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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
patches. 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 they
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 jnckct? E\ff:rything 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
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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 professionnl
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. [ will only see the
Now — that is to say, nothing.

L 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. I 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. I want the
Ivory Tower there. Thf:y can’t resist
their curiosity, and their mere attend-
ance implies participation and com-
p]acency in'the way things are. And
I 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 spcaker.
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.

eep everyone at arm’s length.
K Ty t s length.”

— Lia Milliner, Money Launderer

Cults lead to gr:mdcur.
Cults lead to destruction.

This book contains four stories centered on vampires

and their cults, the price oFbetrny:ﬂ and the benefits of

faich. Trails of Ash and Bone presents you with distinct

stories introducing brutal hierarchies and the comfort of

bclonging within a 1'c|igion.

Every story is different, but they’re all about the

pains and pulls of faith for the undead.

Flesh Becomes Ash

The content in the fo]lowing ch:{ptcrs 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 rcvo]ting.

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

dCPthS.

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

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. They encounter individuals of various ages and
stages in life, all affected by isolation to different dcgrccs,
and learn deep sccrets 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 dc‘cper and furcher into not only the
mechanics of cult existence but also the cultists’ stories.
In this story, the player characters must make difficult
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 :1ppr0:1ch to encounters. The best way to prepare
for this story is to read it beforchand, select scenes that
appeal, and keep others in mind for introducing based on
plnyer actions.

The Wellspring takes place over a week, maximum,
and heavily focuses on player characters, SPCs, and the
dynamic of the cult, therefore the Storytellcr 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
Storytcllcr wishes to cxpand 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 importantly, 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 guidclincs, 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 Weﬂspring 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 thi€ eruly
all the feared vampire was? Was this it? Somehéw, you
feel as if chis is only just the beginning andhore awaits
behind the trees...

Why Are You Hepe?

Politikommisaer Gofm ofCOPCrlhagen, a close ally to
the Prince and a respected member ofiche Kindred com-
munity, asks the coterie to investigate the whereabouts of
a powerful vampire knowndas Jakob, hiding within Rold
forest. GormWatits the coteriéyto bring Jakob back safely,
as he'’s thé Prince’s ehilde. The Prince will not casily ac-
cept the final dedth of her childe.

Unfortugately, Jakob is now a degencrated wight.
Doubly unfortunately,/the wight was powerful, and the
coteric wielded all ghieir might to best him, and their con-
flice brought him'¢to final death. The Wellspring begins
right after this battle occurs as the PCs stare down at the
ashes.

MWaiat'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
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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 yJakob a ‘player
character’s lost sire, and shift titles like)“politikom-
miser” to “sheriff” or “inspector.” VWe use, Copen-=
hagen as a local backdrop as it's, an intensely urban
environment not far removed from wide trackshof
countryside, includingsthé 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, terricory, boons, or siring rights; or boons to be
colleeted dow the ling. If the characters are more mer-
cenaty indagure, Politikommisaer Gorm may have hired
them o find evidenée of the Prince’s feral childe so they
can mutually blagkmail Prince Belinde of Copenhagen.

Eor a2 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
perhaps one of their Touchstones was recruited into the
Wcllspring, 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 player 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 forese, 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 playcr 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 hcip look.

The Wellspring
Cultists

Sharing the dim spotlight with the piaycr characte
this story come the cultists of the Wcllspring: a

(EO one ngI‘CC or OthCI')7 all ina dcspcratc situ 10n, and

QH QCtil’lg to tug on thC piaycr Ci‘l(&lI'Q,CtCI'S7 d Y fcars,

new ones. The Wellsprlng isac
adjust the characters to suit yo

nections from thC playc

could ]Z)C addcd o th

hools, the pressure to
is parents and lacer his wife
small yet successful business

mands and grandiosc shopping habits, he
to take drastic measures. Unknown to his

partncr famlly, hC startf:d 1aundcring moncey through

his b

ss for a variety of criminal organizations. Just
ans came togcthcr and he could satis@ both his
amily, parents, and his economic quandarics, the policc
raided his business and found Cvcrything. Knowing he
couldn’t return to his famiiy — let alone society — with-
out facing judgcmf:nt and a prison sentence, he disap—

pCQI’Cd.
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THE WELLSPRING

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 joined the

Wcllspring.

The only pcopic aware of Seren’s continued ¢

a member for two years. As soon
cult, he was elevated to the leading p
guidance, much to Villy’s
only ghoul.

Exceptional Dice Pools:
Intimidation 4, Leadership 4;

Disciplines: Animalism 1

1 student visa and had no intention of
to her home country. Her father died when she
Her mom fell into a dcep pit of alcoholism.
During her studies she met her eventual husband, and
thin a year of knowing cach other, thcy married and
ad twins. Maria’s husband was aiways possessive over

er, 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
Clongings 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
foreign 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 thC cult as thn ShC was fOllI' years Oid has
iCﬁZ ISQ]I)C]’S memory Of ti’lC outsidc WOI‘ld SCattCI'Cd 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 lollipops 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 dcspitc bcing 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 craﬁing and building contraptions.
She often asks questions about her existence in the woods
and Why thcy 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 only 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 JOGRGENSEN

Opposite his rambunctious sister, Simén prcfers to
stay quiet, and can often be seen playing on his own
a toy or rcading a book. Simon lives most of his
own mind, imagining things that could be bcy d the

with his mother or sister.
Simoén spcnds most of his t

in, ﬁnding new ways of hi

doesn’t permit Simon’s

VILLY FABRICIUS

y 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 gentlcman 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,
sccding 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 disappointment of parenthood. Jakob n¢
and needled, offcring Villy moncy, status withi
company, and most importantly,
ly eventually buckled, agreeing to cr
with Jakob, believing it to
commune distant from

realized Cvcrything he
against common sens

dcspcrate 1’101’1’161655 and outcast
]Oll’lt lcadcrship I‘OlC fOI' a blZaI‘I‘C

fami]y back in Copcnhagcn in
with the cult and shcphcrd them

owed before Jakob and took on stcwardship
Cllspring, but it took him over a decade to tru-
buy into the “hope” it was selling to its members. After
O years in the cult, Villy 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
now 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 seck hc:lp from
authorities. Determined to take care of herself dcspitc her
16 years of age, she resorted to sex work and drug dcaling to
make it through the day. 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
plnce 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 BRICAT.O ‘

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 déviecs
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 ihon
what Jakob and her father talked about, and $he and her
mother were told to leave the room on many.oeeasions.

Katrine was sure shea¥as going to end upat a
boarding school by the fime she'turned 11, so it was to
her surprise that shefdiscovered herimother packing her
belongings. Katrine askedbher mother whae was going on,
and her mother, tears in her eycs, instructed Katrine that
it was timeforher'to go.

Degpite Katring’s protests and struggles, she was
placed in the bdck of a vanvafid driven away. Seven years
after, Katriné still thinks back to that day, but she has
accepted henrole as Jakob’s partner, and forced herself to
careforhim despi€€ 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.

Stanidard 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@
reason, and through exchanges with the playerhar-
acters they should express their.desires, fears, and
reasons for wanting to remain isolated in the woods:
over returning to friends_and familieshback home.
For this story to functién at any meaningful level,
these characters should perform, useful tasks and act
as counsel for thefprotagonists, soxemotional bonds
might form. Don't be affaid to ‘tell a,player about
how, after three nights of intense ‘exchanges, one
of the Wellspring €ultists has developed into their
character’s Touchstone, for instance.

|
OTHER CULTISIIS

The Seéryceller i§ encouraged to add one or two
addicional cultists to the Wellspring. One should have a
personal cominectidn to onc 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 bea more distant connection of one of the other
player characters, such as someone with whom they
bricfly 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
arc 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 kommiszr’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 o
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 s@ibjective
rule that Jakob and his followers have twisted depending
on the cult’s membership at any given timé& When Jakob
was lucid, he would baptize new cultists wichthisiewn

vitac. At other points, to give oneselfi#as to reccivea

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 dwellings, personal belongings, and
thoughts, especially at Jdkob’s defiands. As manyeultists
emerged from broken backgrounds; a forced equalityhhas
given them a greater senseOf fairnessiin lifc.

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

Putting the cult above all —andby the cult, this
means Jakob — is of utmost importanec, and in some
respects,ehembiggest ask. The first three elements are
theorgtieally simple, extolling the virtues of living life
and loving onefanother freely. To die for the Wellspring,
however, is@ rule rar€ly tested. If abided, cultists should
be prepared to sacrifice their lives for one another, and
cspecially fonthed@ader.

THEWLEADER 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 Wellspring while he slept, or an outsider
arriving and luring them away. By specifying the leader
must be a “Nighewalker,” he narrowed the chances of any
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
perfcctly clear that it was because of him that the culdi
were chosen, saved, and liberated. He kept vague exac
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
being a vampire, he'd mock and humiliate the
asker, making them feel small and stupid a
fellow cultists.

Follow the Lead

ife is much better in a community. Come, let

”

you.

an: 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 hopcs
of pushing him up from the ranks of serfdom in which
thcy languishcd. To ]akob, this was a godscnd: he craved

a chancc to bccomc morce than an obscurc pCZlSQl’lE. He

rcquircd recognition and admiration.

]akob was, sadly, never an cxccptional acaden
Stymicd in part due to his childhood of manual
shoemaker’s, were litcracy and nu
portant than a boy‘s ability to stitch
because of the school’s classi
ly at the school. He cou
variety of books the
were cruel, cspcciall
an afternoon was spen
in the teacher’s cupb

Thcy refused to establish a frien

seen with Jakob was to be scum.

yarents of his dire situation. He
er tcchniquc, it he was going to

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

he was going to strugglc, everyone would strugglc. He
hered cnough pcrsonal information to blackmail the
aff 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
ushing himself as the one honest peasant in a field of
highborn miscreants. His tcchniqucs were dirty, but to
Jakob’s mind, completely necessary. He wanted people to
look up to him.

One of the schoolhouse teachers was an cldcrly man
named Holger. He was as unpleasant to Jakob as the rest,
but he posscsscd a vital element his fellow teachers did
not: a homicidal urge to protect his secrets. Holgcr’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. Holgcr 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 boy, his fcrocity growing, and
looping a rope around Jakob’s neck, attcmptcd to throttle
the life from him. It was sheer luck that allowed Jakob to
fall backward, pushing Holgcr to the ground, where his

hCQd crackcd opcn on tl’lC stones.
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Jakob hid in the cellar for the
remainder of the day. Nobody came
looking for Holger, nobody came
looking for Jakob. In the evening,
when Jakob resolved to move the
loody7 something shifted behind one
of the cellar walls.

Belinde, of Clan Nosferatu,
awoke.

She irnrnedi:ltely recognized 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 sornething in the simplicity
of Jakob’s statement, she went on to
listen to the student and recognized his
inability to fit into society. She was visi-
loly monstrous, and ever on the outside,
looking in. Belinde saw potenti:ll in the
young student. He struggled against
adversity, 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 judgrnent of others. Soon after,
Jakob stopped caring about his school
and focused on serving Belinde. She
didnt give him any meaningful tasks,
but just enough to keep him ocoti-
pied, clothed, and fed. For Jakob,
Belinde’s attention ﬁnally gave him
the sense of validation he sought SO
desperately. Her hofrific appearance
never bothered him.

As Jakob@dnvinced Belinde
of his wofth, she'eleéeed to end his
mortal [life, and séseare it with che
Embrace, His£rust in her miade her
job that mugh casier. He didn’t resist
when she plunged her fangs into his
neck, butiche screaming started as he
felt his life ebb away.

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

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 — becoming
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, resulting in his attempting
to humiliate fledglings in court, so
he rnight receive greater recognition
than them, or delivering 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 rnurdering his peers.
Eventually, the Prince ordered himsto
stay away from Elysia, sincethe would
create chaos every chance/he found.
Jakob lacked the,charisma o be 4
rn:lnipul:lting herald and the diplo—
macy to represent his'elan: hewas
just a menace. It was only his sirc who
prevented Riswdestruction.

When Jakob put the flamexo
anether vampire’sthaven, Belinde
told him he could no longer be a
part of Gamarilla society. His crimes
had gone too fardnd her protection
would extend over him no longer.
Yet, his innate need for validation
devoured his self<worth. He knew he
had to find a following — even if he
had to force people into his orbit.

Jakob was never religious in life
but observed how diligently kine
went to Worship to thank a god or
gods they could never know cruly
exist. He watched as war and money
tore families apart and people died
in the name of religion and com-
munity, and that’s when he knew he
could create sornething loeyond the
expectations of Kindred and kine
society. For years, he studied mortal
flock rnentality, what made them
believe in the unbelievable, what
made them give up their entire life
for one cause, until he knew he had
enough information to create his own
religious movement. He didn’t want
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to love people 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 pépu-
larity in Scandinavia. He knew he
had to remainthidden lest he burn
at the stake. His disciples p:ltiently
awaitedthis return, but town officials
heard rumorsof the cule’s existence.
Jakob watcHed a8 inquisitors dtewned
people h€saw as family in the Odensc
stream, one by one, under the moon-
light. He did nothing o prevent it
and once.:moie, the Beast chewed
at his heart- After this event, Jakob
entered a despair—induced torpor. He
woke up in 1799, a year before he met
Maja, his eventual childe, and in a
succession ofatternpts over the com-
ilg centuries, formed cult after cult
to sooth his frayed spirit. Each fell
apart as he raged and frightened them
into fleeing, turned them against one
another, or consumed them.

[t was in 1975 he formed his
latest, and most successful cult, which
he called the “Wellspring.” 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
longer recruit members of his own,
as his lack ofHurn:tnity prevented
him from understanding how to
successfully interact with mortals. He
obtained Villy through a combination
of bribes and threats, and crudely 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, oloserving
it from a distance and eontrolling 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
strength, while sustaining his need
for validation.
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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 ofrntionality being 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 daly minutes
after they destroy Jakob. Gorm calls the group to make
sure Cvcrything has gone to plan. 'ThiS i§where the Story-
teller should state che fb“owing (and adjust as necessary.
for the group):

You were tasked with péewrning Prince Belinde’Serrant
childe — a vampire named Jakob — ta thecourt of Copenhagen.
You hadn’t been given much i'n_fbrlmlrioz'l as to why, [n’yona’
his acting in an unstable manner outside thedomain, but the
instruction i[sclfwas clear: pamlyzc and bring him in.

Unfaftunacely, staking the vamipire was an impossibility.
Jakob wis too ferals koo feracious, for you to pin down, mentally
subjugate; anddeast of all stakeYou fought for your unlives,
and the end result was Jakob as a smear of grease and ash on
the forest floor, and cadh of you starving but standing.

Now the politikommisaer, Gorm of the Banu Hagim, calls
You on your One-use burner phone to ask for an update. You're
covered inffakob’s vitae and ash, sranding in the woods, in the
early hafirs of the morning, too far from the roadside to get
baekfto civilization in time for the dawn. Gorm asks again:
“Whar 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 nowbeen
assassinated, with the belief beingithe phones led at-
tackers to them. The running theoryiis a segment of
the Second Inquisition analyze every call for words
such as “clan,” “blood,” “Yitae,” “prince;” and, the like,
but nobody knows for sure.

Prince Belinde and her kommisaersyexpect all busi-
ness to be conducted infperson, via deéad 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 untilElysium, learn to
practice a little patience.”

The fact thefcoterie were given two phones for this
assignment is unusudl and emphasizes the importance
of thefvampire 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 I’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



