FOI EUery
secret's ADswer ...

Who killed Baba Yaga? How has the Succubus Club fared after the
war with the Chicago Lupines? What have the hunters wrought on
Kindred society? How goes the Kuei-jin invasion of the American
West Coast? These mysteries and others await you.

JADother RiddlesATises

A compendium of stories, Nights of Prophecy updates the numerous
plotlines currently running through Vampire’s World of Darkness.
Whether the Storyteller chooses to integrate one of these five tales
into his troupe’s chronicle or simply use the book as a timeline update
is up to him. In the end, every troupe affects the Final Nights.

Nigbts of propbecvy includes:

e Hidden secrets of the World of Darkness, including five stories
and a fully explicated timeline of modern Kindred history

e Stories suitable for any troupe, from neonates to elders

e A chance for your characters to shape the future of the World of Darkness
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The process of reading'is not a half-sleep, but, in highest
sense, an exercise, a gymnast’s struggle; the readermust be on the
alert, must himself or hexself constructindeed the poem, argument,
history, metaphysic@l essay —=the text furnishing the hints, the
clue, the start or frame-work.

— Walf Whitman, “Democratic Vistas”

Welcome to Nights of Ptopheey,a collection of stories for
Vampire: the Masquerade. Each scenario involves the imminent
fulfillmentof the fearsoméprophecy of Gehennajwhen the Ancients
awaken to destroy the worldandeonsume theirchilder. Each story
also promises a revelation about thé\¥orld of Darkness — though
the players’ cHaracters might not see the promise fulfilled.

® Chapter Oné: The,Return of the Succubus Club
reveals a new inStitution in the World of Darkness. The
original Succubus Club,/the most notorious nightspot for
the Damned, suffeted deStruction at Lupine claws a few years
agoaNow it’Sback asa traveling warehouse party. This gypsy
Spectacle ismore than justaplace for trendy Kindred tosee and
be seen. Eveyyone comes to the Succubus Club — Camarilla,
Sabbat, andrech and independent. To the strobe lights’ glare
and thefmesmerizing beat, characters may discover startling
tmity with supposed enemies. But the Succubus Club has
secrets of its own.

® Chapter Two: Walking After Midnight introduces
American Kindred to the growing danger of the Cathayan
vampires. The anarchs of San Francisco find themselves on
the front lines as the Kuei-jin launch a bitter strike into
California.

® Chapter Three: To Grandmother’s House hints at
the full power of the Ancients. The Nosferatu elders believe
that their Antediluvian progenitor wants them destroyed.
To this end, it created a cadre of nigh-omnipotent horrors,
the Nictuku. After centuries of hiding, the Nictuku declare
themselves — they are not what anyone expected.

® Chapter Four: The Hunters Hunted introduces
characters to the new hunters who stalk the night. The
Damned now face a Reckoning amid the glittering madness
of Las Vegas. The meeting leaves the characters with many
questions but few answers — assuming they survive.

® Chapter Five: House of Lies brings the characters to
the Sabbat’s northern stronghold of Montreal. In the City
of Black Miracles, the characters pursue a newly discovered
fragment of the Book of Nod. They are not the only interested
parties, though. As they negotiate webs of treachery and
deceit, the characters may learn more about the Jyhad than
they really wanted to know.

These stories are all independent. Although a few Story-
teller characters may appear in more than one, we donotexpect
atroupe to play through them all. These stories are “snapshots”
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of major events in the World of Darkness, offering characters As Storyteller, you can invent some excuse for the char-
a chance to shape the future. These events take place around acters to travel. This works best if the rationale grows out
the world and have no particular connection to each other. of the characters’ motivations and the ongoing plot. If the
Frankly, it strains credulity to suppose that the same coterieof ~ prince suddenly orders the coterie to retrieve a package from
characters finds themselves at the heart of each event! Las Vegas, the players will smell a setup. On the otherhand,
Playersshould notread this book if they expect theymight ~ the next time the coterie needs to leave town ind hurry (it's
play through these scenarios. Why spoil the surprises? bound to occur), let them hop a freight train thatjust happéns
to take them to Las Vegas, straight téya confrontatiod with
A NoTF ON CHARACTERS the new hunters in town. Let the antiquarian of'the coterie
. . learn about a rare Cainitefartifact in a.museum in Russias
Each story involves a number of important Storyteller ,
) b An undead punk band,ef courseggoes wherever their agent
characters. We present these in an abbreviated format: name, , :
. . finds a gig. Examinehe characters for hooks'to draw them
clan, generation, sire, Nature, Demeanor, date of Embrace, i . )
. D e logically and naturally te thesetting ofithe scenario.
apparent age and a brief description of the character’s history, ™ b e bold v
personality, appearance and goals within the scenario. ' en again, who SaySiyou re bouRgiiOa particu’ar set-
. g . . . ting? If you set your cHronicle in Seattle, have the Cathayans
Attributes, Abilitiesand othernumerical Traitsare notgiven. , , , ,
. . : invade Seattle instead of San Francisco. If Montreal is too
This saves space, leaving more room for story material. Also, , , )
. . ) . inconvenient for your chronicle, meve the characters and
Storytellers may take it as a reminder that not all interactions ) _
. , . events of House of Lies to some other city instead. In your
between characters are of the lethal variety. The players’ coterie , , ,
. i . World of Datkness, maybe Milan or Denver is the Sabbat’s
should interact with many of these characters socially; challenge , ; N
) . . 1 . . City0f Black Miracles. If you can’t justify the characters
the players’ roleplaying skills, not their dice-rolling skills. , ) , ) ,
i going to Russia for a meeting with Baba Yaga, invent your
Nevertheless, characters do getinto fights. Before playfthe ) .
) i own Nosfératu Methuselah who operates somewhere in
Storyteller should inspect each character and assign whatever their home area
Traits seem appropriate. Different Storytellers run different ,
. . Regardlessythe Storyteller must still flesh out the bare
chronicles. A character whose Traits make her a deadly foe to , ,
. - bones,of the plot into a real story. You must decide how the
a coterie of neonates may be a trivial threat to an eldefflfan , ,
. . i1 » Storyteller characters react to the actions of the players’ co-
adversary is described as “nigh-invulnerable,” the Storyteller , , ,
! . . terie —especially when the players do something completely
should give the character enough Stamina and Fortitude to .
. : - . . unexpected (as players always do, God bless ‘em). Compared
easily resist the coterie’s best attacks... or ighore Traits and s
. . : to the spontaneous creativity your players demand of you,
describe the adversary striding forward through a hail of gunfire . , ; , ,
. Ty T giving a scenario a setting transplant is a piece of cake.
and shrugging off the characters’ Disciplings.
How 1o Use THIS BOOK FuNnN WITH
Storytellers can use fhese ‘scenarios in a variety of M T LOT
ways. £\ p
The easiest way is'to tun them as‘stand-alone stories Allfive of these stories fit into a “metaplot” for the World
with no connection to a‘larger chronicle. This removes of Darkness in general, and Vampire: The Masquerade in
most of the pr@blems,of involying pre-existing characters.  particular. A metaplot isan overarchingstory line of the great
Storytellers‘might wantyto run'a one-shot game just as a  changes in the world. The metaplot is the big picture — the
change of jpace. major events that affect Kindred everywhere. Each scenario
Such scenarios are especially useful when you don’t really grows out of something larger than itself. They have roots
know who will show up to play. If your old high school buddy ~  in the past and consequences in the future. On the broadest
visitsandwants toplayVampire, but your chroniclecannoteasily ~ scale, each story depicts one incident in the countdown to
acedmmodate a “guest star,” you can play one of these scenarios Gehenna.
instead. Conversely, if some regular players cannot show up for 3
a game, you,can use one of these stories as a fill-in. WHYy HAveaA M ETAPDLOT!
Integtrating these scenarios into your chronicle takes a This is really two questions. Why have a metaplot in a
it fiiore work, though the results are more rewarding. Your chronicle? And why include metaplot in supplements?
players will surely enjoy a chance to have their characters The first one’s easy. The events that characters take
meddle in seminal eventsin the World of Darkness. Although part in become more interesting and meaningful if they have
the new Succubus Club can come to whf?rever yousetyour 5 context. Even if a chronicle takes place entirely in one
Chron_lde’ the other scenarios have deﬁmte settings — Sap city, the outside world still exists. Wars, economic trends,
Franc1s§o, Las Vegas, an'd. 507 on. What if your chronicle is elections, scandals, conflicts of religion and ideology — all
not set in one of those cities? these things shake up life (and unlife) in a city. A metaplot
INTRODUCTION
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