcy stare too 1ong at the croupier
before hctting, or blatantly issue a command for someone
to “fold”), he orders them to leave, or risk the wrath of
management. Security attempt to escort them out ifthcy

refuse, and call the cops if they put up a fight.

Y\ (o) Xo) X o AN (& \M/A VA

Clan: Thin-Blood

Sire: Sacred Jared

Embraced: 2008 (Born 1987)

Ambition: Keep the Three Bears secure
Convictions: Never let harm reach my loved ones

Touchstones: Marta Las Plumas — Popcorn’s new
girlfriend



Humanity: 5
Generation: 14th
Blood Potency: 0

Attributes: Strength 3, Dexterity 4, Stamina 3;
Charisma 2, Manipulation 3, Composure 2; Intelligence
3, Wits 5, Resolve 3

Secondary Attributes: Health 6, Willpower 5

Skills: Brawl 4, Firearms 2, Survival (Streets) 3; Intim-
idation 4, Leadership 1, Persuasion 2, Subterfuge 3;
Academics (Mathematics) 3, Awareness 3, Investigation
2, Politics (Anarch) 2, Technology (Explosives) 4

Disciplines: None

THIN-BLOOD MERITS:

* Anarch Comrades

* Lifelike

THIN-BLOOD FLAWS:

* Bestial Temper
* Mortal Frailty
General Difficulties: 4/2

Casino Encounters

The casino and hotel offer a panoply of potential
encounters for the player characters, testing their Hu-
manity, adherence to the Masquerade, and respect for the
domain and Atlantic City’s kine.

THE WHALE

A wealthy tourist loudly splashes cash around the
roulette wheel and baccarat table, tipping servers happily,
standing other gamblers with his own cash to keep them
in the game, and generally drawing attention to himself.
This individual could be a celebrity or a big business
owner from overseas, just looking to have some fun. One
of the player characters catches his attention, and he asks
them in to blow on his dice or touch his chips for luck.
He's generally exuberant, and if he makes a win after the
vampire's involvement, he gives them a handful of chips
for their trouble.

The Storyteller might opt for this individual to act as
a distraction for a cheater elsewhere, a chance to involve
a character one of the player characters might admire
or see as a potential ghoul or childe, or simply have the
whale (as high rollers with big accounts are often known)
suffer some misfortune later that the player characters
witness or participate in. He's staying in the casino hotel
penthouse and hosts a party there the following night, to
which the player characters could be invited.
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THE HOUSE ALMOST ALWAYS WINS

While gambling effectively does require skill, espe-
cially as far as arithmetic and probabilities when play-
ing blackjack and pontoon, and bluffing when playing
games such as poker, the odds are stacked against
the players. Therefore, the Difficulty for any gambling
attempt should be 4 or higher, unless Disciplines are
used to sway the odds, such as Auspex for reading
the dealer and other players’ intentions, Presence to
distract anyone at the table, or Dominate if the gam-
bler feels like risking Blumenau’s hospitality.

Dice pools for gambling vary depending on the
game. Wits or Dexterity + Larceny makes sense for
a fast-paced game requiring sleight of hand. Wits +
Insight works for a game where detecting the tells
of others is vital, and Composure + Insight helps to
conceal one’s feelings. Intelligence + Academics, Fi-
nance, or Technology applies to games the players
have time to study. In short, gambling comes in many
forms and requires a variety of skills to tip odds in
the players’ favor.

The Storyteller can always put everything down to
chance and just have players roll a single die, with an
8 or above rendering victory.

THE DRUNKEN LOSER

In one of the corridors of the hotel, on the way to the
elevators, a woman is leaning against a wall with her hand
on her forchead. She's staring blankly into the middle
distance, after gambling away everything she has. Now
she’s drunk on free martinis, and sluggishly extols her
pitiful state to the player characters, growing aggressive
with them if they attempt to ignore her.

This individual illustrates one of the desperate lows
a mortal might sink to, especially in a place like Atlantic
City. She starts begging one of the friendlicr-looking
vampires for help winning her cash back, interspersed
with her crying about not being able to go back to her
family after this, vocalizing that she “might as well just
walk down the pier and not stop.” Whether her genuine
feeling or not, the possibility exists that she might go
through with her declared action unless the player char-
acters intervene, possibly clashing with their Convictions.

GAPS IN SECURITY

\X/a]king the floor, an observant Kindred can
determine the route the collectors take to carry their
cash-filled Halliburton cases (a trademark of the Three
Bears) to the casino counting room. It thcy study this
route, thcy notice that just bricﬂy, someone chgcs the
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typically locked door to the counting room (accessible
via a winding corridor and lined with multiple cameras)
open with a chair, likcly contravening the house’s security
proccdurcs.

The typically locked door being held open in this
way may pose as a lure for a character with a love of theft
and a Disciplinc such as Obfuscate, or just pique the
playcr characters’ curiosity, as this is just one of the many
security flaws present in the Three Bears. Croupiers and
cashiers ﬁlling these cases in public view, the set route
across the casino floor, and the uniform appearance of the
Halliburton briefcases. If the player characters bring this
to Zingaretti’s attention, he’s more inclined to be helpful
toward them, as 10r1g as it doesn’t interfere in his service
to Blumenau.

CHEATING THE HOUSE

If the player characters stop to gamble, and study
the players around them, they may well encounter some
theft in action. Across two card tables, a couple of players
are working together, sending each other silent signals
to outfox their respective dealers and other gamblers.
It scems one of their marks is failing to guard her cards,
allowing the cheaters to corner and exploit weaknesses. At
a slot machine, an elderly woman pours quarters into the
one-armed-bandit but conceals the actions of a fraudster
within her frail frame. She has affixed a small device to the
machine, just as waist level, that reads the tcumblers within
so she knows exactly which buttons to push and when.

Playc‘r characters can spot these activities using

Intc”igcncc + Insight or Larceny (Difﬁcu]ty 4) to iden-

tify concealed behavior, or Wits + Awareness (Difficuley
4) to spot a physical act of criminality in progress. The
Storyteller can adjust the Difficuley if the thief is highly
competent or a luckless amateur. A player character may
wish to blackmail a successful thief into handing over
their earnings or turn them in to the casino security, in
which case they’re offered a complementary room. The
mortal side of the casino is unprepared to offer anything
further, but Blumenau expresses her gratitude by permit-
ting fecding from vessels in their secure suite.

MUFFLED SCREAMS

The Three Bears contains many a labyrinthine cor-
ridor network, used only by staff to get from one station
to another, such as for the purpose of transporting cash
and chips. If the player characters gain access to these
corridors, a Wits + Awareness roll (Difﬁculty 2) allows
them to hear muffled screams from behind a locked door.
Should they break or bust in with a Strcngth or Dexter-
ity + Larceny roll (Difficulty 2), they find casino security
beating a young man, tied to a chair. ”ﬂwy’vc already
broken his fingers. The dripping of blood and his pulped
face inspires a roll to rest hungry Frcnzy (Difﬁcu]ty 2) if at
Hunger 4 or higher.

At least one security officer commands them to
leave while another escorts them back to the casino floor,
explaining they're best off forgetting what they saw. If
pushed, they tell the player characters this man was a
card cheat whose lucky run ripping off joints has gone on
for over a year. They just caught him sneaking in wearing
a wig and a false nose, but before he could steal anything




on this occasion, thcy snatched him up and delivered
“cheater’s justice.”

If the playcr characters rcspond to this by involving
the law, the young man is gone from the security room
before the cops arrive. The security officer is more in-
clined to threaten them into silence than bribe them, but
ifpcrsuadcd otherwise with a Manipulation + Persuasion
roll (Difficulty 3), tells them to go to the cashier station
and say “Mobray fronts them for three,” which gets them
$3,000 worth ofchips on the house. The plnycr characters
won't be able to find the thief after this, as Blumenau
drains him dry and has his body cut up and dcpositcd

away ﬁ‘om thC casino.

SUDDEN HEART ATTACK

The excitement of the casino is too much for one
gambler, as their heart goes into arrest, they fall across
the felt of the card table, and then slide to the floor. A
few screams go up, security calls for an ambulance, and
everything — just briefly — stops.

This scene could be a ruse for a planned heist or
come as an opportunity for another gambler to grab chips
or cash from a table. Notably, in the case of an emergency
like this the croupiers are trained to immediately cover
their tables and hold all playcrs present, until the situa-
tion concludes.

The unlucky gambler isn’t dead immediately, but no
doctors on vacation rush to them, and everyone seems
paralyzed with indecision. The player characters might
have the expertise to do something to help the individual,
requiring an Inte]ligcnce + Medicine roll (Difﬁcu]ty 2) to
determine this was likely a heart actack and not choking,
a brain hemorrhage, or some other cause of arrest, and a
Strcngth + Medicine roll (Difﬁcu]ty 3) to revive them. A
dose of vitae between their lips brings the victim back
immediate]y, but it’s up to the Storyte”cr whether thcy
return as a ghoul or a newly Embraced vampire.

TICKET WINNER

It’s often a wise investment for casinos to offer free
(or low cost) food and beverages, entertainment and
beauty treatments, because they want people staying
inside the casino, gambling, for as long as possible. One
way the Three Bears generates good feeling and makes
even the unluckiest gambler feel like a winner is through
a lottery system. Every hour, one player from a table is se-
lected (theoretically at random, though the staff observe
the gamblers through eye-in-the-sky cameras for good
looking or homely individuals), and that person wins a
full spa treatment, room service, and front row tickets to
the band performing at the Three Bears live music venue
the following night.

If the player characters elect to gamble, the Story-
teller should select one of them as the winner. They may
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choose not to partakc in the offered luxuries, but on the
other hand, it’s a rare occasion to feel pampcrcd and spe-
cial in an unlife that’s all too often cold and uncaring,

INTERESTING VINTAGES

The dyscrasias of mortals spread throughout the
casino providc a hcady mix of‘joys, staggering lows, and a
lot of anger, sometimes directed at the casino, more often
directed at the gamblers themselves for having wasted all
that money.

Vampires with a talent for Auspex may pick up on
the throbbing resonance from some of the kine at the
Three Bears, generating a feeling of having entered an
opium den rich with intoxicating spices. Blumenau hasn’t
given them permission to feed from mortals inside the ca-
sino when they first arrive, but the temptation to sample
some of these piques of emotion could prove too much
for the hungry vampire.

The Boardwalk

The Atlantic City Boardwalk acts as the city back-
bone, providing access to hotels, resorts, casinos, shops,
and more. Multiple piers stretch out into the sea, the
Garden Pier offering arts and culture, Steel Pier con-
taining over-priced rides and carnival games, while the
Central Pier Arcade proudly holds a go-kart speedway
down its length. While these entertainments might seem
frivolous, they act as a pleasant distraction for stressed
Kindred and kine, and many discreet places behind which
they can feed.

The Storyteller should describe how the Boardwalk
feels alive with life. From the arcades to the historical
museum, the restaurants to the Atlantic City Art Center;
all thrum with life, emitting an inconsistent noise of
voices, footsteps, and beating pulses.

If the player characters choose to explore the
Boardwalk, the Storyteller can explain how in this part
of the city, high-end shops and restaurants such as Gueci
and Louis Vuitton entice them in, open all night, as do
the range of casinos offering their own stores, bars, and
gambling spaces.

While no encounters are fixed for the Boardwalk
on this night, the player characters can find and scout
out the Rainforest Café, where they’re due to meet with
Blumenau. The café backs onto the sea and sits near the
center of the long Boardwalk, giving an impressive view
of the flow of humanity. At this time in the story, the
Storyteller should focus on engagements with the kine
over the city Kindred, but if they want to add an air of
danger or intrigue, a character such as Painite or Kima
Znaimer might observe them or introduce themselves, if
the player characters display obviously vampiric abilities.
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L _______________________________________________________________________________________|
CAINE’S ELEVEN

Some players are going to wonder aloud how easily they could rob a casino. It'll happen, don’t worry. While this story
isn’t built around a heist, using Disciplines to hypnotize or otherwise influence a croupier, evade cameras, or sneak
their way into a cash room, is possible. Notably, however, difficulties to bypass security and stay hidden while carrying
bags of cash are high (consider 5s or higher), as casinos are built like secure bank vaults, with multiple layers between
gamblers and great quantities of cash, with dozens of eyes on the floor, the croupiers, the pit bosses, and the floor
managers, all looking for something amiss.

This doesn’t mean it can’t be done, but raiding a casino should be a major plot rather than a petty theft, and the
prospect of grand larceny is bound to draw the attention of mortal law enforcement. Stealing from a casino where
vampires are present and influential is equivalent to stealing a Prince’s blood dolls and Touchstones: you don’t make a
haven in a casino unless you care a great deal about the money passing through it. Like blood, it’s sacred, and inviolate.
Disrupting the flow draws attention and insults the host, and in Atlantic City, the host of the Three Bears — whether
the player characters know it or not — is Edith Blumenau.

AC contains several casinos, and while this story doesn’t pretend every casino is influenced by one or more vampires,
it can be assumed any of the Kindred mentioned in the Atlantic City Kindred section (see p. 53) have stakes in these
lucrative pies.

Both vampires, while quict about their own affiliations + Discipline Affinity: Presence

and uninterested in Hecata politics, urge caution: Atlan-

THIN-BLOOD FLAWS:
» Baby Teeth

* Dead Flesh

tic City hasn’t been targeted by the Inquisition yet, but
there’s rumors of the mortals gaining a dccpcr foothold in
Newark and Jersey City, not that far away.

PAINITE

Clan: Thin-Blood

General Difficulties: 5/2

Sire: Savio “Popcorn” Camara

Embraced: 2020 (Born 2005)

Ambition: Keep a low profile while I'm learning
Convictions: Keep my family from learning the truth

Touchstones: Nadia Service — mother who still
dotes on Painite

Humanity: 7
Generation: 15th
Blood Potency: 0

Attributes: Strength 2, Dexterity 4, Stamina 1;
Charisma 4, Manipulation 2, Composure 5; Intelligence
4, Wits 3, Resolve 4

Secondary Attributes: Health 4, Willpower 9

Skills: Athletics 3, Craft (Painting) 3, Drive 1, Stealth
4; Animal Ken 3, Etiquette 1, Insight 2, Persuasion 2,
Streetwise 1; Awareness 1, Technology 2

Disciplines: Presence 1

THIN-BLOOD MERITS:

* Anarch Comrades
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Clan: Brujah

Sire: Philip Freeman

Embraced: 1998 (Born 1966)
Ambition: Impress Edith Blumenau

Convictions: Never allow the destruction of your
creations to go unavenged

Touchstones: Trudi Andrews — mortal Bahari and
devoted ghoul

Humanity: 6
Generation: 12th
Blood Potency: 1

Attributes: Strength 2, Dexterity 3, Stamina 4;
Charisma 5, Manipulation 2, Composure 4; Intelligence
2, Wits 4, Resolve 1

Secondary Attributes: Health 7, Willpower 5

Skills: Craft (Gardening) 4, Drive 2, Firearms 2, Melee
3, Survival 2; Etiquette 2, Insight (Beliefs) 4, Leadership
1, Persuasion 2, Subterfuge 1; Awareness 2, Finance 1,
Investigation 1, Medicine (Herbal) 2, Occult (Bahari) 3



Disciplines: Auspex 2, Celerity 1, Potence 2, Presence 2

General Difficulties: 5/3

The Borgata Hotel

The only Hecata whose location is known prior to
the player characters’ flight to Aclantic City, is Lia Milli-
ner. Any character with a financial background (three or
more dots in Finance, or four or more dots in Resources)
has heard of Milliner and her East Coast operations,
a]ong with her habit of staying in luxury at the Borgata
Hotel. Some Kindred even suspect she owns a stake in the
MGM Resorts chain, which owns the hotel. Lia maintains
a temporary haven in the penthouse suite. While she’s
aware Ornella nominally runs the Three Bears, she prefers
to not rely on family favors for trivial matters such as
accommodation, hence her suite at another hotel.

The player characters may visit the Borgam, which is
a ten-minute drive from the Three Bears and not on the
Boardwalk, but locating the Milliner in the thriving ca-
sino, hotel, and leisure facilities present at the Borgata is
casier said than done. Unknown to the player characters,
they cannot encounter Lia Milliner at this point: she’s set-
tling business deals elsewhere in the domain. But through
a challenging Charisma + Persuasion roll (Difficuley 3) or
if they gain access to one of the hotel reception comput-
ers, an Intelligence + Technology roll (Difficulty 2), they
can see the penthouse suite is registered in her name for
the remainder of the week.

Reaching the penthouse requires a key card regis-
tered to that floor, which can again be charmed from a
staff member (using the previous roll and Difﬁcu]ty) or
stolen from behind one of the front desks, on a successful
Dexterity + Larceny roll (Difﬁculty 3).

These hurdles in the way of reaching the penthouse
may result in the player characters becoming convinced
Milliner is within. Instead, if they enter with the key
card, they interrupt her accountant, who in Milliner’s
absence is watching a war movie on the penthouse’s big
screen. When he realizes the player characters aren’t Lia
Milliner, he drops his bucket of chicken and spills his
Pepsi over himself, cursing loudly before asking (without
any fear) who in hell the player characters think they are.

The accountant — a mortal by the name of Henry
Mona — is an abrasive prick. He tells the intruders that
Milliner isn’t there, and won’t be there until the morn-
ing or the following night. He doesn’t divulge anything
regarding his client’s vampiric nature, as he doesn’t
understand it himself. He threatens to call security and
if threatened in turn, he'll point out “I'm Miss Milliner’s
wallet: do you really want to damage me?”

67

THE FAMILY

The most Mona does to accommodate the playcr
characters is take their details and tell Milliner thcy
stoppcd by without invitation. She will call them, but
Mona gives no indication of this bcing likcly.

If the playcr characters harm or scriously threaten
Mona, when Milliner does reach out to them any Difficul-
ty for a social roll with her increases by +2, as she highly
values this man.

"Hlough this scene is prcscntcd as part ofChaptcr
One, it’s possiblc the playcr characters don’t seck Lia
Milliner out until the second night. If this happcns, the
Storytcllcr can decide how accessible Milliner is, dcpcnd—
ing on how fast thcy want the plot to flow: Lia knows
Ornella is still around and in hiding, SO spcaking with
her providcs confirmation ofsuspicions that might arise

through pl:ly

HENRY MONA

Standard Dice Pools: Physical 2, Social 3, Mental 5
Secondary Attributes: Health 5, Willpower 8
Exceptional Dice Pools: Intimidation 6; Finance 9

Special: If the player characters harm Henry Mona,
any social encounter with Lia Milliner comes at a +2
Difficulty.

General Difficulties: 4/1

Chapter Twor:
Meet the Family

This chapter might go one of several ways. The expecta-
tion is that one or more of the following occurs on the
second night the player characters are in Atlantic City:

+  'The player characters played nice with Thomas Zin-
garetti and now have a meeting arranged with Edith
Blumenau, for 22:00 at the Rainforest Café.

bl

«  The p]aycr characters were hostile with Zingaretti,
didn’t meet him, or otherwise declined the invitation
to meet with Blumenau. In this situation, Blumenau
commands her followers to terrorize the player char-
acters and drive them out of Atlantic City.

+  'The player characters discovered Zingaretti’s rolodex
and called Lia Milliner, who arranged to meet with
them at the park at 21:00, or they encountered Milli-
ner’s accountant, from which Milliner calls them and
arranges the same meeting.
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The following scenes therefore
encompass a range of encouncers,
and the Storyteller should be aware
of them before running this chap-
ter. Elements of each scene can be
transposed into others or reused later
in the story, if needed. This ch:lptcr
might run anywhere between one and
three nights in lcngth.

Coftee

with Blumenau

The Rainforest Caf¢ is a busy
litele spot on the Boardwalk, back-
ing onto the ocean and containing
the constant sound of chatter and
clinking crockery. Filled with tourists
enjoying a latc‘—night snack or hot
drink as they watch the procession
of people walking by, and catered
by unhurried staff with a smile, the
Rainforest contains a sweet atmos-
phere.

Edith Blumenau maintains a
smart Mask. She dresses like one of
any number of visitors to Atlantic
City, wearing a t-shirt adorned with
the Three Bears logo, keeping her skin
flushed pink with vitae, and tipping
the servers generously, with a smile.
She doesn’t stand out at all, unless
she wishes to do so. She appears to
be in her Carly 40s, of slender build,
and with ticd—up dark hair. Her most
distinctive feature is the tatroo of a
tulip on her right forearm, which she
received after the Embrace from a
Kindred somchow capable of perma-
nently marking undead flesh.

She’s on the lookout for her
Hecata visitors, and from her table
pretends to sip a coffee while peering
into the crowd for signs of unlife.

If any of the player characters fail

to give themselves the Blush of Life,
have a Humanity rating of less than 4,
or otherwise act in a clearly inhuman
way, she gestures for one of her many
followers — five of whom occupy
seats in and around the café — to

approach them. Otherwise, she waits
for the player characters to get wise
to the eyes scanning the passcrs—by
and patrons at tables, with a Wits

+ Awareness roll (Difficulty 2), and
commends them if it doesn’t take
long for them to realize they were be-
ing watched. One of her bodyguards
points the playcr characters dircctly
to her table.

Introductions to Blumenau

Blumenau is courteous, welcom-
ing the player characters to Atlantic
City and asking after their busi-
ness. She hastens to add that while
the café is filled with bodyguards,
they’re more for show — she doesn’c
need them. She explains any of the
domain activities noted on p. 57 if
the player characters show an interest
in Atlantic City and asks if they've
gambled yet, encouraging them to
try the blackjack at the Three Bears
or the pontoon at the Borgata. She’s
clearly excited when she speaks about
wagers.

If asked rcgarding her po]itica]
persuasion or role in the domain,
Blumenau says with feigned humility
that accepting the position of Baron
was a hard decision, but local mem-
bers of the Movement expected her
to try her best, which she does every
night. She describes it as “a gamb]c
that paid off”

Ornella

Blumenau acknowledges that
Ornella Giovanni has been missing
for a year, after which the Anarchs
took the reins in the domain, with
herself as Baron. If asked about Or-
nella’s whereabouts, Blumenau denies
knowledge. The player characters
must succeed at an Intelligence + In-
sight roll (Difficulty 4) to determine
that she’s lying, though pushing her
on this just forces her to laugh and
say that Ornella is fine, wherever she
is, and that the last she heard Ornella
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had found a new rcligion outside the
family business.

The Leak

If the player characters are so
blatant as to explain there’s a leak
of Hecata information, Blumenau
smiles but just shakes her head before
expressing her sorrow at the fami-
ly’s misfortune, but explaining that
Hecata business is no concern of hers.
She is of course aware of the leak, as
she obtained the clan’s information
from Ornella and in turn sold it to
the Camarilla. Prying this from her at
this stage is impossiblc, but again, her
duplicity is detectable with an Intelli-
gence + Insight roll (Difficulty 4).

Hecata Whereabouts

If asked for the whereabourts
of Hecata around Atlantic City,
Blumenau tells the player characters
that she’s a Baron, not a Sheriff or
Prince, and it’s not her duty or in her
interests to know the havens of every
Kindred in the domain. Nevertheless,
she pretends to think awhile and with
an “a-ha!” tells them where she be-
lieves Ms. Strand makes her haven, in
a vacated industrial laundry around a
3o-minute drive from the Boardwalk.
She’ll find it on a service like Google
Maps, if the player characters ask.
Again, her lying regarding the other
havens is detectable with an Intelli-
gence + Insight roll (Difficulty 4), but
if confronted on this she precends
to have the sudden realization chat
Lubango can be found somewhere
in Pleasantville, which is around
15 minutes away by car. She knows
where in Pleasantville he makes his
haven, but isn’t going to confirm this
unless forced.

Favors

The player characters might ask
Blumenau to pull some strings and
get the Hecata together for a clan



meeting, which she confesses she has
licele power to do. However, she’s
happy to send word to their repre-
sentatives of a potc‘ntia] meeting and
insists on making the calls herself.
Blumenau cxplains it could take a few
nights to arrange, so in the meantime
they should enjoy themselves at the
Three Bears.

In the time it takes for this theo-
retical meeting to form (she only calls
Lubango, and only with the order to
assault the player characters), she in-
tends to drive these new Hecata out
of the domain or destroy them, for
poking their noses in unwanted plac-
es. Regardless, she expects payment
for this service and says the best way
oFdC]ivcring it is through gamb]ing

at the casino.
Repercussions

If at any point Blumenau feels
intimidated, she summons her bod-
yguards to the table and breaks off
the conversation, telling the player
characters they’re unwelcome in AC

and should leave within 24 hours. In
her words, “the Hecata no longer call
the shots here.”

Once the meeting concludes,
Blumenau dispatchcs her chicfbody—
guard and runner, Jay, to inform Ms.
Strand that the player characters are
on their way to destroy her because
thcy represent the Giovanni, and the
Cappadocian purges have recom-
menced. [t’s an elaborate lie, but
causes the intended effect of Strand’s
homicidal paranoia. Her reasoning
is as follows: Blumenau wants the
player characters to determine Serand
is the cause of the leak, and if she gets
the opportunity, explains Strand’s
aggression as her reaction to bcing

discovered as a traitor.

After sending Jay to handle
Strand, Blumenau calls Lubango and
tells him that if the player characters
enter Pleasantville, he’s to arrange
a devastating assault on them that
could be chalked up to a “gang war
gone wrong,” ideally with no survi-
vors.

Blumenau has no desire for
Kindred snooping around in Actlantic
City and doesn’t want to be the re-
cipient of Hecata ire for leaking that
clan’s intelligence, so if Strand fails
and the player characters don’t look
for Lubango, she proceeds to her next
plan, which is to have them threat-
ened by cops outside the casino,

A
FRIENDSHIP WITH BLUMENAU

It is of course quite possible the meeting goes spectacularly well, with Blu-
menau complimented and feeling no danger from the player characters. In
this case, the Storyteller has the option of dialing back the violence they're
due to encounter. She still sets up Strand via her servant, Jay “Sideface,”
but uses Lubango as a bodyguard rather than as the captain of an assault
team. She works the social angle, pinning “evidence” on Strand as the leak’s
source, just to get the coterie out of AC.

|
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recorded pcrforming Masqucrade—brcaching acts, and if
thcy still haven’t got the message, assaulted in their hotel
room in the daytimc.

The odds are stacked against the playcrs in this situ-
ation. Thcy’rc ina tightly monitored Anarch domain and
their investigation threatens the Baron. It should become
apparent with every attack that thcy’rc unwelcome and
in danger, and someone with a lot of influence is pulling
the strings.

EDITH'BLUMENAUY

Clan: Toreador
Sire: Sir Henry Johnson
Embraced: 1911 (Born 1867)

Ambition: Remove these interfering Hecata from
AC

Convictions: Allow nobody to violate my garden

Touchstones: Jay “Sideface” — mortal retainer and
firm disciple

Humanity: 5
Generation: 11th
Blood Potency: 3

Attributes: Strength 3, Dexterity 3, Stamina 2;
Charisma 4, Manipulation 5, Composure 4; Intelligence
4, Wits 3, Resolve 3

Secondary Attributes: Health 5, Willpower 7

Skills: Athletics 2, Craft (Construction) 4, Drive 1,
Larceny 2, Stealth 3, Survival 1; Animal Ken 1, Eti-
quette 3, Insight 3, Intimidation 2, Leadership (Bahari)
5, Persuasion 2, Subterfuge 4; Academics (Architec-
ture) 3, Awareness 2, Finance 3, Occult (Lilith) 4,
Politics 3

Disciplines: Blood Sorcery 3, Auspex 3, Presence 3

General Difficulties: 6/4

The Police Intervention

If the player characters made no arrangements to
meet with Blumenau upon arriving, or the player char-
acters remain in the domain after the encounter with
Strand, the Baron instructs her lead disciple, Jay (see
p- 71) to have some dirty cops (Officers Stephen Jessop
and Beatrice Washington) wait in a car near the Three
Bears Casino and when the player characters have made
sufficient distance from casino and hotel employees, to
perform a scop-and-search.
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If the playcr characters are wary upon exiting the
casino on the second evening, and succeed at a Wits +
Awareness roll (Difﬁculty 3), thcy spot the idling squad
car. It stands out among the other vehicles in the area.

If the playcr characters approach the vehicle, one of the
cops gets out of the car and draws his pistol on them, or-
dcring them to freeze, put their hands above their heads,
geton the ground, lay on their fronts, and put their
hands on the asphalt outstretched, either side of them.

If thcy make no such approach, the cops take a more
cautious approach and wait for the playcr characters to
make distance between themselves and the casino, before
asking to see proofofthcir identification and reasons for
being in Atlantic City. They don’t wear bodycams, and
the vampires may notice this with a Wits + Awareness roll
(Difﬁculty 2).

The intention isn’t to dcstroy the player characters
(ewo cops are unlikcly to succeed ifthcy manage it) but to
scare them into rcalizing thcy’rc not welcome in AC. Blu-
menau believes she can make them turn tail and run if she
makes their lives difficult. Therefore, the cops ask a lot
of questions, pick up on any excuse to justify Cufﬁng one
of the vampires, and draw their weapons at the slightest
provocation (or even with no provocation, if thcy think
the optics are in their favor with passers—by).

The cops radio for backup if the coterie put up any
resistance to their orchestrated harassment. The two
officers flec if their radios or car are disabled or thcy lose
their guns, or if the playcr characters make it clear thcy’ll
be 1c:1vir1g Atlantic City tonight (which is what Blu-
menau wants). It’s possiblc the playcr characters capture
one or more of them. If the playcr characters drag them
clsewhere, such as under the Boardwalk, into an alley,
or down the drain, thcy can interrogate these kine for
information. Restraining them in public isa good way to
provokc a confrontation with further policc.

ATLANTIC CINYACORS

Standard Dice Pools: Physical 5, Social 2, Mental 3
Secondary Attributes: Health 7, Willpower 5

Exceptional Dice Pools: Firearms 6, Streetwise 4;
Investigation 4

Special: The police officers in this scenario arm
themselves with pistols (medium gunshot, +3 damage)
or stun guns (light impact, +1 damage).

General Difficulties: 3/2



Interrogation

Blumenau’s hired underlings know next to nothing
of the player characters, beyond their boss wanting them
driven out of town. Threatening them with a Charisma +
Intimidation roll (Difficulty 2) has them admit they were
called by a guy they sometimes do business with named
“Sideface,” on account of his inability to look anyone
in the eye and his tendency to constantly avert his gaze.
They think he’s a dirty cop from another precinct. Side-
face offered them $2,000 to scare the player characters,
and if asked how they were able to identify them, one of
the captives tells the player characters their photos are on
her phone.

If the player characters check the phone, they find
stills of footage of them from the Three Bears Casino just
last night, though Zingaretti didn’t provide any of the
footage from the spy camera in their room.

The player characters may well ask the cops to direct
them to Sideface, but they explain they only have his
number, not a location. Plus, they were paid upfront elec-
tronically and have no need to meet him. Nevertheless,
the player characters may fabricate a reason to meet with
Sideface, such as by sending him a text message using
one of the cops’ phones. If the reason for the meeting is
expressed as an emergency, he agrees to meet them at just
past midnight at the Pic-a-Lilli Pub in town.

Face to Sideface

If the player characters pursue the course of meeting
with Sideface at the Pic-a-Lilli, unless they met Blumenau
at the caf¢ or bring one of the shooters with them, they
won't know what Jay “Sideface” looks like. He's sat at
the bar with a full Guinness in front of him, and a player
character who makes a successful Wits + Insight roll
(Difficuley 2) picks up that he looks away whenever the
bartender walks by.

Jay isn’t expecting an encounter with the player char-
acters, and ifthcy approach him dircctly7 he bolts into
one of the pub restrooms, at which point he attempts to
climb out through a small window. If the player charac-
ters follow him, thcy find a boozy bar patron rclicving
themselves, between them and Sideface. This patron is
casily scared off.

The player characters either catch up with Jay as
he climbs through the window or in the allcy behind
the pub. He's fanatically devoted to Blumenau and the
Bahari, with the Difficulty of interrogating him for his
mistress’ name and intent set at 5. If forced to talk, he
concedes that Blumenau set him to the task of scaring the
playcr characters away and says “it’s for the Mother of’
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Eden, for the Mother” repeatedly, as a mantra. He knows
nothing of the Hecata leak.

JAY “SIDEEACE2

Standard Dice Pools: Physical 5, Social 3, Mental 2
Secondary Attributes: Health 6, Willpower 5

Exceptional Dice Pools: Brawl 6, Firearms 7,
Stealth 6; Etiquette 4, Intimidation 4

General Difficulties: 3/2

Meeting with Milliner

The player characters encounter Lia Milliner at the
Oscar E. McClinton Waterfront Park, sat on the edge of
a fountain as she frowns, staring imently at her phonc.
She’s dressed in a sharp business suit, Complctc with tie,
and her long hair is tied back. Her pale skin against the
lights emanating from the fountain water makes her
appear translucent. She only looks up from her phone
when the player characters address her, at which point
she holds up a finger and then finishes what she’s typing,
before c]icking ‘send” and putting her phonc away. It
buzzes periodically as she walks the park with the player
characters.

Lia Milliner isn’t surprised by the idea of an infor-
mation leak from Atlantic City, given the disharmony
between the remaining Hecata of the domain. She consid-
ers herself a Hartford Kindred, despite that domain’s
heavy Tremere presence, just here on business, but holds
a dim view of Ornella, Lubango, and Ms. Strand. She
explains her role is to manage investments up and down
the East Coast, and that sometimes entails co“ccting and
delivering cash, or personally handling the finances of less
capable Kindred so they’re turning a profit.

On a Charisma + Persuasion roll (Difficulty 4), Milli-
ner explains some of her recent activities. Just this week,
she acted as a consultant for Lubango so he can acquire a
better quality of meth and heroin and expand his distri-
bution, bargained down the rent on Strand’s haven and
mini-domain, where she performs her experiments, and
collected funds from Ornella Giovanni. She also assists
in money laundering for each of the Hecata, as well as
several Anarch Kindred and the only Camarilla vampire
in the domain, Felix Lodz.

The player characters may be surprised to hear Mil-
liner raise Giovanni’s name, but as far as Milliner’s aware,
while Ornella left the Three Bears property, she still op-
erates in the domain. Electronic payments still issue from
her various business accounts, and her personal finances
are still arrangcd in cash, albeit at a drop point. For her to
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divulge where this takes placc, the playcr characters must
succeed on a Charisma + Persuasion roll (Difficulty 5), or
if thcy invoke Donatello’s name (or a different financial-
ly—conncctcd sponsor) to convince hcr, a Manipulation +
Persuasion roll (Difﬁculty 3). She cxplains the drop occurs
in Room 201 at the Sunset Inn, on Huron Avenue. She
hasn’t dealt with Ornella pcrsonally in over a year, but
the Milliner often works via intermediaries, and Ornel-
la does the same. Milliner sets up a date and time, and
arrives with money, CONntracts, and documents for signing,
or returns with the same after meeting with one of Or-
nella’s mortal representatives, who are never men. These
individuals are staff from Luxemburg House (sce p.89).

If asked about the political state of Atlantic City,
Milliner proclaims that “Not long ago the city was Ca-
marilla. Then it was Hecata. Now it’s Anarch. The cash
kccps flowing, which means the bosses are happy7 which
also means I don’t care about the domain’s politics. It also
means I can do business with anyone. Clan secrets aren’t
my concern.”

During the meeting with Milliner, she explains she’s
fecling damn hungry, having been Working solidly for
the last few nights, and knowing there’s a plcasurc yacht
in dock oft Clam Creck, just ten minutes’ walk from
their location, suggests the playcr characters join her on
draining some tourists. This hunt is cntircly optional, but
if the playcr characters start on Milliner’s bad side due to
their giving chry Mona rougln treatment (see p- 67), this
is a way to get back into her good books and nullify the
added Difficulty to social rolls.

Milliner remains in the domain for the next five
nights, before heading to New York.

LIA MILLINER

Clan: Hecata (Milliner)
Sire: Albert Dunsirn
Embraced: 1996 (Born 1972)

Ambition: Leave every domain with more money
than | entered with

Convictions: | will never allow someone to shake
me down

Touchstones: Henry Mona — accountant and figure
of worship

Humanity: 7
Generation: 11th
Blood Potency: 2

Attributes: Strength 2, Dexterity 2, Stamina 4;
Charisma 2, Manipulation 3, Composure 5; Intelligence
5, Wits 4, Resolve 4
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Secondary Attributes: Health 7, Willpower 9

Skills: Athletics 1, Brawl 1, Drive 2, Larceny (Forgery)
4, Stealth 1; Etiquette 3, Insight 2, Intimidation 1,
Leadership 3, Persuasion (Investments) 4, Subterfuge
2; Academics (Economics) 3, Finance (Money Launder-
ing) 5, Investigation 1

Disciplines: Dominate 4, Fortitude 2, Oblivion 1
General Difficulties: 5/3

Strand’s Cold Comfort

By the time the player characters reach the vacated
laundry building in Ventnor Heights, Ms. Strand has
alrcady been told that a Giovanni hit squad is coming to
kill her, courtesy of Blumenau and her mortal disciple,
Jay. She’s in the throes of paranoia and has spent the few
hours preparing her oversized haven and makeshift necro-
mantic laboratory with her Oblivion Ceremonies.

From the outside, the laundry building resembles a
factory disused for up to half'a century. The red brick is
showing, the letters that once stood above the main door
have all fallen or been stolen, resulting in naked spikes
protruding from the brickwork, and only a faded logo
of a person operating a mangle indicates the building’s
former purpose. Since then, the windows have all been
boarded, all but the front door and back roller door
have been sealed with planks or metal sheets. It perfectly
resembles the kind of urban hole it intends to be.

Strand has been using this building for only a short
duration, preying on the homeless, on drug addicts, and
on individuals delivered to her by Lubango and other
AC Kindred. She drains them, experiments on them, and
if‘possiblc, reanimates them or summons their spirit to
serve her, until she moves on to other prey. The laundry
still contains many of the old top-loaded industrial-sized
washing machines, and it’s into these she pours the cadav-
ers and body parts of completed or aborted experiments.
As she’s able to seal these metal monstrosities, little odor
of decay reaches the streets outside, but the laundry inte-
rior recks of blood and offal. The building is technically
owned by Edith Blumenau, but Strand doesn’t know this
and doesn’t care, just as long as she’s not disturbed.

Gaining Entry

Knocl(ing at the door yiclds no response from
Strand or any of her servants, though it does make her
scuttle into one of the massive steamers and close the
door behind her. If the playcr characters break in with a
Strcngth + Larceny roll (Difﬁculty 2) or sneak in with an
casy Dexterity + Larceny roll, they find her incanting and



smearing vitae over a fresh corpse,
which jcrks to unlife at her feet.

If they fail their rolls, Strand flees
into one of the 1argc machines and
relies on her servitors to handle her
assumed assassins.

The Undead and the Unliving

Aside from the corpse Strand
was Working on when thcy arrived,
the Cappadocian’s necromantic
monstrosities don’t spring into action
until the player characters are deep
into the laundry, giving the place a
serene sense of calm, offset only by
the stench of blood and the spatter
over countless surfaces. The building
is 2 mess, with part of it guttcd, walls
half~-demolished, machines once vital
to the iaundry in pieces or intact, just
inoperable. The laundry feels like an

immense giant whose organs have
dccaycd or ceased to function, and
looking from floor to tall Cciling7 it
could be mistaken for a tomb.

Once thcy’vc bcgun investigating
the location, aggressive corpses start
lurching from large Washing machines
and tumble dryers, pouring out of
the openings as ifbcing birthed into
new life. rHiey growl and gnash, and
number between three and five (de-
pcnding on the chnllcngc the Story-
tellers feels the playcr characters can
counter). The aggressive corpses move
as quickly as a normal human.

To compound issues further, af-
ter at least one round of combat, two
wraiths — summoned and cornpeHcd
by Strand — begin their assault on
the coterie. A poltcrgcist hurls frag—
ments of machinery at the characters,
while a screamer attempts to tcrrify
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the piaycr characters into the arms
and jaws of the aggressive corpses.

This scene works best if the
Storytcilcr utilizes the industrial
scope of this factory, including the
following:

. Rusted staircases that give way
under foot.

. Hanging, swaying gantries that
require a steady balance to navi-
gate.

. Narrow, restricted spaces be-
tween 1arge machines.

«  Disused offices filled with strewn
paperwork and vandalized furni-
ture.

+  Crawlspaces beneath machines
that might allow someone to
evade an attack.




TRAIL OF ASH AND BONE

. Scattered metal objects, which might work as impro-
vised weapons and shiclding.

«  'The rank smell of blood and iron dust in the air.
. Industrial-sized washers filled with rotting corpses.

+  Wide-open spaces where machines once stood, but
now only bolts and girders protrude from the floor.

The poltergeist’s priority is to keep one of the doors
scaled if any of the player characters make a break for it:
Ms. Strand wants them dead more than anything.

For anyone who uses Where the Shroud Thins (see
Cults of the Blood Gods, p.205), the Shroud in this loca-
tion is treated as frayed for the purposes of Oblivion use
(resulting in a -2 Difﬁculty on Oblivion rolls). Anyone ac-
cessing the Shadowlands from this location finds it exists
as a pit of carcasses and confused, howling dead.

The sounds of sirens approach at the end of the scene
if repeated gunfire emanates from the laundry. While
gunshots aren’t uncommon in this part of the city, a

sustained gunfight is.

POLTERGEIS]T;

Standard Dice Pools: Physical 5, Social 3, Mental 2
Secondary Attributes: Health 7, Willpower 4

Exceptional Dice Pools: Athletics 6, Brawl 7, Lar-
ceny 6, Stealth 7; Intimidation 6

Special: Poltergeists may physically influence the en-
vironment and any objects and people in it a number
of times per scene equal to their Willpower. If they
incur Aggravated Willpower damage, their number

of actions decreases to match their current Will-
power. These wraiths use the objects in the room to
inflict additional or halved damage (from flung knives,
television sets, etc.) with thrown weapons use six dice
(their exceptional Athletics dice pool).

General Difficulties: 3/2

SCREAMER

Standard Dice Pools: Physical 3, Social 5, Mental 4
Secondary Attributes: Health 5, Willpower 5

Exceptional Dice Pools: Stealth 5; Intimidation 8,
Performance 7, Persuasion 6, Subterfuge 6

Special: Their primary function is to terrify with their
screams, similar to the Dread Gaze Presence power
(see Vampire: The Masquerade, p. 267). When

a screamer uses this power, they roll eight dice (their
exceptional Intimidation pool) against the victim’s
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Composure + Resolve, with the results emulating
those of Dread Gaze without the visual requirement.

General Difficulties: 4/2

AGGRESSIVECORRSE

Standard Dice Pools: Physical 4, Social 0, Mental 0
Secondary Attributes: Health 6, Willpower 0
Exceptional Dice Pools: Braw! 6; Intimidation 5

Special: Aggressive corpses take Superficial and
Aggravated damage in the same way as vampires,
except they are immune to sunlight. They cannot heal
or mend damage. They cannot be mentally dominat-
ed or influenced as they are bound to their master.
They do not need eyes or ears to perceive everything
around them as someone with unimpeded vision and
hearing might. Bites from the aggressive dead inflict +2
Aggravated Health damage to mortals.

General Difficulties: 3/1

Strand’s Last Stand

Strand is a fearsome necromancer in her own right, but
is petrified of being found and murdered by the Giovanni,
which is why she seals herself away in an industrial cumble
dryer and repeatedly screams for the player characters to
leave the laundry, to leave her family alone, and to take their
cannibalistic, Venetian predations elsewhere. The emaciated,
bulging-eyed Strand can be pulled from her machine, but if
someone makes physical contact with her, she uses Touch of
Oblivion (see Chicago by Night, p. 294) on them to wither
their limbs, or, if the Storyteller is unfamiliar with that pow-
er, she attempts to sink her fangs into her attacker.

Defeating Ms. Strand as a coterie is simple enough
once her minions are removed from the field, but talking
to her is a greater challenge. She does not respond to
attempts to intimidate or persuade her, instead falling
into a terror frenzy (which she’s at the cusp of throughout
the scene), requiring someone to stake her and speak with
her after its removal, or use some other means to sway or
immobilize her, such as Dominate or Presence.

A pacified Ms. Strand says she was informed by “that
nice man Jay, who follows Baron Blumenau around,” that
the player characters were Giovanni assassins looking to
destroy one of the few Cappadocians on the East Coast.
She knows nothing of the information leak and didn’t
consort with the Camarilla when they controlled AC,
giving her few avenues to supply information even if she
wanted to do so. She never trusted Ornella, but respected
her position. She lost touch with her after the Giovanni
“took up with those Lilith types.”



If the playcr characters spare Ms. Strand, thcy’rc
allowing a monster to stay in circulation. Thcy may
however carn her as a Mawla by doing 50, and as she’s an
expert in Oblivion Ceremonies, this could be worthwhile
to any practitioner of the Disciplinc

MS. STRAND

Clan: Hecata (Cappadocian)
Sire: The Gaunt Man
Embraced: 1895 (Born 1849)

Ambition: Pursue my experiments without distur-
bance

Convictions: None
Touchstones: None
Humanity: 2
Generation: 8th
Blood Potency: 4

Attributes: Strength 2, Dexterity 2, Stamina 5;
Charisma 1, Manipulation 3, Composure 1; Intelligence
5, Wits 5, Resolve 3

Secondary Attributes: Health 8, Willpower 4

Skills: Brawl 3, Craft (Crime Fiction) 4, Stealth 3;
Intimidation 4, Subterfuge 1; Academics (Literature) 4,
Awareness 1, Investigation 3, Medicine (Anatomy) 5,
Occult 5, Science 2, Technology 2

Disciplines: Auspex 3, Fortitude 3, Oblivion 5
General Difficulties: 6/3

Lubango’s Warm Welcome

Lubango likely enters the fray when he’s sought out
by the player characters.

This strong-built, Guyanese man, with patches of
hair on his head and a knotted beard dangling from his
chin has a way of terrifying anyone with whom he comes
into contact. His skin is more gray than brown, and he
never blinks. It's possible the first place the player char-
acters go to find him is Pleasantville, where various other
characters indicate he makes his haven. The corners of’
this burg outside Atlantic City are the province of drug
dealers and lookouts, and if Lubango knows the player
characters are en route, he has his young gang members
keeping their eyes open for the visiting Hecata.
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Entering Pleasantville Conspicuously

Upon exiting their vehicle, player characters should
make a Wits + Awareness roll (Difficulty 2) to notice a lot
of the civilians on the street duck into buildings, signify-
ing an outbreak of violence but only providing the player
characters with a round in which to react. Lubango’s in-
tention is to catch them in a crossfire, wicth four members
of his crew on one side of the street, and six on the other.
They use cars as cover, fire from windows and doorways,
and hurl two Molotov cockeails once they're pinned
down. Lubango’s crew are under instructions to kill the
player characters when they're on their territory.

The best method of breaking this ambush down is to
provide details of objects, buildings, and people around
the player characters at the time the attack occurs, in-
cluding the following:

- Old automobiles line both sides of the street, funne-
ling the traffic to a single lane.

+  'The buildings on cither side of the street reach as
high as three stories, and most are residential, with
a small convenience store wedged between two resi-
dential blocks.

« A covered manhole in the middle of the road acts as
a possible escape route.

+  Some of the houses have threadbare front yards, on
which discarded bikes and furniture rest.

+  'The attackers shout insults down at the vampires
constantly, to mock the intruders and build up their
own spirits.

+  None of the shooters are particularly good shots, but
the ricochet of blasted asphalt and metal splinters
from the cars are almost worse than the bullets.

A
SLAUGHTERHOUSE COMPLICATIONS

There’s a lot of blood — some wet, some dry — in
Ms. Strand’s laundry. If any character is at Hunger 4
or higher, they must resist a hunger frenzy (Difficulty
3) or aim for the nearest source of thick, nourishing
blood, even if it's another vampire.

Further, while none of the bodies in the laundry are

there due to the player characters, the Storyteller

should consider whether any player characters with

high Humanity need to struggle to resist fury frenzy

directed at Strand, due to the sheer volume of death

in this building.
|
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. A civilian cowers behind a car and bcgs one of the
vampires to hclp them inside.

« One of the Molotov throwers aims at the car the
player characters arrived in, if it wasn't a taxi that’s

already departed.

. An cldcrly person shouts from one of the houses for
everyone to kccp the noise down, that this used to be
a nice town, and other such pointlcss platitudes.

If the player characters are injurcd in the ambush,
Lubango exits one of the buildings in his overalls and
heavy boots, and strides over to them with a bag of
improvised fragmentation grenades over one shoulder
and an assault rifle in his hands (both considered medium
gunshot, +3 damage value, though the grenades injure
anyone within close proximity to the blast). If the vam-
pires aren’t pinned down, he aims the gun at whichever
vampire he spots first and lets loose a volley of bullets. He
then hurls a coup]c ofgrenadcs in their direction.

The attackers won't risk policc interference (che cops
won’t show up until several minutes after the gunﬁrc ends).
If the characters try to drive off in their car and it hasn’t
been immolated or totaled, the gangsters follow them as
far as two blocks before scattering, Thcy dispcrsc within a
minute of the first shot being fired rcgardlcss, as Cverything
in the course of this conflict rapidly takes placc.

LUBANGO

Clan: Hecata (Samedi)

Sire: Zephaniah

Embraced: 1986 (Born 1961)

Ambition: Increase my influence in Atlantic City

Convictions: Nobody will claim an inch of my
territory

Touchstones: John Agard — poet whose material
soothes Lubango’s Beast

Humanity: 4

Generation: 12th

Blood Potency: 2

Attributes: Strength 4, Dexterity 4, Stamina 5;
Charisma 3, Manipulation 2, Composure 2; Intelligence
2, Wits 3, Resolve 2

Secondary Attributes: Health 8, Willpower 4

Skills: Athletics 3, Brawl 3, Craft (Combustion En-
gines) 3, Drive 2, Firearms (Flamethrower) 3, Melee 2,
Stealth 1, Survival 4; Animal Ken 1, Intimidation (The
Stare) 5, Leadership 3, Streetwise 4; Awareness 2,
Finance 2, Occult 2, Technology (Engineering) 3
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Disciplines: Fortitude 4, Oblivion 1, Potence 2
General Difficulties: 6/2

LUBANGO’SICREWV.

Standard Dice Pools: Physical 4, Social 3, Mental 2
Secondary Attributes: Health 5, Willpower 4

Exceptional Dice Pools: Firearms 6, Melee 5;
Intimidation 4

Special: Lubango’s crew arm each fire handguns with
a +3 damage value, and two of them use Molotov
cocktails (see Vampire: The Masquerade, p. 380)
during the course of the conflict.

General Difficulties: 3/1

Entering Pleasantville Discreetly

If the player characters enter Pleasantville on foot and
not as a bunched up gang, they may draw some odd looks if
they’re dressed inappropriately for an evening in one of the
more violent parts of the domain, but they won’t draw the
concerted firepower of arriving in a car in the middle of
Lubango’s territory. It requires an easy Composure + Street-
wise roll to evade notice through acting inconspicuously,
but doing so is a good way to avoid an assault.

Engaging Lubango

Getting Lubango to agree to a conversation is
unlikely, given his loyalty to Blumenau and her wishes to
see the coterie driven out of Atlantic City. However, they
could rush him when he makes his attack and ferry him
away from Pleasantville. Alternatively, they might they
trace his exact haven via information from Lia Milliner or
through talking to one of the city drug dealers with a suc-
cessful Manipulation + Streetwise roll (Difﬁculty 3), and
get the drop on him while he’s counting cash in his haven.

Lubango makes his haven in a well-kept house in
Pleasantville, with a fenced-off front and back yard, three
stories of living space decorated in his preferred, Guya-
nese style, and with a car and motorcycle in the garage.
He doesn’t keep drugs on the property but does own
a healchy supply of guns, keeping one stashed away in
every room. Most curious about his setup is the collection
of poetry in his lounge and the engines he builds from
scratch in his garage, showing this imimidating monster
clearly has a couple of hobbics. The Storyteller can decide
whether he has any bodyguards patrolling the property
(use the traits for Lubango’s Crew), though Lubango is
over-confident, and may not see the need.



In the event he’s cornered,

Lubango’s first instinct is to fight
and use all the tools at his disposal to
maim or immobilize his opponent.
He relays that his allegiance is still to
the Hecata — he still sends money to
New York and family is family — but
his love is for Ornella and her Bahari
faich. This may be the first time the
player characters discover the Bahari
involvement in Atlantic City, about
which Lubango is hesitant to speak
further, as he doesn’t consider the

player characters enlightened enough
to understand. It takes a successful
Charisma + Intimidation or Manip-
ulation + Persuasion roll (Diﬁiculty
4) to confirm the Bahari of Atlantic
City gather in a women’s shelter on
Huron Avenue, named Luxemburg
House. He relays that an outsider Ba-
hari named the “Sleeper” is currently
observing Ornella’s induction into
the cult.

He's actually surprised if told the
protagonists tell him they're in AC to

investigate a leak of family informa-
tion, and he’s shaken if convinced
that Ornella or Blumenau is behind
it, with a Manipulation + Persuasion
roll (Difﬁculty 4). He knows Ornella
is under Blumenau’s care and tutelage
and can put the pieces together that
Blumenau obtained this information
from Ornella and sold it on to the
Camarilla. If persuaded in this way,
he offers to take the player characters
directly to Ornella for answers, as he
wants to know the truth.

THE BAHARI ANGLE

From both Strand and Lubango, the player characters might hear of Lilith and the Bahari. Researching the two from
a mortal perspective, at Atlantic City Free Public Library (which stays open until 23:00 for students on some nights)
requires an easy Intelligence + Academics or Investigation roll to find out Lilith is a character from Jewish mythology,
appearing in the Babylonian Talmud as Adam’s first wife. Any information the players can find online is equivalent to

what the library contains.

Researching the Bahari from a Kindred perspective requires pulling on the characters’ Mawla (or equivalent, appro-
priate Backgrounds), or making an Intelligence + Occult roll (Difficulty variable depending on information given) if
they might have heard of the cult before now. Difficulty 2 reveals they learn the Bahari are a predominantly non-male
cult dedicated to change and rebirth, but with no centralized authority. Difficulty 3 reveals some Bahari believe in
change through growth and cultivation, others through masochism and scourging historic sins from the body and
spirit. Difficulty 4 reveals the Bahari aren’t fundamentally at odds with the Hecata, as many Lamiae are technically
members of the clan and the cult. Difficulty 5 and higher highlights the cult’s practices and strongholds, as detailed

in Cults of the Blood Gods.
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Night-Time Raid

While the player characters are out in Atlantic
City fraternizing with their clanmates to varying effect,
Blumenau gives several of her hired hands access to the
vampires’ secure suite in the Three Bears, to trash the
place and steal the vampires’ luggage.

The burglars arrive when given the go-ahead by Pop-
corn or Zingaretti (to confirm the protagonists are out of
the building) and are dressed in cleaners’ uniforms and
use a keycard to enter the suite. If one of the player char-
acters remained behind or sneaked back in outside Pop-
corn or Zingaretti's notice, the thugs attack the Varnpirc/s
present, not knowing what thcy’rc deaiing with. They're
unarmed and chink it'll be casy to lay out a tourist.

If subdued, these hired burglars identify their em-
ployer as “Sideface,” in much the same way as the cops do
in Police Intervention (see p. 70).

If the player characters aren’t present when this raid
takes place, it’s likely they’ll go to Zingaretti for an-
swers. He apoiogizcs profusciy for the breach in security,
reasoning they must have made some enemies. He refuses
to open his checkbook to reimburse them without Edich
Blumenau’s permission but gcncra”y acts obscquious
and shamed about the situation, which he is, as dcspitc
Blumenau giving permission for this atcack, the casino is
in his name.

The one thing Zingaretti offers as a means of rec-
ompense is a ﬂight back to whichever domain thcy came
from, on the house. The player characters may question
why he’s permitted to make such an offer when he won’t
compensate for luggage, to which he gestures emptily
with his hands and just mutcers “Blumenau told me [
could..”

THE BURGLARS

Standard Dice Pools: Physical 4, Social 1, Mental 2
Secondary Attributes: Health 4, Willpower 2
Exceptional Dice Pools: Larceny 5

Special: These individuals are unarmed and have no
knowledge of vampires.

General Difficulties: 3/1

The Camarilla Avenue

The player characters may atcempt to follow the
leak back from the Camarilla to its source, though the
city only has one Camarilla vampire within its limits:
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Felix Lodz. The coteric are unlikely to know this imme-
diately, unless they have a contact among the Tremere or
former Camarilla AC Kindred, and Zingaretti (if asked)
only Vagucly knows what a “Carn—a—rcc—yuh” is, thinking
they’re asking for one of the house singers at the Three
Bears, named “Cara Meea.” Blumenau is similarly unhelp-
ful, suggesting the Camarilla are completely absent from
Atlantic City following the Anarch takeover, though an
Intelligence + Insight roll (Difficulty 3) is sufficient to tell
she’s lying. Tt takes an impressive Manipulation + Persua-
sion roll (Difficulty 5) to make her feel it’s safe to give
Lodz name. On more than five successes, she states that
the local Camarilla only agreed to leave if they could keep
one representative in the domain.

Easier routes to finding Lodz come via the city’s other
Kindred, who aren’t ncarly SO paranoid about the solitary
Tremere and what he might know of the leak. Milliner,
Strand, Lubango, and minor players such as Kirby, Pop-
corn, and Poodle Pumper all know of Lodz and where he
makes his curious little haven, a second-hand book store
named Books and Bindings near Marven Gardens.

Books and Bindings

Books and Bindings is barciy recognizable as an oper-
ating store, with the white crosses pnintcd on its exterior
walls and windows, the tatty, barely readable sign next to
its front door, and the candle oddiy piaccd in the upstairs
window above the shop door. Nevertheless, the front door
is unlocked and Lodz is at work in the shop, re-binding a
first edition of Ulysscs with a great deal of care. The entire
shop is a firetrap, with stacks of books, loose papers, and
haphazardly laid out shelves making for a claustrophobic
maze.

Lodz blinks rcpeatcdly, talks at length, and Coughs
often — affectations his sire instructed him to dcvc]op to
appear more human. He's clearly nervous and actempts
to speak primarily about books and plays even when
approachcd about Kindred society, brcaking occasiona”y
to declare Kindred “the lowest form of devils, waiting for
the angels to come and raise us back to heaven.” He has
no formal religion, in Kindred terms, but believes ear-
ncstly in angels he hopcs to signni with his eternal candle.

Lodz is largely unhelpful on subjects such as city pol-
itics and the Hecata, but if asked about Blumenau or the
Camarilla who left him, he quicts for a moment before
rambling that “Yes, Mrs. Blumenau stopped by once or
twice, spoke at length with the previous regent... Some-
thing about a Promise and ghosts... It wasn't long after
that thcy left and T was put in chargc,”

Lodz has no nuthority in AC and his sect abandoned
him because it was easier than moving him to New York
or Philadelphia. He is however an indirect avenue to dis-
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in turn SOld thcm to EhC Warlocks.

FELIX(LODZ

Clan: Tremere (Traditionalist)

Sire: Ehrich Weiss

Embraced: 1973 (Born 1911)

Ambition: Keep the chantry safe

Convictions: Die before abandoning Atlantic City

Touchstones: Duncan Clench — director of the At-
lantic City Theatre Company, who Felix loves from afar

Humanity: 5
Generation: 12th
Blood Potency: 1

Attributes: Strength 1, Dexterity 3, Stamina 3;
Charisma 3, Manipulation 2, Composure 5; Intelligence
2, Wits 4, Resolve 3

Secondary Attributes: Health 6, Willpower 8

Skills: Craft (Bookbinding) 3, Drive 2; Etiquette 2,
Insight 2, Performance (Acting) 2, Persuasion 1, Sub-
terfuge 3; Academics (Literature) 3, Finance 2, Occult
3, Politics 2, Science 1

Disciplines: Blood Sorcery 1, Dominate 3, Obfuscate 2
General Difficulties: 5/3

On the Offense

The player characters — hunted, ambushed, and assault-
ed — may feel that Blumenau requires confronting. While
they’re unlikely to know if she has anything to do with the
leak, she definitely has something to do with all the harass-
ment they've received since arriving in the domain. The main
issue is, the players characters are unlikely to know where
her havens are, and Atlantic City has no static Elysium.

For pacing reasons, it’s preferable that wherever the
player characters go to find Blumenau, they cannot locate
her on the second night. Time should run down as they
approach the dawn, with any of the night’s previous events
(detailed in this chapter) eating up a lot of time. However,
players shouldn’t be left short if they've followed clues to
what should be a rewarding conclusion. It’s recommended
that Blumenau has a proxy in place at one of her sites, who
can answer questions regarding the domain, the Baron’s
actions, and why they feel Blumenau is justified.

The player characters likely trace Baron Blumenau
via one of the following routes:

THE FAMILY

+  Ifthe player characters confronted Jay “Sideface” car-
lier in this chapter, or tracked him C:lutiously7 he could
reluctantly lead them to one of Blumenau’s havens.

+  Knowing Blumenau has control over the Three Bears,
the player characters might threaten Zingaretti to
draw Blumenau out, forcing him to make a call to his
domitor.

. Player characters cannot go down the modern inves-
tigative route ofscarching for Blumenau’s propertics
online, as she doesn’t use her name on deeds and
titles. However, the playcr characters may be able to
extract one of her false identities from Jay, Milliner,
or Lub:mgo, and bribe cops or city workers, if the
characters have the Allies or Contacts in the right
placcs, to locate them.

Blumenau maintains several havens around the
domain, but for choice, the Storyteller can reveal she has
the Three Bears, a permanent hotel room in AC Caesars,
and ayacht in the marina. As mentioned, while she’s not
present on the second night, one of her Kindred allies
is — though it’s an Anarch rather than one of her Bahari
brethren. Abigail Kirby intercedes if Jay or Zingaretti
calls on Blumenau, or is found in the Baron’s haven stud-
ying city plans and writing up notes for infrascructure
shifts if ambushed.

Kirby isa diplomat by nature, softly spokcn with
a husky voice, attempting to appease whomever she
addresses. She’s an older woman, appearing somewhere in
her 6os or carly 70s, and wears a tight-cinched black and
white dress, while her neck, ears, and wrists jang]c with
jewelry. She has a shock of gray hair she’s never attempted
to dye, and dcspite being a vampire for over a century,
still smokes a cigarette using a holder.

Ifit’s clear the pl:lyer characters are agitated, she
attempts to soothe them, explaining she represents the
Anarchs of AC as much as Blumenau, but they’re not
going to get to the Baron if they’re planning violence. She
attempts to justify Blumenau’s actions, telling the player
characters they arrived without invitation, immediately
occupied rooms in one of the Baron’s havens, and proba-
bly pushcd her servants around. Additiona“y, it wouldn’t
be unsurprising if another faction, which the coterie
represent, wanted to retake the domain by force, hence
why she’s acted to drive them out.

What Kirby doesn’t do is connect the dots between
Blumenau’s actions and the Hecata leak, and she doesn’t
mention the Baron’s re]igious ]e:mings as she doesn’t
consider them relevant. Only if the p]ayer characters raise
these points does Kirby rake a 1ong drag on her cigarette,
drum her fingers on her front teeth, and then nod, but
she doesn’t provide an opinion unless the pl:lyer charac-
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ters succeed at a Charisma + Persuasion roll (Difﬁculty

3). If successful, Kirby relates that several Anarchs feel
unhappy about the Baron’s rcligious motivations, cxplain—
ing nobody in Atlantic City signcd up for a thcocrncy to
slide in once the sect ook power. She’s aware Ornella is
in Blumenau’s Bahari cult, but doesn’t know where the
Giovanni is situated.

Kirby’s intent is to mollify the playcr characters and
handle any domain issues herself. She guarantecs their
s:lfcty in the Three Bears, assigning her own pcoplc to
ensure their suite isn't disruptcd, or paying for them to
stay at another one of the hotels with the same offer of
security, if thcy’rc prcparcd to leave the following night.
She’s unprcparcd to bctray Blumenau to this coterie of
outsiders, no matter their chargcs against her, because
ultimatcly, the Baron is the Baron.

ABIGAIL KIRB)Y

Clan: Caitiff

Sire: Unknown

Embraced: 1907 (Born 1838)
Ambition: Make Atlantic City flourish

Convictions: Never resort to violence when diplo-
macy will do; Put the domain over individual progres-
sion

Touchstones: Father Philip Roberts — Kirby’s
confessor at her local church; Kayleigh Eyres — city
planner with whom Kirby works

Humanity: 7
Generation: 9th
Blood Potency: 3

Attributes: Strength 3, Dexterity 3, Stamina 2;
Charisma 4, Manipulation 5, Composure 4; Intelligence
4, Wits 2, Resolve 4

Secondary Attributes: Health 5, Willpower 8

Skills: Athletics 2, Drive 1, Firearms 1, Survival 1;
Etiquette 4, Insight 4, Intimidation 1, Leadership 3,
Persuasion 4, Streetwise 1, Subterfuge 1; Academics
(City Planning) 5, Awareness 1, Finance 3, Investigation
(Corruption) 3, Politics (Atlantic City) 4, Technology 2

Disciplines: Dominate 2, Fortitude 2, Obfuscate 2,
Presence 3

General Difficulties: 6/3
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On the Defense

The assaults on the playcr characters may render
them cautious, and with good reason. Thcy may seek out
anew placc to stay, potcmia”y ab:mdoning any luggagc
remaining at the Three Bears, and seck to raHy their
strcngth. p]aycr characters on the defense are 1ikc]y to do
one or more of the following:

SEEK OUT A NEW SAFE HAVEN FOR THE DAY

player characters might pull on Allies or Contacts,
or use their Fame or Resources Backgrounds to find new
lodgings. Every hotel — of which there are several — has
space, but not all of them have interior, sun-proofed
rooms, likely leading to stays in the bathtub and ward-
robe when the dawn arrives. The Storyteller can throw
out the names of some of the resorts around the city, such
as Caesars, the Borgata, and the Showboat, or offer up
any of the less reputable areas of the domain, including
vacant factories and rowhouses, the drains, or a sand
burial under the Boardwalk. The Storyteller should note
where the player characters choose, and reference this
against the city’s Kindred detailed starting on p. 53, in
case any clashes over territory are likely.

CALL HOME

Nervous Kindred might call their sponsors or as-
sociates in their home domain and report the shitshow
they’ve walked into in AC. The response is less than sym-
pathetic, as if they have a sponsor with greater influence
than them, they express in circumspect terms that the
situation demands their presence more than originally
thought: if Ornella is gone, someone needs to secure the
domain or at least ensure the new Baron isn't screwing
them out of‘moncy (if the pretext of the coterie’s journey
was fiscal). Ifthcy player characters represent the Hecata,
they need to ensure Lubango, Strand, and Milliner are all
still working in the clan’s interest. The call concludes with
a “don’t call this number again until you've got results.”

FLEE ATLANTIC CITY

[t’s casy for the player characters to hop into a taxi,
a bus, or a train, and take the Atlantic City Expressway
out of the domain. Doing so puts them out of Blumenau’s
reach (and interest, as she wants them gone and this is ac-
Complished ifthcy leave), but puts them first in Pleasant-
ville (which Lubango controls) and then into a wider area
nominally independent from the sects. If the player char-
acters pursue this route, the Storyteller can have a little
fun introducing them to weird, isolated Kindred of New
Jersey, stranded between the domains of Atlantic City,



New York, and Philadelphia. Such a story goes beyond the
scope of The anily, but is a good way to introduce fringc
cults from Forbidden Rcligions or bizarre vampires with
no reach beyond their mortal herds.

Hunting, Gambling,
and Other, Less Civilized

Entertainments

Outsiders visit Atlantic City to Cxplorc their vices
with impunity. Without the Camarilla yokc hfmging over
Kindred here, the primary law is Masquerade, with the
sccondary rule bcing that city residents should not be
treated as prey (though the latter is tough for Blumenau
to enforce on passing Kindred).

The Storyteller is encouraged to provide exposure to
the domain activities on p. 57, and add any of the following
encounters to hc]p providc Atlantic City with character,
providing they don’t interfere with the story’s pacing;

I KNOW WHAT YOU’RE DOING

When one of the player characters commences a
hunt or attempts to seduce a mortal into acting as a
vessel, the prey’s eyes widen and they back away rapidly,
repeating “I know what you're doing, I know what you're
doing.” Atlantic City has a relative dearth of vessels when
held in contrast to its Kindred population, resulting in
mortals from whom vampires have fed on multiple occa-
sions. In the case of this mortal, the last feeding experi-
ence was enough to induce flashbacks, and if they’re not
stopped, they’re going to run into the open and shout out
that the player character is assaulting them.

For added impact, an Atlantic City Kindred might
witness this scene and take the player character to the
side after things calm down, explaining this is why the
former Prince put a restriction on feeding from people
who live in AC. As the last remaining Camarilla vampire
in this domain, Felix Lodz is a character to use for this
purpose, though his eccentric, skittish nature may resule
in the player characters doubting his words.

THE MASOCHIST BLOOD DOLL

Some kine crave the pleasure of the feed, with these
deviant mortals known colloquially as blood dolls. Rarer
than them are the blood dolls who seek out the Hecarta kiss,
infamous in Kindred circles for the excruciating pain it caus-
es. In this encounter, an attractive young man, slender and
stylish but a little awkward with it, hangs around the Three
Bears and other Kindred-influenced areas. He was once a
frequent vessel for Ornella Giovanni, until she disappeared,
and has grown addicted to the pain of the Hecata bite. He's
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THE FAMILY

excellent at spotting the tell-tale signs of Kindred behavior,
and Blumenau, Popcorn, and Zingaretti have :1ttemptcd
many times to ¢ject him from the casino only for him to
find his way back inside. He sidles up to one of the player
characters and offers his body for their use, promising them
a soundproofcd apartment so he can scream to his heart’s
content. Even better if thcy’rc a member of the Hecata.

THE WAGER

If the player characters successfully ingratiate them-
selves with the Atlantic City Kindred, the subject of the
wager (sce p. 57) arises. One is already in force, with Poo-
dle Pumper as the individual attempting to fulfil a wager
set down by Blumenau and the other Kindred. Poodle
Pumper’s enthusiastic for the task, though he’s finding
some aspects of it challenging, leading to his approaching
the player characters for assistance, offering them a cut of
his profits if they help him succeed. He's vague about the
wager’s details until they at least commit to it in princi-
ple.

Poodle Pumper cxplains that a Ukrainian mobster
— Semion Bragin — and his entourage have flown in to
Atlantic City to make an international drug and human
trafﬂcking deal with some of the local criminal elements,
but the wager is for Poodle Pumper to kidnap each of
Bragin’s three bodyguards, one at a time across a suc-
cession of nights, store them somewhere without killing
them, and then force the isolated Bragin to commit a
crime in public view before releasing the bodyguards.
Poodle Pumper’s thinking is pretty juvcnilc — he wants
Bragin to jog down the length of the Boardwalk nude —
but he’s open to suggestions. If he succeeds at this task,
the city’s Kindred promise Poodle Pumper dominion over
the Ruby Throat (sce p. 86) and §50,000 to invest as he
sees fit.

YOU’RE THE MARK

On top of Blumenau’s harassment, the player char-
acters find themselves the subject of a domain wager,
though they may not be immediately aware of this.

It starts when Zingaretti introduces them to an offi-
cious-looking woman named Darcy Lorenza, and works
best if they’re Hecata vampires or linked to organized
crime or investing in property. Lorenza explains she’s
aware of their status, and she wants to make them an
offer to invest in a new resort construction on the
Boardwalk, presently named “The Venetian Casino.”
Lorenza states that they've had difficulties reaching the
New York Giovanni as Ornella was their point of contact,
but they’re desperately in need of $40,000 to pay off city
planners, which Ornella was due to supply. She’s looking
to the coterie to provide the funding before they depart.

This is all a ruse, as the bare bones of the Venetian
have been under development for over 15 years, passing
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from investor to investor with little progress. In fact,
Lorenza is an agent for the Lasombra, Waxman, whose
wager is to find suitable marks to con out of $30,000 or
more. Hearing about the player characters’ arrival, he
targets them and providcs Lorenza with the little infor-
mation he knows about the Giovanni f:lmily, Ornella, and
convinces Zingaretti that the offer is 1cgitim:1te.

This scenario may see the player characters lose dots
in Resources if they fall for the con, though this in turn
carns them respect from some of the wager’s participants
(if they accept the con graciously), possibly translating
to dots in Allies or Contacts among the Anarchs’ mortal
associates.

ANOTHER STOP AND SEARCH

Uniformed cops like to make their presence known
on the Boardwalk, ostensibly to make the tourists feel
safe. Unfortunately, it can serve to exacerbate tensions,
and restless cops have a tendency to stop people out of
boredom. A duo of cops — Officers Sam Pound and Mark
Burmholdt — attempt to stop one of the player charac-
ters, especially if they’re a person of color, with whom
they’ll be measurably less polite. If the player characters
ask for details, the cops repeatcdly state “this is for your
own saféty” and “are you refhsing to comp]y?” Thcy’rc
attempting to provoke the character into an act of defen-
siveness or aggression, and pull their firearms if they feel
they can get away with it.

While some tourists stand around and watch and
others swif‘cly make a distance, a deprcssing number

catcall and mock the player character under police threat.
All of this might result in a frenzy roll, a trip to the local
precinct, or the use of powers such as Presence to change
the cops’ attitudes. No Kindred are behind the police
aggression. See p. 70 for Atlantic City cop traits.

METH AT LOW, LOW PRICES

The drug problem in Atlantic City worsens every year,
with the city authorities doing all thcy can to contain the
trade to areas beyond the Boardwalk. This doesn’t prevent
the occasional dealer from trying their luck in the tour-
ist-heavy area, and in this scene, a young woman, appearing
no older than 18, tries to lure one of the player characters
into a quiet space behind the go—kart track on the Steel Pier,
where she offers a bﬂg of‘crystal to make their “evening pop.”
If the player characters take the deal, the girl reveals herself
to be an undercover cop and attempts to get cuffs on them,
pulling a radio from her handbag to summon backup.

The entire act is clearly encrapment, which the
solitary player character may attempt to argue, requiring
a Charisma + Intimidation roll (Difficulty 4) or supernat-
ural means to convince her to drop the attempt at arrest.
If pressed, she explains the department wants drug arrests
on the Boardwalk to show there’s a crackdown taking
place, but she’s been working the area for a month and
knows the real dea]ing rakes place inside the hotels or off
the Boardwalk.

ADDLED PREY

The question of consent when feeding is one all

Kindred find themselves confronting during the course




of their unlives, Cspccially when thcy find themselves
utilizing powers ofhypnotism, the intoxicating poten-

cy of vitae, and the plcasurc of most fecding atcempts.
Therefore, when a hunting playcr character finds a clcarly
intoxicated mortal, staggering and tripping over their
feet, it may feel like a prime opportunity to feed with

no obvious repercussions. Doing so does convey the hit
of the dopc this fiend has just injcctcd, however, which
adds +2 dice to all attempts to resist frcnzy and -1 die

to any rolls inVOlVing mental and social Attributes. This
cffect remains in placc for the rest of the night. The vessel
though goes into cardiac arrest following the feed, adding
another Humanity—rclatcd quandary to procccdings.

LOST AND CONFUSED

An old man tugs one of the player characters on the
sleeve and asks “are you my son?” This elderly fellow is a
dementia sufferer, and has got himself lost from his wife
and children, who brought him to Atlantic City to jog
some memories of his mis-spent youth. This scene exists
to evoke some sympathy from the player characters, as
the man is clearly confused and likely to be taken advan-
tage of if not reunited with his family or taken to the cops
ora ncarby liospital. His dialoguc flits between memories
of how Atlantic City used to be and mcandering ques-
tions about his next meal, his children, and his insistence
that the window needs opening, even one isn't present.

CAUGHT IN THE MARCH

Atlantic City Boardwalk plays home to many march-
es for everything from civil rights to religious liberties.
On this night (or any other during the player characters’
AC stay), an evangelical anti-gambling march makes its
way from one end of the Boardwalk to the other, com-
plete with placards and chants, stops for speeches and
press photographs, and a light police presence observing
the event. The marchers number fewer than 50, with
most onlookers deriding their cause. A reporter puts a
microphone in one of the player characters’ faces, asking
for their opinion on the subject, and later one of the
marchers starts shouting at one of the player characters,
declaring they’re “a slave to sin” and should “pick up a
placard and march with us.”

At one point, a teenager marching with the evangelists
is on the receiving end of a shove from an irate tourist who
bemoans any interference with his vacation, and things
turn ugly. The cops don’t resort to tear gas or batons on
this occasion, but do clear this area of the Boardwalk for
the next 20 minutes. The event may act as good conceal-
ment for a meeting in a crowd, a discreet feed, or the
chance to escape pursuers. The Storyteller should consider
merging this with Police Intervention on p. 7o if they want
more disruption in that scene, and if they’re involving
more of the city Kindred, a vampire such as Waxman is in
prime place to sponsor a march like this.
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JUSTIN “POODLEIPUMPERx
SIMMONS

Clan: Thin-Blood

Sire: Acker Heron

Embraced: 2005 (Born 1981)
Ambition: Win the next city wager
Convictions: None
Touchstones: None

Humanity: 4

Generation: 14th

Blood Potency: 0

Attributes: Strength 3, Dexterity 5, Stamina 2;
Charisma 2, Manipulation 2, Composure 3; Intelligence
2, Wits 3, Resolve 2

Secondary Attributes: Health 5, Willpower 5

Skills: Athletics 3, Brawl 1, Drive 1, Firearms (Pistol)
4, Melee 3, Larceny 2, Stealth 3, Survival 1; Animal
Ken (Dogs) 3, Intimidation 3, Leadership 1, Persuasion
1, Streetwise (Gangs) 4, Subterfuge 2; Awareness 3,
Finance 1, Investigation 1, Politics 1, Technology 2

Disciplines: Thin-Blood Alchemy 1
THIN-BLOOD MERITS:

* Anarch Comrades

* Catenating Blood

* Thin-blood Alchemist

THIN-BLOOD FLAWS:
* Branded by the Camarilla

+ Clan Curse: Ventrue — Feeding restriction of mor-
tals aged over 70

* Dead Flesh
General Difficulties: 4/2

WAXMAN

Clan: Lasombra
Sire: Miss Fitzsimmons
Embraced: 1958 (Born 1902)

Ambition: Increase the influence of organized crime
over Atlantic City

Convictions: Never allow a cop to show you disrespect

Touchstones: Alonzo Chiappa — mob boss cur-
rently serving time
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Humanity: 5
Generation: 12th
Blood Potency: 2

Attributes: Strength 3, Dexterity 2, Stamina 2;
Charisma 3, Manipulation 4, Composure 3; Intelligence
4, Wits 3, Resolve 4

Secondary Attributes: Health 5, Willpower 7

Skills: Athletics 1, Brawl 2, Drive 1, Firearms 2, Larce-
ny (lllegal Gambling) 4, Stealth 2; Etiquette 1, Insight 1,
Intimidation 2, Leadership 2, Persuasion 3, Streetwise
(Organized Crime) 3, Subterfuge 4; Awareness 1,
Finance 3, Investigation 1, Politics (Mob Structure) 2

Disciplines: Dominate 2, Oblivion 2, Obfuscate 1, Potence 2
General Difficulties: 5/3

Chapter Three:
Fact from Fiction

The Storyteller should move on to this chapter once
the player characters have discovered most or all of the
following plot points:

Ornella Giovanni is still active.
+  Lubango is in Ornella’s employ.

Ms. Strand is not the leak, but they’re led to believe
she is.

+  There’s a cult growing in the city.

Edich Blumenau tried to have them killed or driven
from her domain.

+  The leak came from Blumenau, and she may have
gained this information from Ornella.

Blumcnau I!.ﬂd OTI’IC“H are llkC]y WOTkiﬂg tOgCthCl'.

Their actions are therefore directed at Blumenau
from this point, or Ornella, if they found out where she
makes her haven.

Zingaretti Burns

One of the surest ways to get Blumenau’s attention
is through harassment of her ghoul, Zingaretti. The issue
is, Blumenau won’t rush to his defense if he’s physically
threatened, as she doesn’t feel he has enough value to

84

warrant her intervention. She, however, arrives at the
Three Bears or a mutually agrccablc location if the playcr
characters have a mcaningful way of thrcatcning her casi-
no or politicnl position.

This leaves Zingaretti in an unplcasant position. If
the playcr characters make threats against him or worse
(to his mind, anywny), threaten Blumenau wichin his ear-
shot, and thcy make the mistake ofrctaining their haven
in the Three Bears, he hkcly disables the sprinklcrs and
clects to start a fire on their floor of the hotel, dircctly
outside their room. To compound matters, he does so
during the day. This however does not occur it Ahigaﬂ
Kirby providcd the player characters with security or
if thcy have their own kine servants W:ltching the room
from outside.

This scene could casily prove lethal to the playcr
characters, as escaping an interior hotel room where the
only exit is ablaze, is difficult for anyone, let alone for
vampires who strugglc to stay alert during daylight hours.
Unless the playcr characters brought ghouls or mortal
retainers to kccp watch for them from inside the room,
the first thcy become aware of the fire is when the heat
reaches their slccping quarters. By this time, the fire has
sprcnd across their suite and a fire truck is on its way,
called by another concerned member of the hotel staff.

With a lack of windows through which to escape, the
playcr characters have a few options available:

The vampires could hunker down in thcorctically
fireproof parts of the hotel room (such as the safe,
the fridge, a large, a metal luggage crunk, if they're
small Cnough), though the heat is still intense Cnough
to cause one point of Aggravated Health damage
every round if thcy attempt to wait out the inferno.

+  They might attempt to escape by running through
the fire and out into the corridor. If someone woke
them when the fire was only at the door, they suffer
two Aggravated Health damage running through the
fire wreathing the door frame. If the fire itself woke
them, the room if ablaze, dealing a total of three
Aggravated Health damage per round (it takes two
round to cross the entire suite) unless they make
successful Dexterity + Athletics rolls (Difﬁculty 3) to
find the safest route through the smoke and flame,
reducing the damage to two Aggravated Health dam-
age per round.

The extractor fan above the bar and another in the
bathroom leads to a larger vent, through which the
player characters can crawl out, if they climb up suc-
cessfully using a Strength + Achletics roll (Difficulty
2). If the blaze is already in the room, increase the
Difficulty by +1 and inflict two Aggravated Healch



damage for every roll each player
character fails, as their 1cgs
dangle in the fire. This vent takes
them safely away from the fire
and into one of the other hotel
rooms, or the laundry room on
this floor.

If the player characters exit into
the corridor, they have the added
complication of windows through
which unbarred sunlight shines.
Diving to the floor and bc”ycraw]ing
to another interior room still inflicts
one Aggmvatcd Health damage every
round, due to the ambient sun]ight.
If the vampires pull the cords of the
blinds as thcy go by each window,
damage is reduced to inflict every
second round.

Thankfully, one of the rooms to
the side of the p]aycr characters’ is
vacant, but a Family occupies the oth-
er. The one they find themselves at, if
trying to find a place to hide, is down
to the Storyte]]cr to judge. If thcy’vc
managed to escape the burning room
with minimal harm, put mortal
obstacles in their way. If they’re on
their last lcgs, have them bundle into
a dark, safe room.

But what of Zingaretti?

Zingaretti’s location during all
this is up to the Storytcllcr to deter-
mine, as the ghoul is in a terrified
state, having just put the torch to
clanmates of his former domitor.
Here are a few options:

+  Zingaretdi dithers in the corri-
dor, watching the blaze spread
with a mixture of pride and
horror. This allows the player

OPERATING BY DAY

characters to grab him and drag
him into one of the rooms if
they exit the hotel room via this
method.

+  Zingaretti heads back to his
office and leaves a voice message
for Blumenau saying he’s “dealt
with the problem” before cither
taking his own life out of abject
fear of having done the wrong
thing, or operating as if the fire
is as big a surprise to him as it is
everyone else.

«  Zingaretti flees the hotel, afraid
of the repercussions for setting
fire to the Three Bears. The
policc cither arrest him or he
hides out in Atlantic City for a
couple of nights before crawling
back to Blumenau (or any other
Kindred) for his fix of vitae.

If Zingaretti remains on the
premises, he foolishly believes the fire
consumed the player characters.

The Fire Crew

Following a major fire in the
hotel, safety procedure is to evacuate
the building entirely. If Zingaretti or
the player characters are on hand to
offer a bribe, the fire marshal may
declare the hotel “safe.” The player
characters — if involved in such an
exchange — should be encouraged
to come up with a creative reason
for the marshal, however, as taking
this action would violate the city fire
code.

The player characters, even in
their languorous states, may feel
unsafe remaining at the Three Bears

After awakening during the day, a vampire can only act for a single scene,
after which they must make a Humanity roll (Difficulty 3). A win permits
an additional scene of action and a critical win lets them stay awake for as
long as needed. When acting during daylight hours, the maximum dice pool
they can roll equals their Humanity rating.

|
85

THE FAMILY

following this scene. Exit into the
drains beneath the hotel or the
undcrground parking lot are just
about their only options during the
daytimc, unless one of the playcr
characters is a thin-blood with the
:1bility to transport the bodies of the
characters to another hotel.

Blumenau
Cauterizes

Following repeated assassination
attempts across a short space of time,
the player characters may feel that
now is the time to punish Edith Blu-
menau for her poor hospitality.

Several of their prior actions
may result in Blumenau reaching out
to them to settle this matter diplo-
matical]y. These include having met
with Abigui] Kirby and treating her
with respect, winning Blumenau’s
ﬁ'icndship, participating in the city
wagers, and Fo”owing Atlantic City
Kindred laws. See Ki“ing with Kind-
ness below.

If Blumenau feels threatened,
because the player characters made
Lub:mgo question his loyzdty to the
Bahari, because they damaged the ca-
sino, or if they assaulted Jay (who she
adores), she dispatches Lubango or
Jay (if either are still loyzﬂ and alive),
to incinerate the player characters.
See Just Plain Killing on p. 88.

Killing with Kindness

Via Zingaretti or even via Lia
Milliner, Blumenau reaches out to the
player characters and invites them to
a small roulette club named the Ruby
Throat, occupying a space near Cen-
tral Pier Arcade, where she promises
a peaceful negotiation.

The Ruby Throat is one of the
original gambling joints in Atlantic
City, and one of the first businesses
Edith Blumenau established. It’s her
private club for gambling and political



cts them.
7 store and

beneath an Italian pizza restaurant,

single-floor joint couldn’t look

¢ inconspicuous. The o
the roulette club bearing its name is
the “Ruby Throat” stenciled into the
ground floor buzzer.

Blumenau isn’t alone in the Ruby

own, comprising o
Anarchs detailed earlier in this stor
7 stand, sit, and generally lounge

this smoky dive, which looks like some-

thing from the Prohibition era, while

Blumenau idly spins the roulette wheel.
Blumenau tells the player charac-
ters she has no more designs on their
final deaths. Her attempts have caused
too much disruption to the domain and

you give

her assets, and she makes a half~heart-

)

ed apology for any trouble they've

experienced. If Zingaretti tried to
destroy them, she apologizes earnestly
for his unruly actions, promising he’ I
be pumshad She asks them again what
exactly they desire in Atlantic City,

before dlo ing th ball in the roulette

If the pl' /
to hand over Ornella Lﬂo anni,
Blumenau stares at them and
“I'm not about to betr
Lilich.” At
in the room scoffs at this. She adds,

“But y

sister o
¢ of the Anarchs

can go to her and speak, if
O

to her. If you break that oath, the
a will be hunted whenever they
in Atlantic City, for at least
a century. That is, if‘_ an isn’t

wiped out when the Promise of 1528

rour oath no harm will come

comes to an ¢ ” Blumenau’s tired

of the conflict and reveals the Gio-
vanni’s location as Luxemburg House,

though she warns that a Bahari

n;mud the ¢ Slccpcr is looking after

Ornella, and won't take kindly to her

initiation being interrupted.
A SPIN OF THE WHEEL

Before the player characters le:
comported themselves politels
and with respect to Blumenau, she
offers them a wager. She acknowledges
that her attention’s turning more to
matters of faith, and she might need
someone to run the Three Bears in her
stead. If the coterie contains an An-
may fit the bill.

as a city

Wager.

B]UIﬂLﬂJU s not ]USE TOll’]U to Ul\"




the casino away. Either from her rcscarching the Kindred
in nights prior, or through conversation with them now,
she targets one with rncaningful influence in another
domain, and wages that against the Three Bears Casino, in
sight of everyone present. “If cither party should welch on
the deal,” she says, “talk will travel that our words mean
nothing.” She opts for the roulette wheel as her preferred
means of dcciding, allowing the piaycr character the
chance to choose red or black. If the ball should come to
rest on green, then she offers to up the ante, throwing in
her 1uxury yacht, if the playcr characters have sorncthing of
similar value to wage.

Blumenau doesn’t interfere with the spin of the wheel.
If the playcr characters attempt to do so, the Difiiculty
should be at least 5, due to all the eyes on them. The Sto-
rytcllcr should ask the playcr character rnaking the wager
to roll two dice, one at a time. On the first, odds are red,
evens are black. If the second lands on a 10, the result is
classified as “green 0,” meaning the wager increases.

If Blumenau’s coterie detect the player characters are
cheating, Popcorn and Poodle Pumper threaten violence
irnrncdiatcly, but the Baron suggests their chcating is
punishmcnt cnough, as thcy’li send word to their fellow
Anarchs elsewhere that the playcr characters are dishon-
est, and business deals with them are not to be estab-
lished 1ightly. This may affect the piaycr characters’ Status
Background, dcpcnding on the Anarch presence in their
home domain.

OPPOSITION TO THE BAHARI

If the subjcct of the Bahari is raised in this meet-
ing with the Anarchs, it takes an Intc]iigcncc + Insight
roll (Difficulty 2) to determine most of the Anarchs are
unhappy with this cult sprouting in their domain, despite
their loyalty to Blumenau. This unhappiness can be
exacerbated, if the player characters are smart. Waxman,
Kirby, and Ferdie speak loudest against the Bahari ideals
and refer to the cult as “some cell obsessed with venge-
ance and hurying pcoplc in hloody carth.

Blumenau won'’t shift from her beliefs, but the An-
archs can be manipuiatcd into Forcing her to step down,
but this is somcthing achieved more through rolcplay, and
the player characters telling Bahari horror stories, if they
have familiarity with the cult or succeed on a Charisma +
Occult roll (Difficulty 5).

REPRISALS AGAINST THE ANARCHS

Given the trouble Edith Blumenau caused the player
characters, they may attack the Anarch coterie on sight,
or plan a reprisal soon after leaving, seeing as several
Anarchs are all in one place at one time.

If the conflict takes places within the Ruby Throat,
the Storyteller should find time to emphasize or incorpo-
rate the following elements of the small joint:
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The claustrophobic nature of the three-room gam-
hling house means any vampires ﬁghting cach other
are 1ikcly to burnp into each other, crash through
walls, and upturn furniture.

The heavy drapes on cither side of each of the three
large windows are flaimmable, but also useful for
binding a thrashing vampire.

Popcorn, Poodle Pumper, and Dixon are all armed
with handguns, with Popcorn and Poodle Pumper
also carrying daggers. Blumenau has a sawn-off shot-
gun under the roulette wheel table.

If the characters fight without using firearms, one of
the servers from the restaurant above hammers on
the door to ask the Kindred to keep the noise down.

The oniy obvious ways out are through a window
into the sea, through a window or door onto the ex-
terior staircase, or through a window into the road.
More inventive methods include punching through
the floor to the jcwclcr’s downstairs or into the small
pizza piacc above.

If present, Dixon, Waxman, and Kirby are the first
to bolt. Their loyalty to the Baron is less than that of
Popcorn, Painite, and Poodle Pumper.

The singlc iightbuib gets smashed carly, plunging the
Ruby Throat into a darkness lit only from the flash-
ing casino lights on the other side of the street.

Gunfire draws the cops quickly, as this venue is on
the Boardwalk. The first patrol shows up after three
rounds of fighting. They attempt entry if the sounds
are of smashing and screaming. They call for backup
and then enter if they hear gunshots.

FERDINANDO,

“FERDIE>” DIXON

Clan: Toreador

Sire: Sir Henry Johnson

Embraced: 1942 (Born 1916)

Ambition: Reinvigorate the unions in New Jersey

Convictions: Always put the collective above the
individual

Touchstones: Ana Saralegui — trade union chief
and protégé

Humanity: 7

Generation: 11th
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Blood Potency: 2

Attributes: Strength 2, Dexterity 3, Stamina 3;
Charisma 4, Manipulation 4, Composure 3; Intelligence
3, Wits 4, Resolve 3

Secondary Attributes: Health 6, Willpower 6

Skills: Brawl 2, Drive 2, Firearms 3; Animal Ken 2, Eti-
quette 2, Insight 2, Intimidation 3, Leadership (Unions)
5, Persuasion 3, Subterfuge 1; Academics (Modern
American History) 3, Awareness 1, Finance 2, Politics
(Socialism) 4

Disciplines: Auspex 2, Celerity 2, Dominate 1,
Presence 3

General Difficulties: 5/3

Just Plain Killing

If Blumenau feels threatened, she doesn’t send the
player characters a cordial invitation to meet up; she
plans to end their unlives with no more half-measures.
She has three methods at her disposal, as detailed below:

LUBANGO

If the player characters planted a seed of doubt in
Lubango’s mind about the leak and Ornella and Blu-
menau’s loyalties, he doesn’t answer Blumenau’s call. If he
has a way of contacting the player characters, he leaves
them a message saying “Baron wants y’all as ash before
the night is out, but I refuse to start the fire. Watch your
backs.”

If the player characters took part in the Pleasantville
shootout and escaped without conversing with Lubango
about Ornella, Blumenau, and the Bahari, he’s prepared
to do as Blumenau wishes and hunt the player characters
down.

In this case, the Samedi’s actions depend on where
the player characters are staying, how visible they are, and
how many Kindred know of their whereabouts. If they've
been completely discreet about their AC haven, Luban-
go has no way of knowing where they are, and waits for
them at Luxemburg House (see p. 89). If they've acted
conspicuously, he tracks them in person, armed with his
flamethrower, and defies the Masquerade to (in his view)
protect his beloved Ornella from Hecata traitors.

An encounter with Lubango should be set up like a
scene from a slasher movie, except in this case the slasher
is a Samedi with an axe. He should ideally appear when
the player characters’ coterie splits up, from the shadows,
an alley, or a doorway, clad in his overalls, boots, gloves,
and with axe in hand. He swings the axe once as a threat,
or a taunt, before hefting it in the player character’s
direction. If the vampire flees, Lubango doesn’t pursue
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head-on, instead circling to cut them off and atrack their
car, or themselves, ifthcy’rc on foot. Portray him as if
he’s an unstoppablc force, and ﬁ‘ightcning fora vampire.
Refer to p- 76 for Lubango’s traits and treat the axe as a
hugc melee weapon with +4 dnmage.

If the playcr characters take Lubango down without
killing him, he accepts defeat and confirms Blumenau
dispatchcd him to deal with them. She told him thcy
were coming to kill Ornella Giovanni for f:liling the
Hecata. If the playcr characters cxplain otherwise with
an casy Manipulation + Persuasion roll, he looks prcparcd
to ﬁ‘cnzy at Blumenau's bctr:lyal. He heads to the Ruby
Throat to burn the placc out, with or without the Baron
bcing inside. He'll also providc Ornella’s location ifthcy
give their word that she’ll remain unharmed.

Of note, a vampire striding around Atlantic City
with an axe is 1ikcly to draw a lot of kine attention. News
flashes interrupt rcgular TV and radio programming and
the cops attempt to cordon off the area of the city in
which Lubango and the playcr characters find themselves.
Lubango doesn’t have an exit strategy bcyond playing
dead and Waking up in the morgue after the news crews
move on. His Masqucradc strategy is to pin the actions on
one of his gang members, hopped up on PCP.

THE ANARCH COTERIE

The city’s Anarchs are fundamentally beholden to
Baron Blumenau, though not all of them are combarants,
and thcy’rc far more open to reason than Lubzmgo and Jay
“Sideface.” If the Samedi and her dirty cop are unavaila-
ble, she asks her coterie to go hunting for intcr]opcrs.

Much of the Anarchs’ response to this command
comes down to their prior interactions with the player
characters. Thcy have minds of their own and outside of
Popcorn and Poodle Pumper, don’t consider themselves
members of a hit squad. If the player characters have
acted in a way that Blumenau can say to her coterie-mates
“look what thcy’ve done to our domain,” though, thcy
rc]uctant]y pick up their weapons.

The Anarchs operate as a unit, much as the player
characters might. If the p]aycr characters are staying in a
communal haven, the opposing coteric attacks from all
sides: some enter through the door, another subtly slides
through the window, while another might descend from
the ceiling. They know speed is key, but outside Popcorn
and Poodle Pumper, they attempt to stake or render their
targets torpid over destroying them. The player charac-
ters should make Wits + Awareness rolls (Difficulty 4) if
the Anarchs are about to break into their haven, and can
attempt Persuasion or Intimidation rolls against them to
make them stand down, using the results of the respec-
tive Anarchs’ Composure + Resolve rolls to determine
Difficulty.



If the playcr characters are dispcrscd, the Anarchs
still act as a unit but ambush the playcr characters in
their smaller groups, trying to haul them into their cars
or mow them down, knock them off the Boardwalk and
into the sea, and attack them there out ofsight of wit-
nesses, or lure them into traps with promises of informa-
tion. As before, allow playcr characters the opportunity
to anticipate these attacks, or to evade them with Dex-
terity + Athletics rolls (Difficulty 4) or detect a trap with
Wits + Insight rolls (Difficulty 4).

Importantly, while a couplc of the Anarchs are rcady
and Willing to fight, none of them are trained in rnilitary
operations. They’re a mixture ofyouths, gangsters and
politici:lns, and act with as much tactical soundness as
anyone told to take out a group of powcrful enemies.

A ﬁght between two coteries has the capacity for a
lot of dice rolling7 so the Storytcllcr is advised to call a
halt as soon as one character is scriously hurt or de-
stroycd, or after three rounds. The Anarchs back off and
tell the player characters to “get out of Atlantic City.” If
thcy’rc cngaged in conversation, the Anarch coterie cite
their concerns about just wiping out a handful of Ticks on
the Baron’s say-so.

JAY “SIDEFACE”

While Jay’s less thrcatcning in terms of raw power,
what he does have is contacts within the policc dcpart—
ment, being a detective himself. Jay’s plan is to have at
least some of the player characters arrested on falsified
charges, before having them murdered in jail as they
await processing. This is therefore a tWo-stage process.

The first stage sces Jay call his police contacts, who
put out an APB physically describing the player charac-
ters, stating they’re wanted for violent assault and theft
from the Three Bears Casino. The cops then patrol the
streets as normal, but keep their eyes open for the player
characters. If the players state their characters are staying
indoors or trave]ing in discreet vehicles (such as with
rinted windows, a van with room in the back, or similar),
the cops don’t find them. If the players travel openly,
or remain at the Three Bears, they spot the increase in
cops on a Wits + Awareness roll (Difficulty 2) and must
succeed on at least two Dexterity or Wits + Stealth rolls
(Difficuley 3) as they make their way across the city.

If the cops identify the player characters, they draw
their weapons and command the player characters to
perform the usual procedure ofputting hands in the air
and getting on the ground, before putting hands behind
their heads, at which point they attempt to cuff the vam-
pires. If the player characters resist arrest, the cops aren’t
shy about opening fire. Ifthey don’t resist, thcy’re locked
up in the city jai] ina ho]ding pen with Cight kine, all
affiliated with the same gang — the Dirty Blok. The gang

members ignore the player characters in holding with
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them unless thcy’rc wearing expensive clothes, watches,
jcwclry, etc., which thcy attempt to intimidate from the
Kindred, requiring a Composure + Resolve roll (Diﬂiculty
3) tO Tesist.

The second stage of Jay’s plan sees him visit the jail
(see p. 71 for his traits), where he refuses to make eye
contact with the vampires (hence his sobriquct of “Side-
face”) but throws a bag to the Dirty Blok gang members,
containing an assortment of shivs. He says, “My crnploycr
will cover bail for all ofyou if‘you wipe out these punks,”
before exiting to the guard station. The gang members
don’t hesitate, arm themselves, and lungc at the playcr
characters.

If the playcr characters survive the atrack, their
actions are on camera, and Jay re-emerges to confirm
as such. He tells them “Miss Blumenau wanted me to
record that footngc and send it to her, for scnding to your
superiors. She wanted me to tell you this, dcspitc the fact
you’H be in this cell for 24 hours due to our over-stressed
booking system. Enjoy the morning light when it comes

”

in...” and he leaves, pointing to the narrow cciling—lcvcl

window.

Brcaking free from jail requires ingenuity from the
playcr characters, and may require cutting through some
cops (see Atlantic City Cops on p. 70 for their traits),
or at least rncntally manipulating them. Sideface hasn’t
finished trnnsfcrring the jail recording to Blumenau if
/ when thcy escape, creating a race against time as Jay’s
prcparcd to hide behind other cops while awaiting his
download’s conclusion.

If the player characters stay in the j:lil cell for the
morning, of course, the window lets in a blast ofsunlight
(see Vampire: The Masquerade, p. 221), on top of the
strugglcs thcy’ll have operating during the day.

DIRTY BLOKIGANGIMEMBERS

Standard Dice Pools: Physical 6, Social 2, Mental 1
Secondary Attributes: Health 6, Willpower 3
Exceptional Dice Pools: Intimidation 3

Special: The gang members are armed with shivs,
which inflict +2 light piercing damage.

General Difficulties: 3/1

Luxemburg House

Ornella Giovanni has been secreted away in an oubli-
ette under Luxemburg House ever since she disappeared
from the Three Bears a year ago. The bui]ding is a wom-
en’s shelter and the staff there do good work, providing



sancruary aid, and options fo ( of abuse,
threats, and stnlking It also acts as a center for the
city’s Bahari. Blumenau runs the plncc like a church,
expecting her chargcs to reach states of social
awareness, and personnl cnlightenmcnt. "ﬂlrough
the matron, an old lnd_v named Hactie Williams,

she ordains that everyone within should experience
true, spiritu;ll ch:mgc before departing. While only
a handful of the women within are members of
Blumenau’s cult, and the rest move on (sometimes

Wondcring at the faich group running the plncc),
the years since Blumenau’s conversion to Lilith
worship has seen a steady trickle of mortal Bahari
emerge from Luxemburg House.

If the player characters arrive here carly, with
Lubango as an ally, the Storyteller can increase the
challenge or entering Luxemburg House or locating
Ornella Giovanni underneath it.

Entering the Sanctuary

Luxemburg House has several barriers to the
player characters’ entry, especially if any of them
are men.

The first barrier is based on gender. Gain-
ing entry to a women’s shelter requires an casy
Charisma + Subtcrfhgc roll if the p]:\_\*@r char
appears non-male (Di(ﬁcu]ty 1, increasing by 1 for
cach additional person trying to enter), but if the
player character appears as a man, they need to
make a Manipulation + Subterfuge roll (Difficulty s,
increasing by 1 for every man trying to enter).

The second barrier is a phy cal one. A perma-
nent gu:\rd remains posted just inside the shelter
door, and pats down anyone attempting entry. The
guard insists any weapons are removed and stored
in the building safe.

The third barrier is the matron and her regis-
ter, recording anyone entering, though the shelter
doesn’t demand ID. Appropriately, Luxemburg
House is cautious about anyone accessing it under
false pretenses.

The final barrier is the player characters’ free-
dom to move: new arrivals are expected to receive
a rundown of rights, responsibilities, duties, and to
report the name of one trusted person from outside
the center, and are then escorted to a bedroom,
from which they’re told where the common room,
kitchen, bathroom, and enclosed garden can be
found. The bui]ding contains 16 bedrooms, six of
them containing twin beds, thereby theoretically
allowing for 22 women to take refuge in the shelter.

The player characters may instead attempt to
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SPLITTING THE COTERIE

At this point of the story, it’s unlikely any men in the coterie are going to get into Luxemburg House without difficulty
or use of Disciplines, so what’s the Storyteller to do if the coterie splits up or entirely consists of men?

A split coterie should have any of the locked-out vampires having to deal with Lubango, the Anarch coterie, or Jay
“Sideface” (see Blumenau Cauterizes, p. 85). Essentially, one half of the group deals with the social concerns within
Luxemburg House while the half outside the center must evade capture or slaughter.

A wholly male coterie needs to approach this scene differently. If they don’t find a way inside the center and to Or-
nella Giovanni, a staff member from the center such as the matron, Hattie Williams, might leave the building on an
errand, where she can be questioned or influenced with Disciplines. The center staff are a caring group, and could be
duped into opening their doors if they saw someone in distress outside (though they'd also call for the police or an
ambulance, if they saw something violent).

Crucially, Ornella Giovanni does not leave the center under any circumstances. Neither Luxemburg House’s staff or
tenants, nor the Bahari, are inclined to just give themselves to their persecutors. For all they know, that’s exactly what

the player characters are.

break in. The garden sits in a courtyard in the middle of
the buildimg7 rcndcring inaccessible unless over the roof
via a Strength + Athletics roll (Difficulty 3), and the win-
dows are all locked, requiring a Dexterity + Larceny roll
(Difficuley 4) to enter without breaking the glass.

Once within, the player characters have the added
quandary of where to find Ornella Giovanni. The staff’
know about her, but convincing them to reveal her
location requires mental manipulation with Disciplincs
(against a Difficulty of 3) or mundane methods of persua-
sion and intimidation (Difficulty 5). The Difficulty is high
due to a combination of factors: the staff have all tasted
Ornella or Blumenau’s vitae at some point; they’re de-
voted to the protection of the center’s tenants; and most
importantly, abusive partners, pimps, and other assorted
lowlifes come to the center’s door regularly, demanding
entry or to make threats against the staff. The staff are
hardened to such attempts.

LUXEMBURG HOUSEISTTAEFE.

Standard Dice Pools: Physical 4, Social 4, Mental 5
Secondary Attributes: Health 5, Willpower 5
Exceptional Dice Pools: Insight 6; Medicine 6
Special: The staff are all unarmed.

General Difficulties: 4/1

Vulnerable Women

Luxemburg House has a “lights-out” police of
midnight. The building is only at half capacity, and if

the player characters arrive before midnight, six of the
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11 women receiving sanctuary are in the common room,
chatting, smoking, playing cards, and watching TV. If

a nurse escorts the plnyer characters into the common
room, some of the women present look up and acknowl-
cdgc the new arrivals, while others just go on with their
evening. Ifthcy arrive without an escort, the room’s
inhabitants are pointcdly colder. Thcy* don’t extend greet-
ings unless there’s a staff member to make the introduc-
tions.

If a nurse accompanies them, the playcr characters
must be discreet about asking after Ornella Giovan-
ni. They must make a Manipulation + Subterfuge roll
(Difficulty 3) to ask outside the nurse’s earshot, other-
wise she interrupts to say “we do not ask after pcoplc at
Luxemburg House. Ifyou know someone from outside
the center, then you can spcak to them dircctly, but don’t
go asking other ladies about them. Some of our guests
like to kecp themselves private or check in under assumed
names, and with good reason.”

Other than the staff, only one of the inhabitants
knows who Ornella Giovanni is. A Bahari and long—tcrm
resident of‘Luxcmburg House, Mariette Addison is tasked
with kccping an eyc on the other women and acting as
the cult’s voice within the tenant group, where sometimes
the nurses and counselors are too authoritative. Addison
is a small, weathered, kindly woman who clcnrly acts as
den mother to the other tenants, chatting with them,
setting up activities, and counsclling them from an em-
pathctic perspective, when asked. If she hears the player
characters asking after Ornella Giovanni, she spcaks with
them privately and asks why thcy want to know where
she is. If they express any kind of threat, she leads them
to Sleeper (see Bahari Supervision, p. 92) but if they seem
gcnuincly concerned for her Wcllbcing, dictated via role-
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play or a Manipulation + Subterfuge roll (Difficuley 4) if
they're lying, she takes them to the garden (see Isolation
Chamber, p- 93).

It’s possible for the player characters to guess at
Ornella Giovanni’s location themselves, if they've been
studying the Bahari before now. Rather than giving them
the answer earlier, the Storyteller should reward any
player characters who researched Lilith or her cule by
telling them “many Bahari, while initiating into the cult,
find places of quict and solitude, or verdant gardens, to
meditate.”

Or Maybe Not

Neither the Storyteller nor the players should make
the mistake of thinking that everyone at Luxemburg
House is a shattered victim, incapabic of resistance. On
the contrary, the people who take sanctuary here are bol-
stered by the support thcy receive, the sisterhood of their
fellow tenants, and the guidance of Bahari like Blumenau,
Hattie Williams, and Mariette Addison.

If the player characters force their way into the
women’s sheleer, bully or cajole tenants, or overtly use
Disciplines, it’s enough to make at least a few of the ten-
ants tackle the Controlling vampire while others protect
the influenced resident. They’rc only human and are
un]ikcly to ﬁght to the death, but if a vampire unleashes
inhuman powers or spi]is blood, thcy barricade them-
selves in one of the rooms to escape the Kindred, while
one of them calls the cops or just shouts out of a window
for help.

The staff are incredibly defensive over their tenants,
and if the vampires start maiming and ki”ing, thcy go for
the safe in the staff room, where an assortment of small
weapons (a couple of pistols and knives, mostly taken
from tenants on arrival) are kept. "ﬂicy call the cops if
possiblc, but act to defend the building’s occupants with
lethal force.

LUXEMBURGIFHOUSE

TENANITS

Standard Dice Pools: Physical 3, Social 2, Mental 3
Secondary Attributes: Health 6, Willpower 3
Exceptional Dice Pools: Insight 4

Special: The tenants are all unarmed unless they
reach the safe in the staff room, in which case they
gain pistols or knives that deal between +1 and +2
damage.

General Difficulties: 3/1

92

Bahari Supervision

A Bahari nicknamed the “Sleeper” arrived in Atlan-
tic City recently and observes Blumenau’s rites with an
inquisitive and quietly judgmental air. He’s an oddity as
one of few men in the shelter, but keeps himself to him-
self'in the staft room, surrounded by paperwork, books,
and diagrams. This pudgy, balding, bespectacled Bahari
is a cult scholar, and is hard at work performing rescarch
into the faith.

If che player characters interrupe the Sleeper,
he quietly lowers his glasses to look at the intruding
Kindred and swiftly assesses them for what they are.
He questions their intentions, and if they respond with
threats of violence, he leads them into a trap in the
garden. If they merely wish to question Ornella, they
must convince him with a Charisma + Persuasion roll
(Difficulty 3) or lie with a Manipulation + Subterfuge
roll (Difficuity 4).

The Sleeper has no love for Ornella as a rank scedling
in the cult, but he does feel utter loyalty to the cule.
Knowing he presents as an inadequate combatant; he'd
prefer to unleash a frenzying Ornella on the intruders
and jam a dagger a hundred times into the engaged player
character’s back than starc a fight himself.

If given the opportunity, he protects his research
notes above Ornella or any inhabitant of Luxemburg
House.

“THE SLEERER?

GEORGE PRICE

Clan: Toreador

Sire: Duke

Embraced: 1898 (Born 1851)

Ambition: Refine the Bahari’s practices
Convictions: Lies must always meet punishment

Touchstones: Charlene Harper — research assistant
and friend

Humanity: 6
Generation: 9th
Blood Potency: 3

Attributes: Strength 4, Dexterity 4, Stamina 3;
Charisma 1, Manipulation 3, Composure 3; Intelligence
5, Wits 3, Resolve 4

Secondary Attributes: Health 6, Willpower 7

Skills: Athletics 3, Brawl 1, Larceny 1, Melee (Dagger)
3; Etiquette 2, Insight 4, Leadership 1, Performance (Or-



atory) 3, Persuasion 2; Academics (Talmud) 5, Aware-
ness 2, Finance 1, Investigation 3, Occult 4, Science 2

Disciplines: Auspex 4, Blood Sorcery 3, Celerity 3,
Potence 1

General Difficulties: 6/4

Ornella’s Isolation Chamber

Ornella Giovanni is Blumenau’s first atcempt at
converting a vampire to the faith of Lilith she picked up
in Budapest, and as there’s no instruction manual for
initiation, she utilizes and incorporates pieces of Bahari
practice from the various domains she’s visited, and as
closely as possible attempts to emulate the way she was
brought into the fold.

The garden at the center of Luxemburg House is a
verdant, flourishing greenhouse, with rich vines and exot-
ic plants growing up every surface with nearly sufficient
density to block out the stars above. An apple tree stands
in one corner, arched in its growth. In the garden’s middle
stands a covered well, with a crank beside it. The cover is
a thick metal slab, but with a lever that opens slits in the
slab like a drain cover. If the player characters search the
thick vines, they find a decomposing body with a fresh
apple in its mouth.

Ornella alternates between raging, resting, and

meditating at the bottom of the well, in a thick cocoon of

semi-congealed blood. She occasionally emerges to make
decisions requiring her signature, thumbprint, or vocal
say-s0, but rarely for longer than an hour, before descend-
ing once more. She’s incubating, waiting for the moment
of rebirth she knows is coming.

How Ornella acts here comes down to the circum-
stances of her awakening. If the player characters were led
here by someone they threatened, or the player characters
find their own way to the well and pull the crank, they
can make a Wits + Awareness roll (Difficulty 3) to hear
her growling and spitting above the sounds of the creak-
ing crank as she ascends. She’s already in fury frenzy, and
lunges at the first person she sees, a blood-caked, naked
monster.

If fresh blood or vitae finds its way down the drain-
age slots before her ascent, Ornella remains lucid. The
blood lacquering her body glistens, she acts in a dream-
like way, and she declares that she’s ¢
Lilich.”

In all cases, Ornella emerges with a rotten apple in

her left hand.

reborn as a childe of
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Revelation Betrayed

If Giovanni emerges from the well “reborn,” she’s
communicative, but acts as if she’s just smoked opiates.
Her words are drawn out and she meanders into spiritual
tangents. She does recognize that she’s a member of the
Hecata, but when questioned on whether she’s the leak,
she rambles about confiding in and confessing everything
Blumenau, who she feels would never betray her. She
sings that divesting her secrets was a necessary step on the
way to enlightenment.

The player characters might attack her for this
betrayal, which she anticipates. The Storyteller should
utilize Bahari powers from Cults of the Blood Gods to
emphasize her alien nature, and while her Blood Sorcery
level doesn’t indicate the ability for her to use Eden’s
Bounty (it's a level 5 ritual), it can be assumed she and the
other Bahari who tended to her have set the power up in
the case of disruption. She bites down on the rotten apple
and instigates the ritual. If the Sleeper, Hattie, or Mari-
ette are present, they attempt to force the player charac-
ters down the well. The player characters must succeed at
a Dexterity + Athletics roll (Difficulty 3) to avoid being
pushed over the edge, with the descent causing +3 impact
Health damage. Climbing back up requires a Strength
+ Athletics roll (Difficulty 4). If Ornella is able to jump
back down and maul them, their story should be treated
as reaching its conclusion.

If Giovanni is left to her own devices having been
“reborn,” she wishes the player characters well and climbs
back down the well. If the Sleeper is present, he describes
her as “a little over-ripe, perhaps, but it won’t be long
before she truly is a Bahari, reborn from the carth like
smooth clay or a perfect flower, prettily petaled but for
her thorns.”

If Giovanni attacked the player characters and was
subdued, she’s a quivering, confused, and scared wreck
once the stake is removed or she’s brought back to lucid-
ity. She acknowledges that Blumenau asked her all about
the clan, and in her eagerness to find new purpose, found
the barriers she'd set up knocked down. She told the Bar-
on everything she knew about her clan’s secrets, for want
of belonging. Her disgust at the way her clan has treated
her has not abated. If she was destroyed, then she never
gets to realize Blumenau's betrayal.

ORNELLA'GIOVANNI

Clan: Hecata (Giovanni)
Sire: Hope St. John
Embraced: 1922 (Born 1901)

Ambition: Complete my initiation into the Bahari
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Convictions: Never feel remorse for serving Lilith

Touchstones: Thomas Zingaretti — former ghoul,
still present in Ornella’s heart

Humanity: 4
Generation: 10th
Blood Potency: 3

Attributes: Strength 3, Dexterity 5, Stamina 4;
Charisma 3, Manipulation 3, Composure 2; Intelligence
2, Wits 4, Resolve 3

Secondary Attributes: Health 6, Willpower 5

Skills: Athletics 3, Brawl 2, Larceny (Fraud) 4, Melee
2, Stealth 1; Etiquette 3, Intimidation 3, Leadership 1,
Persuasion (The Deal) 4, Streetwise 2, Subterfuge 1;
Awareness 2, Finance (Gambling) 5, Occult 4, Politics 3

Disciplines: Auspex 2, Blood Sorcery 3, Dominate 4,
Oblivion 1

General Difficulties: 7/4

Epilogue:
Family Values

The conclusion to this tale is entirely dependent on
player character actions. Perhaps they leave her to her
conversion and report success to their sponsor, whether
it be Donatello Giovanni, a Camarilla agent, or Anarch
contact. Perhaps they deliver the ashes of someone else,
such as Ms. Strand, or Edith Blumenau, to Donatello
Giovanni. Maybe they destroy Ornella Giovanni for her
treachery, if they’re Hecata, and return home for their
reward. Pcrhnps their actions lead to their esmblishing a
foothold in the domain, where the Hecata and Anarchs

once held a tighe grip.
Optional epilogues might include:

Ornella Reborn

If Ornella Giovanni is permitted to complete her
initiation ceremony into the Bahari, she emerges as the
first “home grown” Bahari in Atlantic City and inspires
several of the Anarchs and Lubango to follow suit. Her
survival angers her other clanmates, whether or not they
know her to be the leak’s source, as she’s clearly no longer
following clan dictates. They hire a coterie from outside
the clan, likely Anarchs or Autarkis, to assassinate her as
a stain on the family.
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NO CULTS OF THE BLOOD GODS?

If you do not own Cults of the Blood Gods and wish
to demonstrate Ornella’s unusual powers, have her
use the Blood Sorcery powers from Vampire: The
Masquerade with a strangely botanic twist. Corro-
sive Vitae and Extinguish Vitae can be transferred
through the plants in the garden and Clinging of the
Insect appears more like the plants are lifting Ornella,
for example.

If the player characters were Hecata, they’re chid-
ed for allowing her to survive as a traitor to clan belief,
though unless her rcsponsibility as the leak was provcd,
Donatello accepts that family doesn’t turn on family
without just cause. Donatello suggests scnding the playcr
characters back to Atlantic City to claim the territo-
ry once in the clan’s hands: namcly the casino and if
Lubango has been compromiscd, the street level gangland
activity.

If the plnycr characters include some Bahari, thcy
may be invited to Atlantic City as Blumenau’s and Ornel-
la’s guests now the initiation has been complcted. Stead-
ily7 the domain drifts away from the Anarch Movement
and to the worship of Lilith. Therefore, if the characters
are Anarchs, thcy may return to the domain to ensure
this doesn’t occur.

Local Justice

If the p]ayer characters defer to individuals such
as Lubango, Strand, or Lia Milliner for a decision on
Ornella’s fate, their response varies. Milliner doesn’t want
to jcopardize the domain’s lucrative nature, Strand is
happy to see a Giovanni burned, and Lubango — unless
convinced otherwise — defends Ornella to the death.

The Anarchs, meanwhile, are happy to preserve Or-
nella regard]css of their rcligious beliefs. Thcy see Ornella
as proof that vampires can break from their chains, which
means the world to their jumb]cd ethos.

If the player characters are Hecata or possess a
wealthy sponsor, Donatello or the Mawla supports the
local decision in this case, as long as the money continues
rolling from the city without interruption, and ideally the
leak has been stymicd. This may require the playcr charac-
ters taking up a permanent presence in AC.



Defecting to Atlantic City

The player characters may think better of returning
to 2 Mawla like Donatello if they lack evidence of the
leak’s source, or fail to destroy Ornella Giovanni. In this
case, remaining in Atlantic City is an option, albeit a
precarious one. Real estate — in Kindred terms — can ill
afford a permanent coterie setting up on the Boardwalk.
If Blumenau is still around, she suggests (with no hard
Fec]ings) that perhaps they can take up territories in the
unusual, micro domains of Jersey City, Newark, Paterson,
and Elizabeth, but use AC as a communal ground for
meetings and profit, as long as they abide by her rule and
Anarch primacy.

Donatello is less likely to receive this news well.

If the player characters were supposed to report in, he
dispatches mortal members of the Giovanni family to
investigate their whereabouts and terminate them as rats.

Lying to the Sponsor

The player characters may return to their sponsor
claiming a job well done, but in lying, they risk earning a
fiery end. Telling a bald-faced lie to a more powerful vam-
pire about the leak requires a Manipulation + Subterfuge
roll (Difficulty 6). Bending the truth, such as explaining
Blumenau leaked the information but the player charac-
ters couldn’t find the source, reduces the Difficulty to 4.
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The Mawla isn’t satisfied unless delivered the ashes
of the traitor, and through use of his Disciplines (if a
Hecata), they attempt to interrogate the wraith of the
deceased. This could cxplodc in the playcr characters’
faces if they’ve lied, so it’s up to the Storyteller whether
the sponsor is successful in summoning the ghost, or
questioning it, or bclicving the answer he receives.

Serving the Family

Family is all, especially if at least one of the player
characters was a Hecata. For the player characters who
murder Ornella and deliver her ashes to Donatell<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>